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Design and Development of 3D Online Arcade Tank Game
S00-Kyun Kim', Chan-Seob Lee”, Syung-Og An"

ABSTRACT

Many games are developed by use various toolkit. This paper proposes a development of battle city, which is a famous classic
arcade game. An arcade game is a coin-operated entertainment machine, usually installed in public businesses such as public houses,
and video arcades. Most arcade games are redemption games, merchandisers (such as claw crane), video games, or pinball machines.
However, the objective of this paper is to produce a tank game using directX library instead of the specialized engines. The advantage

is that the overall cost of the production would be minimized since there is no need to invest in making game engine. Users can enjoy to
easily the proposed game.
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