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INTISARI

Perkembangan teknologi komunikasi yang begitu cepat,terutama mobile
communication, sepertinya tidak terelakan lagi.di samping teknologi perangkat
keras yang terus berkembang,teknologi aplikasi perangkat lunaknya juga tumbuh
secara drastis.kemunculan teknologi mobile di harapkan bisa meningkatkan
tawaran aplikasi-aplikasi yang berplatform independent, tentunya hal ini sangat
menguntukan para pecinta aplikasi seluler di seluruh dunia kusunya game berbasis
java.membuat aplikasi pada ponsel berbasis java mengunakan J2ME ( java 2
micro edition) lambat laun akan menjadi trend baru bagi para pengembang
aplikasi mobile.

dimana sekarang masyarakat kita umumnya lebih menyukai segala sesuatu
yang bersifat portable, yang sering di sebut dengan platform independent, itulah
yang menyebabkan dalam dunia pemrograman java di kenal dengan istilah “write
once,run every where”,

yang berarti kode program hanya di tulis sekali, namun dapat di jalankan
di bawah platform manapun, tanpa harus melakukan perubahan kode
program.Java 2 micro edition merupakan subset dari J2SE Games tersebut
nantinya akan mengunakan profil yang sangat popular yang telah di sediakan oleh
sun Microsystems, yaitu yang di namakan MIDP (mobile information device

profile).

Keywords : game, midp, Java



ABSTRACT

The development of communication technology so quickly, especially
mobile communications, it seems inevitable. In addition to the hardware
technology continues to evolve, the software application technology are also
growing quickly. to-the emergence of mobile technology is expected to increase
bid applications are platform independent, of course this highly mobile
applications untukan lovers around the world to java.membuat based gaming
applications on Java-based mobile phones using J2ME (java 2 micro edition) is
slowly will become a new trend for mobile application developers. This thesis
aims to make mobile gaming platform, especially on Java where our society is
now generally prefer things that are portable, which is often called a platform
independent, hence the disease in the world of Java programming in the familiar
with the term "write once, run EveryNowhere ", which means the code of the
program in writing only once, but can be run under any platform, without having
to make changes to the code program.Java 2 Micro Edition is a subset of J2SE
that is'in use to handle programming in the small devices, which not support a full
J2SE implementation. Games will be using the profile that is very popular which
has been provided by Sun Microsystems, namely that the called MIDP (mobile
information device profile), later on | will use the emulator of the Sony Ericsson
G502i view type specification, the emulator itself later on use to simulate devices
inside the computer, so that the applications we make will be on the run and in

trials without having to be installed on the device.
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