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Aria Online: On-Line Game Using Dream3D

Hun-Joo Lee*, Hyun-Bin Kim'™"

ABSTRACT

Computer game has become the core part of multimedia area in our knowledge and information based
society. Recently, computer game has been evolving into on-line 3D games which give players more
realism from the existing on-line 2D games. We are competitive in developing on-line 2D games. However,
we have difficulties in maintaining the competitive edge in the area of 3D game technologies owing to
the limited technologies. In this paper, we design and develop Aria Online, an on-line 3D prototype game
using Dream3D. The on-line game supports simultaneous connections of multi-users on each game server
and full flexibility on user's view.

Key words: online game(22+¢1 41 Y), game engine(A 9 41 A1), Dream3D, rendering(¥ ¥ 3 ), animation
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