Session 8. Download to your phone, or play online!
If you are lucky enough to have a phone that supports internet connections, then you can have a go at downloading the game to your phone. Even if you haven’t got a phone that you can download the game to, you can still put it online for people to play!

Before you do these things, finish off any sessions that you did not complete, and play your game in the emulator (ktoolbar) to test it thoroughly. There will usually be a small charge to download the game (depending on how much it costs to use the internet on your phone) so you only want to have to do it once.
When you’re ready…

Congratulations on finishing your game! Hopefully you will have learnt a lot and enjoyed being creative! But there’s still more to learn in this last session. We’re going to be letting you upload your games to part of the School of Computing web site at the University. What we can learn from this is a lesson in computer security!

If we let people upload to our website, we could end up with allsorts of rubbish, like viruses! There are several security measures that we’ve put in place, and here’s why: Some people write computer programs that “crawl” around the web looking for places where they can upload things and cause trouble.

The security measures are as follows:

· Not using the word “upload” on the upload web page or file name, and not directly linking to the web page, so web crawlers are unlikely to find it

· Password protecting the upload web page, using a password that’s a collection of lower and upper case letters (if it was just a word, computers could try every word in the dictionary to guess it and it wouldn’t take a computer long to do that!) Also, the password is encrypted (jumbled up) on the web server, so if someone manages to read it then it wouldn’t make any sense!

· Monitoring the IP addresses (computer addresses) that the uploads are coming from, so we can check it’s you guys and not an intruder

· Only allowing uploads during the after school session

· Hiding the program that does the uploads

· Emailing us every time something is uploaded so we can check it

· Only permitting downloads to phones and playing online when it’s been approved by a moderator

· And more…

That’s a lot of things, so hopefully we won’t get hacked! You don’t necessarily need all of these things, but they’re good ideas if you want to keep your web sites safe! And this is not all the security you can have – you would expect an online shop dealing with credit card numbers to have more than this, including secured transmission in case someone is listening in on the connection!
Now to begin the upload…

Use the ktoolbar program, open your Pacman project file (if you haven’t already), and select the Project menu. Go to Package->Create package.

This creates two files – one ending in .jad and the other in .jar. They will be in your Pacman folder, under the “bin” directory. These are the files you need to upload.

Go to the URL (web site address) that your teacher gives you. Your teacher or mentor should also provide you with a username and password – use that to log in to the web site. 
You’ll get an upload form. Fill in your email address (you’ll get an automatic email giving you instructions for downloading your game or playing it online, so you won’t forget). Then browse for the two files you created – the .jad file and .jar. Submit the form.

Now wait a short time for your upload to be approved by a moderator – we’ll be expecting the uploads (since they’re only allowed during after school club hours) and we’ll receive an automatic email to remind us to check them.

When they’re approved we’ll send you an email. This is it! You can now download your game to a phone or play online! Check your emails for instructions…




























