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ABSTRACT

This paper describes the development of a brickwork game with three-dimensional computer graphics as
one of web-based game contents. Client user using web can access and run Java applet program with the
independence of hardware system. It consists of graphic user interface module, initial space generation
module, event handler module, player control module, and thread control module. It uses 3-D array data
structure for the 3-D graphic objects that are located in three-dimensional space for high-speed object
searching and sorting. It enhances to compare with predetermined construction in three-dimensional space.
We can use the developed racing game to inform game users of information for an advertisement like

tourism information, and can apply the proposed 3-D drawing technology to 3-D game graphic engine core.
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30 View Port
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L Velocity
Game Start Button
Game Information

Degree Throw Button
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Java 30 SMART GAME GROUP
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3x4 74 A (three-dimensional object)9] 7]&
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model)e] 8719 Z} FH FF(vertex coordinate)
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public double[][] public int[1[]
cubeVertices={ cubeFaces={
{1,0,0}, {0,1,2.3}.
{1,1,0}, {4,5,6.7}.
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