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Abstract

Computer game has become the core part of
multimedia and entertainment in our knowledge and
information based society. We are competitive in
developing 2D games. However, we have difficulties
in maintaining the competitive edge in the area of
3D game technologies owing to the limited funds
and technologies. Game engines are very useful to
develop high-quality 3D games. In this paper, we
discuss game engines and development of contents,
and also present a development case of 3D games
using Dream3D.
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