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Abstract

This paper aims to design Game Rendering Engine for real-time 3D online games.
Previous, in order to raise rendering speed, BSP tree was used to partitioned space in
Quake Game Engine. A game engine is required to develop for rapidly escalating of 3D
online games in Korea, too. Currently rendering time is saved with the hardware accelerator which is
working on the high-level computer system. On the other hand, a game engine is needed to save
rendering time for users with low-level computer system.Therefore, a game rendering engine is which
reduces rendering time by PVS look-up table using Empty space BSP tree designed and implemented
in this paper

» Keyword : 3D Game Rendering Engine, BSP, PVS, Quake Engine

s HXNAL A2t
¥+ : 2005.06.03, HARIRY : 2005.07.03
*suoAYstn AEE I, Sucdgtn YEvidole



346 BE 7 FEEREE wmE(2005. 7))

3D AYIRL Ay 97, Huslo]d A, A=
A2, AFAF A, AW A Foz Fgsed, A9
dA L ojudeld sl&, AW 7€, GPU 7wz,
SDK71E 71& 5% X1, ¥ = dlMe dud
AR ZF Auge] 7lgd daiM ndstuxt et

ANz 33 AldelMe AE 27t o9 S8 BA
2 963 A £58 Fol7] 4 U3t WS 97
H3 ok 2 F shivt 5L A A8 5 uiie 9%
HolElE BEH oz Asiedr APAE EFATIE W
Yoz 37k Alghe meisleiol gl AW 33 Al
o)) AMEE Bl 2T 48 Holg Foof o} 4
At} Be B3 A7l Helbe Eelae S Bl F
AN A9 FAdMe S5 FA7 &7 BB 2 &
Jow EET $& 9o It ¥ WA=z v AN
& e A5 vE] AkE Azldch. A4z P A
2 2& A% ol Adske AL B AIE FeE ]
o AAzZF 321 D"l Argdldle AgEA &
o} Al HAE e o] duy gholL kle] Fejz}
£ B4 £8 Zoln sige] 7 B ¢l e EAT
Wiy =g Fot ol HEEL AY] o] YA
2l A%g P ofF F83 atot(2)(3). A
o] Zelgl <l Eoj7ke 2T FE Eole M &
ojx] ok AW A Pl slo|ZeRle] Bol7kA] &
E2 gtn, 247 AAA gl Aflx ol EA7} 79
g ol leAl AFske gxeldo) gasit oA A
FAE B3 $52 AL 4 Q)

gl B =RdAe SuAAL] Sx5o2 ngkd BSP
E2E 33 7MIENE BT | AMgEl A dd
g A& b Fo=N e goluAt dt

ol AHAE 9j8 HEA R [IDAZEA 1995
d BSPE 7|utez o]3(Quake) ke AYNRE M
gt ol% dol2 dzlel MG 2Rl AY A7
71849 A& 3A Mg Aded(Unrea) AY A7,
R 2F ZdolE 7FseA § E=23(Torque) A%
A7, MMORPGE 93 EvlRl(Turbine) #9 <43,

NetImmerse 1%, Genesis3D 5o} /H¥s|ct. ZulA|
Fozy AYA] Adglel Gblendersd F=AAZAA
749} Dream 3D/ ol &) o} AYdRo] 7t
2 gle AFeld4). AelZ AR iy dd] dig
et Q7S giRE SEAIEE B =R A4
A Y AR Jig B 712 IR N
& do|a dAT} FAslt.

ol o] Masd Frlshs Be| dA szl
Holit Hxoz dniglel BSPEZE AME AUEYE
AW AREE 237 Ae AADE Fe3AE 4R
o B =R Al TEF AU A Al Al
28& AHg3ld AYE Agsiaa) she AHBAER AM
& & =% she 2o T8 EFolr}t. &F, BSPEE
FAsked o] B =BdM= Empty space® o]
PVSY look-up Hlo|EE FA3HA A AIME 2,
convexdtA| %L QHAEZS 333l roAle IS
HUF Zole WS AMESla, ol EelEs o &
HA gy @ o 22 A3 /R EEIES R A
2gto 2 Ay Azke 33

. #olz A

AQdAelR g8 uushd Aol2 AVE 19994
228 FhGezA 97 YAHCR oINS A18S
4439 AU F(DOOM), #0123 oIk, Aol2 o
Ao A A Roplde ABBeAS A less
£ s (E D 2ol AHgsta ok1).

X 1 3o Jkees
Table 1 Technical elements of scene management

Indoor BSP, Potal & Cell
Quadtree, Octree,
Outdoor View Frustum
Spatial sorting Culling
Cloud, Fire, Lens
. flare, Lightning,
Special Effects Particle Systems,
Water
Terrain CLOD, RAOM
Leve! of Detail
Mesh Progressive Mesh
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class CBspNode
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