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The Development Direction of the Game Production Pipeline Management System-based
on the Example of Game Production - Focus on the texture
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The Worldwide Game Industry is getting recognized in the center of the culture contents
industry, the total amount of the worldwide game industry is going to be over a hundred billion
dollars in 2008 and the worldwide game industry will play a role of leading the growth of culture
contents industry. To survive under the current circumstance, it is time to consider the research
of the development direction and inspection of factors which Korea game industry has the
superiority in the current worldwide game industry. As the result of the rapid growth of IT
technology, home networking and ubiquitous environments are getting made up and the
competition power of the worldwide game market is also getting hotter. The purpose of this thesis
is to show the research and development direction of the organization system that has a effective
texture mapping production pipeline among the whole game graphic production pipelines in order
to have a international competition power and the future of Korea game industry.
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16 Bit = 2_16% = 65536 Colors
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1 10 - 12Mbyte (F 64Mbytes)
* Z A2 ojq gelg Y siF
50709} E23 HolH
(35749} &~ wol8= Transparency W& 3
&)
+9) 274 1 #lo|H Compression ¥ . DXT1
*ADEZ o7t AL 27 TS
: 60 FPS(Frame Per Second)

(1) Color Map ¥ Bump Map AH A

* SYE 512+512Y A ¢
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2) AL HE :
The Name of the Character_TextureType
ex) HammerBoy_COL, HammerBoy_BUMP
3) RERAE IE .
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* 8 Bit(512) = 256Kb(1024/4), 24Bit = 768Kb,
32Bit = 1024Kb

* 8 Bit(256) = 128Kb(512/4), 24Bit = 384Kb,
32Bit = 512Kb

* 8 Bit(128) = 64Kb(256/4), 24Bit = 192Kb,
32ZBit = 256Kb



170 SIZZEARES|=2X] '05 Vol. 5 No

HollM BHe A9t Zo] of| Alo]= HPEE 2vf
o we} BYAlel=E 4u] Aolr}t el

o] glu)= A Azl 2] FPS(Frame Per Second)l
A 9L F= 242 L3

3.2 Compression Format (DDS)2| Wl Sizeo|
chst Ofsh
sojro] AYA ] AHEE ZE o]u]x] AxEL
Z2aeo] BER Yojzt ) DDS F4lez ¢Eso)
BURth 2% DTX1 o]y DTX3 ¢=34& A8

Clie =T h=1

a=1
DXTI1 : 24Bit 94L& 61% 9%, 32Bit Fd2
812 4=
ex) * 512K¢] 24Bit HY Apo]=
768/6 = 121Kb
* 512K 9] 32B1t 3] AlolRe
1024/8 = 128Kb
DXT3 : 24Bit 2 312 ¢ 32Bit Y&
412 g3
ex) * 512K¢| 24Bit Y Apoj=
768/3=256Kb

* 512K 32Bit #H Ale]=
1024/4=256Kb

4. MAEH AN Y
ool AL AYS 2& AYE

Ao glojA B2A elhX(resource)
Elol 4] & o]ujz|gt AA TVeA BaFE A
Bol EA TVAA o]u]|o] gt 43S 2
ulz] AA} ZHe A= %_ mo A
st U TVE 448
o] £e]7] WFolth F EUHIA & F gl
o] TVelA B¥&Z o olu]A]d] Soizk 44

ozlE Z#t grEel Utk wWekA ol
2 =gog wole Aojtk AY A Azl Solzbrlel
oA ulg] "lAR Axo) hE MARA AjAulo] fL

-°r‘~‘
rr

o=
S
=

rlo

ox
gy o
o

L

)=
g

= N‘ﬂ

Lo}

da

p
2

)
m
2
o
3R
o

o

0oge Bl oax -

£
&
5

o

)

=
o rlr
®o» o
o ox ok

1=
-
it
rlo

o) S ADAH LAY KEE 18 A
olck. o)eie TARE 23] FA g 2

& olElzERlT TVE A2 QoA 2

B9k TVAllolA) BAl0) 432 242 :
R oy YECE EHE TV ole A
2 ol Bl e wANAE B

it
tlo
e r
[*3

e

o

Y

4.1 MABYRIAS et DLIEQITVZS| M dh
1) 7zt olE]l2EQ RUH Ze} AYS $U8 g&x
A gtk ZF BUE AEeich Aol tiEA By
ot At 22 gAlelA U2 BUE R A
ol vzt wety] FdE EUE A"ezE B
FsprI7h 2@sich wetA EERAFA ZE MY
& sjFolokitt.

99l FYE ZUE A8 F - onA 28y
B EEARS AMSETE wEd ZEAY
ColorSetting "l+rolA 99 Z231Y(Profile) 2
Age gt 2 ¥EAF e Edit >Color
Setting9llA] Z=231A(Profile) A® #&9 TVE

]
~

Aggid
3) BYH =gt Mdo] FUd $4 2UES RGB
LY EE vE1 TV &3] 2YEE RGB &

HEE Fo] TV 2384 RGB ZHUEE e
ZUEE3 TVE RGBZHES 714 2 o)A
L giRtEe Ade Ze s L Youd 5
€ TV 2UE A% o] 1
2 AL & F7F ok =3 TV AAHA
ZHE9 A =(Saturation)®} H%(Luminance)
frol RUEe} B E(Palette) 2] ZHE(Saturation)
¢} W%(Luminance) gt&t}h Eoh weba 2UH
oA BaFE AN e TV 22 BoF
o Aok 2l Mol A &=(Saturation)$ WE
(Luminance) #t& $3o] Fojoist TVA B

YEejoA & oln|x] A4dl2 BHH7) wWo|th

4.2 MNAG -IJ_t_l}
D M2



AYMTANAE ST HITiolm 2401 i) UHUS 171

AzA = 2et gk e TV Zet BeES AL o euAEd d
&3 22E FAT A O h20AE
oju] EA3h= o|v| x| & Reference® MEZL ® 2% w = ) ,
£AH 228 A Ade 4 TV Zat HHEE 2 252 28] 98 2o Amx_qg =312 3
AHgete] 2k A e Bt &2 AgJe) BYW  an o)2jet EAvt © AFalele

A& (Saturation)oltt W= (Luminance) #& % g7 22 so|zalel 22 sixjol o 3 ALY

2

~

r
L

e ZpAo) Be R E [ yveo] pulyn HAy AL o3 A
3) 71 o] WES] ¥ olTAE TVE A4S oy Sew 27 e oue] AAo] B0 £ o]
2 uAsHY ELEAP] AX(Saturation)grolt WA AAE GE olEAESe] AHad £ & st
B=(Luminance) g SRek 2HF ARG 7 051 g8 Aol 3 e ojaESe] BE Fe
F°] HE Ax(Saturation) o]t BE (Luminance) 222 2471 92 T 2RA5Q & % Qo= Ro)
#ol glepg, MHEAHQ AYS & 57t Sk o] t}. Master Resource Image Etjo] & 2t ojg) ~E7}
AR RAE ol= ARl V1Tl AE FE HE ganoo gan pod 29 B9 selen 44 2
ok s Aol Aot U olujx) e e olgow ABYh F (29 2

ol A9} Z+o] Master Resource Image Z1] otoj Q&

5. HAN 2|AA MEE ot 9 M elojYd
x."JEI- 7|I:H

o Eo] ALY HaH 225S AT w BA7}
HAd He uz gas A4 2 Map Tiling 54
Atk & 2 H2A ou)E o2 Jfo] QHAE
Fo) 2tk RY EAY Ao 29Y "2 22T F
A 2 Ao A E Yol BE7R) % vl Aok
s EAR ol W2 RS sAsy] H8 A
FAE Bol stglck AYAF Al2ed 7FsE o)) A
£5ojA AR A2 FPAFLL 3 FH oy EF F
EFolAu AAFEE A d2A HolHY & Resource 1
2 lole ARA o ARl & EAHL o) Al Resource 2
71 Aolek. wat w2A olnlAge TS AY Al e
2dolX g F3E A YAy Alo]2E gFHo,
At LBAENA olYA ‘9 B o2k Yo

g4 oln]z] st} A QHAES HEy W2
ojr]a] Bd& oA FYsA T HY Ho] S
T Aot A%t 2L dolzle FUF i
(resource)& 913 7| LBAE] AHS-Fo] whE vheht
o B2A sxo AEa i § o8 ) EAPE
12 8t K3 ekl 7 $9171 Fd3el olM®

5ol & ¥ vt opEt W AF Al 28 FE AR W
=N71E 23E ALtk '

Resocurce 4

18 2. Master Resource Image 20 X

2 AgH. 2y ¢ eldd 7o) Aldiz AHgEA| 5.2 E2XQ W ElU(Map Tile) ME7|H
Rt 23] B2 on))e Ag A}t AlF F gk AR A& B AZ W e B3] TEAR] o ¥4
by Aagsold HaA dojee] tid ABHA  (Offser) 75 olEFle] BT A)(Edge) DB

el B R W B APtk FoluAl geasie) 9429 (Seamless) FEHE HEolFE 4

9,] vha o wo] ARgaly ik 28y XEARY) sloly)

5.1 2laA(Resource)ol S8X0! ML 2 HE{(High Pass Filter) 7}'s-& AH8-3kA R} &3
iR o) gAY 9A)] 2e g go) avg_ o s A9 &4 W(Tiling Map) 23}e & 47} itk

il



172 $=ZRHx8|=2X] '05 Vol. 5 No.
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