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First Person Shooter game for low-end PC

Seong-Og An’, Soo-Kyun Kim’
ABSTRACT

Most first person shooter games are produced using game engines and are fundamentally equipped with high quality
collision sensing functions. This function of detecting collisions plays an important role in game production. This method
proposes a method of making FPS games not through game engines but through DirectX. The advantage of using DirectX
instead of collisions detecting functions of game engines is that one can use it in low-end PC and it is efficient in terms
of memory. Also, the method of DirectX can proficiently sense collisions by comparing the radian of the spheres that

surrounds the objects which will judge whether there was an impact between the objects.
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Fig 3. Acceleration gravity
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Fig 4. Algorithm using bounding sphere
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Fig 5. Bounding sphere and mesh1
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