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Abstract

The development of network,games has become more and more important in the digital
content business. Network games will-become the mainstream of all computer games in the
future. Recently, the porting of network games onto the mobile devices has been paid great
attentions due to the most conspicuous:improvement on the technology among mobile devices.
Thus, the add-on value, playing 3D“anime on the mobile devices, has become possible now. In
this thesis study, we will extend our exiting "Visual Authoring System to support 3D game
presentation under mobile devices

The goal of this thesis is to extend the ability of the exiting 3D RPG generator to support
3D RPG games creation and presentation on Mobile devices. Specifically, we compare the
environment of 3D game generator under personal computer and under mobile device first,
and then try to identify differences in the executing environment under mobile device. Next,
we propose solution to overcome the differences such that the 3D game generated by the 3D
visual authoring tool can be presented under the mobile device. The network capability in our
solution relies on the Bluetooth technology to support communication during the paying of
the network game. Examples are used to demonstrate the feasibility and applicability of the
proposed approach.



