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Design and Implementation of Middleware Platform for Game Porting
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Abstract

In game, the most profitable thing for game industry is to develop professional gaming: create a large scale
game league and broadcast it to some special game channels in cable TV and satellite channels, or build an
internet broadcasting station, and even broadcast it in public broadcasting TV.

There are many kinds of platforms where game can be played, i.e. Arcade, PC, console, mobile, online
game. In these platforms, game is developed to support multiplatform such as converting PC game to
console game like play station and portable X-BOX, converting online game into mobile game.

In this paper, we propose a middleware for game development process, so the platform-dependent problem
(or multi-platform problem) can be solved. Moreover, because independent platform game can be developed,
game can be played in a various platforms. That is to say, our proposed method offers many benefits for
the game developers such as reducing cost and development time, in developing a platform-independent

game.
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[Fig. 1] Independent platform structure
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[Fig. 2] Existing game development methods
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[Fig. 5] Implemented middleware interface
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[Fig. 8] nitial screen of PC game played through km_ware
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