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Third-person shooter with Ogre3D Engine

Dong-Won Park*, Tae-Hwan Kim*, SooKyun Kim*, Sung-Ohk An’

ABSTRACT

As the current hardware is going through rapid advancements, the software is also developing in wide ranges according to the
various uses. These progressions resulted in more convenience in game development through the use of the game engine. Game
engines present important algorithms into simple functions, which allows easier development and shorter duration of the developing
process and thus reducing overall costs. The objective of this paper is to body out a unique game factor which applies various game
genre that are more advanced than the existing genres, by adopting a new system, based on the graphic engine Ogre 3D, that applies the
object of the card into third-person shooter games which enables the summoning of various equipment and thus allows the gamer to

enjoy more diverse battles.
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