School of Creative Media, BSc CM students’ Special Interest group project Proposal Summary
1. Project title: Game development on mobile devices with Macromedia Flash Lite
2. Names of Applicants:
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3. Allocation requested:
Development of mobile phone platform

Equipment

· Server for mobile communication(~$50000)
· Network services provided by Telecom(~$30000/per year)
· Mobile phone with Macromedia Flash Lite and Blue Tooth(at least 3 pieces)(~$15000)
Total:~$95000
4. Abstract of the project

This project is to develop games on mobile phone with Macromedia Flash Lite and Blue Tooth technology. Flash Lite is a new technique to make application software and games on mobile phone. With blue tooth for short network connection, games can be made of which can generate a scene that: allowing people to come together to achieve some targets, which can strengthen the inter-relationship among players, so as to be different from ordinary PC game that players can only play in front of their computer or game devices individually.
For this project, the long-term goal is to produce such a game with dating element (sound more attractive). For short-term goal, we will exploit the potential function of Flash Lite meanwhile we will make some mini-games for practice as we all need game making experience at the moment.

5. Significance, Objectives and Deliverables
In the world, most games are developed by Java. Application software and games written by Java require quite lot of device resource and the loading time are awful. With the new technology of Macromedia Flash Lite, which has better performance comparing with Java, its well-known vector graphics rendering technology can facilitate game development. We can explore this new way of game design and to make new game with this.

Beside better performance to run program with Flash Lite, another reason for us to choose Macromedia Flash Lite to develop game as it is a very new technology and has been explosively adopted by Japanese mobile device manufacturer, they all forecast the well predicted future of this technology, and so do we. As it is very new technology, we can start to explore it with others at the start-up, to avoid doing something that others have done already.
Our objective is to make a game by means of this new technology. The game contains dating element as an attractive point, meanwhile we will try our effort to make the game more creative so that people may feel fresh to it.

Mobile phone with Macromedia Flash Lite will be more common in the future and replace the position of Java like what is happening on the PC field. For games which are made by Flash Lite will be able to greatly distributed. We will do some simple mini-games first and let our friends to give some comments on them, and we will make the full version and have a show case to demonstrate our final works.
6.
Research plan and methodology
As Macromedia Flash Lite is a new technology, we need time to explore it. This learning stage is very important and resources are needed to act as reference, learning tools and guidelines. We have supervisors who have experience in game industry as well as programming. What we still lack of are equipments and knowledge.
Our general project plan is as follow:
	Stage 1
	
	Learning mobile architecture, working mechanism of Blue Tooth, studying action-script and XML

	Stage 2
	
	Making simple mini-games for practice without any network requirement

	After 12 months:

	Stage 3
	
	Making advanced game require network function

	Stage 4
	
	Design the final game detail with game studying

	Stage 5
	
	Stage of making the final game

	Stage 6
	
	Testing stage for the final game

	Stage 7
	
	Distribution of the final game.


Stage 1:
In this stage, we will learn the mobile phone architecture, we will learn how Flash Lite work with the mobile devices. We will also learn the working mechanism of Blue Tooth. The programming language for Flash Lite is Action-script and XML, we will learn these two programming language by spending about 3 to 4 months.

Stage 2:
In this stage we will start designing some simple mini-game so as to practice our game programming technique. We try to make as many different kind of game as we can, meanwhile, to search for which game is more popular. Those games made at this moment will not have the network function, so as to concentrate on interesting game development. This stage will work through the rest of the months.

Simple description for the stage 3 to stage 7


As we still need time, knowledge and experience on game design, we set our goal of this first 12 months more achievable. If the development of our project work fine, we may try to work on stage 3 so as to get faster to achieve our final goal of this project. In stage 3, we will enquire the Blue Tooth technology into the game. As Flash Lite can have connection function call, we will try to explorer this function and adopt it to our game. Once we gain the skill on using Blue Tooth with our games, we will move on to stage 4, the stage of beginning of making the final game.
Our game will not only let the player to player ‘lonely’, although we don’t have the actually plan of our game, the game may like something that each player have his/her own identity, base on his/her phone number. He/her may need to bring up a pet or a person(like The Sim), player need to do something on the pet for instance, however, player will not score high if he/her player individually, he/her need to go outside so as to ‘bring the pet go outdoor’ for a walk or something etc. To detect whether the player have brought their pet outdoor may be achieved by getting the data from telecom that which signal receiver ID have detected the location of the mobile phone, if the receiver ID change over a period of time, the player seems to bring the pet outdoor from a place to other place.
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Player may also need to come across with other people to achieve some target so as to score higher marks, for example, by mean of Blue Tooth, a player may detect other player nearby, they may communicate with each other, then higher score they will receive. These are the possibility of how our game to be developed, but the most important is that this games can be profitable if we cooperate with shop and company, like if player play the game in some shop, they will score some extra marks, it sounds like treasure hunt.
Flash Lite is a new opportunities of us because most of people learn this new technology at the same time. Moreover, its powerful function and the ability to run on different mobile device platform, compatibility and scalability across different operating systems, CPU architectures and screen resolution allow us to develop our game easier.
6. Expected duration (in months):12
Proposed Starting Date:
Immediately

7. Estimated cost resource implication of the whole project

	Items
	Description
	Cost(HKD$)

	Server for mobile communication
	For game data storing, game testing platform
	50000

	Network services provided by Telecom
	To sign up for a service with telecom so as to have unlimited downloading/uploading data for game testing
	20000

	Mobile phone with Macromedia Flash Lite and Blue Tooth(at least 3 pieces)
	For game testing, with 3 requested mobile phone, we can simulate the real scene of two game player to play the game together.
	15000

	General Expenditure for game design
	Materials needed for paper works and stationary, running cost of server and the project.
	5000

	Reference materials
	Books for learning Action Script and XML, vector graphic, game design
	5000

	
	Total:
	95000


