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Design and Development of 3D Paper Model Game

Yong-Un Lee’, Keun-Ho Lee” and SooKyun Kim’

ABSTRACT

The golden age of arcade games was from the late 1970s to the late 1980s, arcade games were still relatively popular during the first
half of the 1990s, but the genre maintain in popularity. Arcade games are easy to handle, simple and intuitive control schemes, and

rapidly increasing difficulty. This paper propose a 3D paper model game using DirectX library instead of game engines. Memory

efficiency and use of various PC is the advantage of this game. Middle age like to comfortably this game.

Keywords :  Collision detection, particle system, battle city, online, arcade game
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bool cannon: : ck_bound( D3DXYECTORS pos)
{ ck_len = sart{pow(pos x-bt_pos.x,2) + powlpos.z-bt_pos.z,2) %
if(ck-len == _ridus)
ck-len = pos.y - bt_pos.w

IF{ck_len <= 5.0F && ck_len ==-8.0f)
return true;
}

return false
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c_motion = true:

temp += 0.003F:

float temp2 = sin{temp)+100.0F;
int temp3 = {int emp2:

iump = temp3=0.01F=10.0F:

if{temp ==3.14F)
{

jump_mt = False:

c_mot ion = false:
c_move = CHAR_NDO_MOYE:
temp = 0.0F:

jumpsound = true:

]

I 10, dE2tE ZEHS mef Hz=sts 21z

Fig 10. Jumping algorithm
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