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 Abstract 
Mobile gaming is one of the fastest growing segments in the video 
game industry. The $680 million acquisition of JAMDAT by Electronic 
Arts to form EA Mobile in 2006 is indicative of how lucrative this seg-
ment is becoming to game development and publishing companies. 
The attraction lies in the huge, accessible market of mobile phones: it 
is estimated that more than two billion are in use. Most of these mo-
bile phones have at least the computing power of earlier Pentium-
based PCs. Yet, development on these phones is still far from simple, 
with various standards and platforms available for the plethora of 
phone types on the market. Even Java game developers have to pub-
lish hundreds of versions to cover the great variety of mobile devices. 
Recently the push has been toward using open source Linux as the ba-
sis for a standard platform. Some mobile devices already ship with 
Linux, and the share of Linux devices is expected to grow. The bulk of 
today’s devices ship with proprietary operating systems, while the rest 
use Linux, Symbian, Windows Mobile, AJAR, and other platforms. Plat-
form fragmentation characterizes the industry, and Apple’s iPhone, 
with its OSX-based platform, will not improve the situation. Fragmen-
tation makes it hard for mobile developers, who must support many 
different implementations. Working toward a common platform will 
enable faster and less expensive development and deployment of ap-
plications for third-party developers. Based on this broader direction is 
the initiative to build open source games that use the Linux platform 
and its rich functionality. Through a partnership between Motorola 
Laboratories and GamePipe Laboratory at the University o... 
(The full abstract appears on the next page of this document)  
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