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The Creational Patterns Application to the Game Design
Using the DirectX

Jong-Soo Kim', Tai-Suk Kim'"

ABSTRACT

3D online game, with its striking realistic value, is leading the entire Korean game market which
has various game genres. Technology sharing is very hard within the Korean game industry. That
is because 1)there are few professionals, 2)most of the companies are small-scaled, and 3)there are
security reasons. Therefore, it should be significant if we have software design techniques which make
it possible to reuse the existing code when developing a network game so that we could save a lot
of efforts. In this paper, the author analyzes the demand through the case in the client’s design of the
network game based on DirectX and proposes the effective software design methods for reusable code
based on the creative patterns application in the GoF in the class design.
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