
iPhone與Android 應用程式

開發流程
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程式開發

測試

Application Loader上傳
程式.zip

產生.stk檔

S3DAuthoringTool

產生iPhone測試檔

S3DAuthoringTool

產生iPhone程式檔

Development Provisioning 
Profiles

Distribution Provisioning 
Profiles

.stk檔

審核

上架

退件

BUG

MAC OS

Win OS
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iPhone 3GS程式開發注意事項

開發平台：

 Shiva3D：Windows作業系統

 程式開發

 Xcode、iOS SDK、 S3DAuthoringTool：
MacOS Snow Leopard

 測試與上傳
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iPhone 3GS程式開發注意事項
貼圖：
 貼圖比例需 1:1且為正方形，尺寸為2之平方(8x8, 

16x16, 64x64)，最小尺寸8x8，最大1024x1024

 normal mappin 支持
 specular mapping 支持
 Environment / Sphere mapping 支持
 Texture clips 支持
 Texture scrolling / scaling modifier 可接受
 Texture filtering mode GPU "default mode" is used 

(bilinear mipmaped)

 Material settings ambient-diffuse-emissive-specular-
shinyness, and emissive will only act as a constant 
color not depending on the scene and lights

66



iPhone 3GS程式開發注意事項
Shaders

 Normal mapping 支持
 Specular mapping 支持
 Environment/sphere mapping 支持
 Shadow mapping 支持

Dynamic Shadows

 不支援

Dynamic Lights

 The hardware supports up to 8 dynamic lights.

 “Receive per vertex" is the only accepted setting.
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iPhone 3GS程式開發注意事項
Environment

 fog yes, no restrictions

 camera view distance unlimited, but relies on a 16bit z-buffer, so be 
careful: keep the range as small as possible to avoid Z-fighting

Particle systems

 Max particle count per scene depends on the screen size of the 
particles (alpha blending limitations)

 Max particle count per emitter no more than 256 if you want good 
performances, but again it depends on the screen size of the particles

Sounds and Music

 Music length is unlimited, but slow, as it's going to be streamed, better 
use short sounds (<10s)

 Sounds per sound bank unlimited
format 16bits, mono, 44100 Hz or less (lesser will be faster).
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iPhone 3GS程式開發注意事項
In Game Video

 可以加入與使用硬體播放

Number of Polygons and Animation

 Max polys visible at the same time 7.000 for a gool frame rate, but 
tested with lot more, and it "works" (don't crash)

 max polys per scene limited to 24Mb Texture + Vertex Buffers 
memory

 max poly per object depends on the number of visible objects, but 
again, "lesser is better“

 animation limit per anim bank none
bones count limit "lesser is better" but no limitations (from 0 to 16 is a 
good value)

 bones per vertex limit really try to use 1 or 2, but limited to 4.

Keys and Input

 Available controls accelerometer, mouse and touch handlers

 System reserved home button, side/volume buttons
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iPhone 程式觸控控制
多點觸控Handler

滑鼠操作Handler

多點觸控最好跟滑鼠操作不要同時

70



71



程式開發

利用Eclipse輸出Signed 
Application Package

產生.stk檔

S3DAuthoringTool

產生Project資料檔

Eclipse操作性修改

測試

發行

BUG
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Android程式開發環境
開發平台：
 Windows作業系統
 SDK與環境

 Eclipse IDE
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AppStore與Android market

帳號申請與程式開發流程
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iOS Developer Program購買與註冊

下載與安裝iOS SDK、Xcode開發環境

身分審核

APP開發與測試

AppStore上架販賣

App上傳並進入審核程序

不符合規範，被退件
需要App修正

AppStore-申請與程式開發流程
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AppStore-申請與程式開發流程

 平台

 iPhone、iPad、iPod Touch

 流程

 註冊iOS Developer Program ($USD 99)

 下載與安裝 Xcode、iOS SDK

 開發與測試

 App送審

 審核通過上架
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註冊與設定iOS Developer Program

 http://developer.apple.com/programs/ios/

 $USD99/year

 身分認證(可能需要傳真資料至Apple)

 付費與審核通過

 公司與個人的申請流程稍不同

 註冊成功

 設定Provisioning Portal 

 設定iTunes Connect
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設定Provisioning Portal

 Development Certificates
 透過MAC的Keychain Access獲得

○ Development Certificates

 於App開發時需用

○ Distribution Certificates

 於App上架時需要

 Registered Devices
 設定開發機：iPhone、iPad、iPod Touch

 輸入40字元的UDID

 最多100部
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設定Provisioning Portal

 設定AppID
 為所開發之程式設定AppID

 設定Bundle Seed ID

 設定Bundle Identifier
○ Example: com.domainname.appname

 設定Provisioning Profiles
 Development Provisioning Profiles

○ 只能使用於開發機有時效限制

 Distribution Provisioning Profiles
○ 只能於上傳AppStore時產生最終上傳檔時使用
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設定iTune Connect
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設定Provisioning Portal

 填寫各項調款

 設定收款銀行帳戶資料

 填寫連絡人

 條款確認

 填寫帳戶與帳戶英文名稱
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設定Provisioning Portal

 新增程式

 填寫程式名稱與設定價格

 填寫各項MetaData資料

 上傳ICON與截圖

 預備上傳程式

 確認

 下載Application Loader，只能於MacOS以
Application Loader上傳程式
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Google帳號註冊

下載與安裝Android SDK與其它開發環境

APP開發與測試

Upload上架販賣

產生簽署應用程式

購買Android Market開發帳號
$USD 25的註冊費
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程式管理頁面
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程式管理頁面
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