2 sts =2

x . ‘
A1 H15 20014 118
DirectX Graphics7|dt A& 3D A x| A Slof cfst o1+

* SACH AHAGHM &Hel HFEAIY S MAL dol93@freechal.com
*x+ SACH A UZME W4, kskim@office.hoseo.ac.kr

A Study on an Optimization of 3D Rendering for Games using DirectX Graphics
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Abstract

DirectX Graphics plays the role of hardware independent 3 dimensional drawing interface for 3
dimensional video display, However the APIs in DirectX Graphics provide not only small
improvement in velocity in the lowest level but also unstable performance of velocity according to
their usages. In this paper, we present the structure of 3D game engine of efficient performance and
describe functions and implementational features of game engines for an efficient 3D rendering in
the environment of DirectX Graphics,
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