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ABSTRACT

A 3D game plays in fast screen conversion and the objects a partner with camera visual field.
Shall recognize a threat of the opponent objects that there is not to a visual field of a player in
on-line games. In this paper, we proposed a method to efficiently search for the object in 3D
game as used modified frustum culling. For the objects which a player cannot perceive, we
accord the player and camera position and used a distance of the player and objects for count of
the threatening objects. The method that proposed will play an important role in development of
a 3D FPS games.
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