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Abstract

This paper ams to design Game Rendering Engine for read-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 i1s 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 Enmpty space BSP tree designed and implemented
in this paper
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Table 1 Technical dlements o scene management

Indoor B3P, Pdal & Cel
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Qutdoor View Frustum
Soatial sorting Culling
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pece S Particle Systems,
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Level of Detall
Mesh Progressive Mesh
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