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Mobile Network Game System Based on J2ME and J2EE

ZHU Quan-yin, ZHANG Hui
(Department of Computer Enginering, Huaiyin Institute of Technology, Huai’an 223001)

Abstract Based on the comprehensive use of J2EE, J2ME, UML and MVC technology, this paper proposes a common phone network game
system framework, and discusses the relevant elements in designing the framework. This system uses the MVC framework structure and also uses
the UML to build the phone model between the server and the client. By using the development technology of J2ME phones and J2EE server, the
certification of a common mobile game framework is presented through a specific applications in mobile network games. Practices show this system
is effective.
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