After School Club: Session 8 – Playing Your Game on the Internet or your Mobile Phone
Introduction

You should now have a program that generates a series of blocks at random which you can rotate and move to the left and right as they fall through space. Your game also detects and deletes complete rows and keeps a score of the number of completed rows. It also progresses through a series of levels and with each one the blocks fall more and more quickly. A page showing the highest score recorded to date along with the player who achieved it can be displayed.

Your game also includes your Title and About pages, and writing your rules although you may want to add more to these.  This session we will upload your game to a website and if possible we will transfer the game to your phone.

Remember to ask the mentors if you get stuck.

We hope that you have enjoyed taking part in the club!

STEP 1:  Running the program.

1. Run the ktoolbar program which is found as an icon on the desktop.

2. Click on the “Open Project” button.

3. Find your ID number and click OK, then click on the “build” button, then click on the “run” button.

Any problems? Ask your mentors!

STEP 2: Playing your game on the Internet
So that you can play your game after the club finishes, you will have a web address where you can have access your own game. The following information tells you how to do this:

1. On the J2ME wireless toolkit window click on the Settings button, and make sure that on the target platform dialog box MIDP 1.0 has been selected.  If this is not done you might find that the game will not run on your phone.
2. Click on the project menu item, then package, and finally create package.  
3. Open up a web browser and enter in the following link: http://www.comp.leeds.ac.uk/aschool/upload.html 

4. Enter in your email address.  The jar files will be at the following location: <path to student work area>/<student number>/bin/<filename>.jar .  The jad file will also be at same location.

5. When you hit the submit button you will be presented with a page that tells you the link to play your game on-line, and a link to download the game to your phone.  An email will also be sent to you containing the same information.

STEP 3: Playing your game on your mobile phone

It MIGHT be possible to download your game to your mobile phone. However, the type of phone that you have, its age and how it accesses information over the web will affect whether this is possible. The fact is that there are always problems like this when one device such as a mobile phone tries to “talk” to another such as a personal computer. It is probably wise to think in terms of managing to do this if you are lucky. 

Here is what you will need to do:

1. Enter the download link given to you into your phone’s web browser.

2. Follow the phones instructions on how to download the game.

Please remember that there will be a cost associated with downloading the game to your phone. The exact cost will depend on the contact associated with your phone. It is probably a good idea to check with the person who pays the bill before doing this.





































