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ABSTRACT

Today, video games created via 3D softwares become a core part of the essential the video game contents field
because their properties that can produce more easier than 2D games and can save budget of contents makings.

It is very important that reducing polygon counts of 3D characters and environments for Gaming optimization. We can
formulate elaborate 3D game models with low polygon counting in virtue of technological advancements, and these
technologies continue to evolve. In 2012, Pixar made public Open subdivision which is the new technology to make high
quality 3D models with low polygons and distributed that via Open source verification.

This paper will compare and analyze the characteristics, and merits and demerits of these various kinds of
these skillstMesh smooth, Turbo Smooth, Open subdivision) and will inquire which method is the most efficient

one to make 3D video games.
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