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Benchmarks

ǒ Take care of performance

Multiply a lot faster than divide

No hardware floating point support 
(mostly SW-emulated, available since CLDC 1.1)

PC-Emulator no reference for phone performance

Performance of different phones can differ a LOT

ǒ Benchmarkresults

Based on SPMarkJava06 Basic Edition

http://www.futuremark.com/benchmarks/mobilebenchmarks/
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http://www.futuremark.com/benchmarks/mobilebenchmarks/


Game Performance
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Calculation Performance
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GameCanvas
Optimized for game loops
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Games using a Canvas
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public void myCanvasextends Canvas implements Runnable{
public void run() {

// Main game loop
while (true) {

... // Do processing
repaint(); // Request repaint

}
}

public void paint (Graphics g) {
// Painting code

}

protected void keyPressed(int keyCode) {
// Handle user input

}
}

Thread

Thread

Thread



GameCanvas
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Canvas vs. GameCanvas

ǒ Canvas

Keys: sent as events, asynchronous processing

Drawing: only in paint() -method, own thread

Suited for event-based games and applications

ǒ GameCanvas

Keys: query state in the game loop for every iteration

Drawing: everywhere, graphics shown when calling 
flushGraphics () from GameLoop

ï (Both new features are optional in the GameCanvas!)

Suited for games
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GameCanvasConstruction

ǒ Key Event delivery

Call constructor of GameCanvasbase class in first line of own 
constructor

Requires booleanparameter:

ï true: if using getKeyStates() to query currently pressed keys. Suppresses key 
event delivery to keyPressed(), keyRepeated() and keyReleased() 
g increases performance.

ï false: deliver key events to the methods stated above, like for normal Canvas.

ǒ Full screen (also available for Canvas)

Call setFullScreenMode(bool) for (de)activating full screen mode

Hides softkeyand title area

Note: UI guidelines usually require you to highlight at least one softkey
that can be used for exiting the application, even during a game!
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Games using a GameCanvas
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public void myGameCanvasextends GameCanvasimplements Runnable{
public PlayCanvas()
{

super(true); // Suppress key events -> query with getKeyStates()
setFullScreenMode(true); // Use full screen mode for the game

}
public void startGame() {

Thread t = new Thread(this);
t.start(); // Start the game loop in its own thread

}
public void run() {

Graphics g = getGraphics(); 
// Main game loop
while (true) {

int keyStates= getKeyStates();
// ... process key input and update the world ...
flushGraphics(); // Method from GameCanvasbase class -> do not override!
Thread.sleep(20); // Make sure the other system threads get some time

}
}

}

Thread



Game Loop
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public void run() {
// Get the Graphics object for the off-screen buffer
Graphics g = getGraphics();

while (true) {
// Query user input
Χ
// Update game state
Χ
// Do drawing
Χ
// Flush the off-screen buffer
flushGraphics(); // Method from GameCanvasbase class

// -> do not override!
}

}



get key state

get key state
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get key state

PollingInput
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Canvas.keyPressed()
iPressedKey= LEFT;

Canvas.keyReleased()
iPressedKey= NONE;
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