Sammanfattning

Under varen 2004 fick vi 1 uppdrag av Carbello AB att fardigutveckla ett spelkoncept for
mobiltelefoner. Denna rapport handlar om hur detta uppdrag genomfordes. Under projektets
géng har vi lart oss atskilliga saker och vi delar med oss av vér lirdom om sant som é&r viktigt
att tdnka pa da man utvecklar applikationer for mobiltelefoner. Négra av dessa saker &r vikten
av att halla ner storleken pa applikationen med hjélp av diverse knep, dela upp utvecklandet i
smadelar och sjdlvklart att ha en stindig kommunikation sinsemellan samt med
uppdragsgivaren. I rapporten beskrivs vira med- och motgingar och vad vi kdnner att vi
skulle gbra annorlunda om vi skulle fa chansen att gora ett liknande projekt. Resultatet av
detta examensarbete &r att vi fatt forstdelse for hur applikationer for mobiltelefoner tillverkas
och vi lyckades att skapa ett spel som vi dr ndjda med och som fungerar pa det sétt som

planerats.



A mobile phone game is developed

Abstract

We were assigned by Carbello AB during the spring of 2004 to develop a game for a mobile
phone. This report is about how that assignment was done. We have learned several things
during the project and you’ll find recommendations of what to do and not to do when you
produce applications for a mobile phone. Some of the things you should think of are to create
small applications by using some tricks, for example divide the project into smaller parts and
of course always keep a good communication with each other and the supervisor. This report
describes our ups and downs during the project and tells what we would do different if we
ever did a similar project. The result of this project is that we have got an increased
understanding about how applications for mobile phones are made and we were able to

produce a game that we are very pleased with and that works in the way we intended.
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