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AQ AHXY L RANN Jlg

B OIOOLYN Hed 1S 20044 38

oM HE Ho] AM3] &HolHA Eo|ojof A
Aoded A4 ¥ 2838 =7A HE9A 24
< Ha7HA s, 29 29 <230
°Jti>& PONG AY9 #¥olgtxn £ 4 ot

AGH Az}, A 94F &3, N2 ool
o} TAAA. AQe At FRIYE £
AYE A% ] AAE F=s Ro| 7hE3}
B, A 7199 Ajze] A

FUH ZFYY 45 we PR 3
A ALEL, SHT A NLAHA BH
oA AFshe o2 A3, 5 AHRAT A
vIle 3ol 2 = o ARt ofd AL

A APl Aztel7] W Eo] TRt ojd B
A 59 7t ] Aom A 7189 8L o
AJNHQA ARAM BHAQ ZHE Fohd=
RAoltt.

23 2. PONGe #¥. Space Invader

2.2 A gMEE

BEHQ Z9o] FolAH, o] HAHA 31
DEEVEEEL REPELEEELELR
Ad 5 AE7HE ATSE Aok AY N8R
£ A E Aol ZYRR 2 BFoE WD
FE QAR 1 @9 PA 2ol A W =2

T e 28 23 & ZyolsdA ot &
o A7 ALY #4E A7 He Aotk
H4 Qe F o] o) GA ok & A, AP 7]
3 Z 3ok & A, A 2y
2 |78 7}7ﬁ°lﬁ 3 7. o] g 1Yl
4 w27t REAEAME, @ de AN
=7 A #ok Bk o] Ao HIEHE Ao
ALY V1A =g Ay 28 AZY
Foled, Ade] F2E 19829 A HAd 2
EXcE oSd Zo] FEsxn Ut (11
- Skill and Action AlY: 2% A, W& AY,
2F2 A, HE A, HolA AY, 71E
A &
- Strategy AlY: o]=WlA, D&D AY, 9 A
d, 7138 A, 2§ A, FEBA AL
Skill and Action AIY-& At#9] whAL A&
o] &3tE A tREo] o] A= xFgH} =
AAIZE Edlo], 2T A= O3 B E,
BT B} Ro|Ag 52 6§ 9] Al o] o] F0]x]
T Adoln, o] A2 AYE ZHolste Al
&3 Y T 28 wE g P AT
o] a3ty 19 39 mlo]AZAEEA}Y Fl5
Algdold A o] MEFd ¥& F Utk

N
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Skill and Action AlY A, 2F AlY (com-
bat game)2 HFH o2 LHH A& st= Al
AL L. Alolsrt AHHEEHE 3o, AFH
7t 3 ole HEE gHstE Adolth o A
Jre Fds H 4L FYste vHH R
e AN EL HE ZHAE FUE 5
o] 4 o3ttt v]Z AlY (maze gam) VZ EY
g w2 N BX g G AY, &
< > 2 AYE Bk 2F= A (sports
& aglE AX2 Adoeltt HE A
( paddle game)& <PONG> Al€¢ 2 & 7“?42
T3ttt Aol 34 3 2 U e HE
AAA Folale F& AWt golA 7“?;1
(race game) GA ‘2¥ 2 AY'AY FAPpHo=z
olaid + AUt

Skill and Action AlY 29 A AYGE Y+
© AE2E Strategy Aot A Aol
2R AngS 9a g do A AY F9
A7 g B2 =Wl X A9 (adventure
game)ol A, Alolrie ERE HEET w717, o
¥ FHES FEoF Tk 1E AsiA H8
& T3} olold S oy BFE AAE A
Uzttt 198 HdAM A=lX e 4FY HEo|
th g9t HE2 AojrdA AFsle Fej &
& 4o AR Aol ghE Aol 7t ATk W o=l A
7t Al Fshe FolEol AR XY & ok 19 4=
HEAQJ] A=Wl AAA o] 49 Hgelnt,

D&D AYL dAle] & Y Adelth &
E4Y AY FAMNE 713 LAY A 2" o
AR o] ‘A A =T dungeon and
dragon’©]®, oA D&DetL E2l & o] Al&E
S A, &, vPEAL Aol S T3 22 A A oA
o 2¥3 FF, 293 AL FEI BFZ3 A
Ao MAE AotHoA AFs|FAct D&D

ME, ‘@A vlAE Dungeon master'e] $Hjj & 1wk

game)+<

O 4. of=¥IX HY: A&0| Mef vl

€% %Y Edololge] uEg RO A3 &
s u A Al AR Al B A 2o
£ Hol83 & F89f Fof Holth AR vh2H
=AY 729 FHL AT 2 AYY FA)
qgg Wt WA nAEE TS AIRS AnE
F 9l AHE /HAh AT AL #HL A
$- =&star v g ol o|d @ ol f w &9
D&DE A Aol Ak

T

1% 5. RPG #lg: Cjot=&

&A%k D&De EAM €2 F flvke @3l #,
8 ZAYE WA 3 ste 397 A 2EgS §
o} ol A fFo] AFEs TASAA AL

2 9d v2HY 988 FAFEHAA Tre
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Rol FA F&7t ALYt 1M HAFH EF
g% Al'Y computer role playing game, CRPG’ ]
A8 99, 18 5= YEFQ RPG AYS
tjolB 2 3}Ho|t}.

713] AlY (games of chance)S ‘B8 'z} 2
2 A Ax AY-g T o)™ AY GA ¢
Hue e g3, AoiEe 50 otE dFS
Aol P 71‘3"?]/‘1 A AL 99 g3

vpA)et A2 = Qe 2 A9 inter-personal
game'o|th AT X =& 719 F& JE3te B
Aol 238 2F 7Y AYE 2738 Ao
& dgo] AUE Y A &% BAE W
Fxo] AY FAE o] FAE ""’]3}71] = 74°]
ge RAoltt. 1 o] 48 &

1t

428 & QAW 2% < AL
AVBA, QBE D 4F BAAA o5 29
d Rolgm BH Zelth

3. AYAB X9 HIFET

3.1 1 & AY Mzt #Ho ey

Z2719 AYL & Atgo] T2, Y, A
T F EE RS EAMMEHVIE SHE Y. 19
U AR @ AL o] FUH8lA o Ao,
s=dolo HAR HEA HEE A AF Ve
o] BgdA A ole g Walel] 3t AY
AZLE 3 ALSEHAT, AGAZ Y Ba Ao
FRAEHA HAY 18 62 Flo|ARAZTEA}
A AR XBOX L9 fdzete AFEHAY
ojt}h. ol& g AY S AFAE7] AWM e 1 FF
oD B AYAZ #F S 27 H

ol& AFdZelgn g} 23]
AYAAL A (1) 3D AHYH A=A (ren-

dering engine), (2) AU wjo]d AZ (animation

engine), (3) AbE&E 1A (sound engine), (4) &2
AN A (physics engine), (5) &A% A2 (arti-
ficial intelligence engine), (6) WEYA AR
(network engine) 528 FA R

a3 6. XBOXE sligz

3.2 3D M Azle| JlE2vis

PC 7]5t9) 3210 A& AFe7) YsiAe B
¥ DirectX4} OpenGL# %2 3D 299 go]x
2} (graphic library) & ©]-&3} 229 7} 3}
=dolg 7S EE3e Aol YurFolt} o
o, o] g 2y gojBELS JdYH 34
28 (polygon)S Y2 H o2 A3ty Fo3
Fhei ek $1 X kel what 23 St A o] &

o) YehE 91X 9k A2 el sl A A 9
Ao 92 A 5 AV g 743

1, 0l A EY B9 $47% o5 ¢
gl 2% (texture)oll wha} th2 3 Wi 5o A& A
AFA Aot A et HE9 2y goln
Ha g A1E3te B 33Y AY A
SFHE 7|23 33 AA &9 V|5 v
g 4 3on o8 53 AY +Hol sHesith
A dutH o2 AY A FA A 275
4% 493 V5L 4% 23d golre st
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Agsts e 715 o9 By g gy
7ls& £78H, 22 fatel o &€
ZkE A 2R wlolEE 38 2Yse V)T
ojglel, AY 24, AGAHA 2] AAE T3, ALY
AAZ} AY A Ggol met A 872 HAA
243 Jﬂ OI%GP T w27 g EYaF

& THHCE dopi
NeE *ﬂ%ﬁﬂ‘”k Fig=3

5 4 AXFH Y 7)) 9y
178 712502 g tizlo|Ld) 9
3 A" 4F AY AAE stHe] £HY
g Jojot gtoh AA o Y, BH &4, a¥)
I A A 4F A2 AEF A7
A St A Al Ho] HE ol HHds}
A &85 ook &9, DirectX OpenGL, 3
A adyg stegol 7t&ERAY 75 Hd
& el  UEE FAH o
- 143 9 7lE (DA AA 288 9%
ZtE AY AH Aol %) DirectXtt
OpenGL &9 13hd glojBejg & 848
A% 424 o4 (mesh)el ¥z T4
Z+5 A AANEL 2y =0l 7M&R
A ol A 229 449 FE2 ddy Hof
o] ZHEA "ot o] W, o} HAlY
a4y st=do] & 43t A=
A e of st g o] 7t BolA A 4
A 285 AZto] BolA A o dt
¥ &E7t 2ojEA B ol d S W
817 Heted A AN AA AY B4
F 7ieigt Alokel detuA e Al A A
W, stdol Yehtt gt o AL 49 g
A (pixel)§t 2AHA St 21 AR F AT B
2 AY AA Y B viE] AT FPZNA
AASFAY B H2 o thztgoz ¥y

G AEE oo Ao 2 N £
FFATNE 716 7HAI glojoF Tt

AA A A AFE Sole 7 o
EHA o2 E, (1) AN A stE Y4
o Frt Ho]l 1 FRE7GL2 EAE H} H e
Fo A3 oz mEstE 71y AA LOD
(level of detail) 71§ 3}, (2) 7} 2} Al kol A ¥l o]
U st o] detuA ge AAE Y ddd
Aol Algste] A £55 F4A71E culling
MR rolE & Ut [4].

LOD 71 ol& Level of Detail 71§ ¢} ekat=2
A g X g FastA RESH e AAHE 74
e 048 AFE 295024 Aoy 34

o AP HE ¥ £5 Folv WHolg. o
£ £0 o]= A7} 2717 A AY 7 et 2 5-H
o] Agrt dojA gHgolA AAsHE HA9
A7t BA @8 25 ol AAE wis B2 5
g4¥oz ¥ AL HlagH| o] o,
AA ] AAHQ B4 12 FAHA G4
e Ao dAdeg Y AAE &8

l‘[o =~

AE YL s = dd Y Ao A== g
P & A Y F UA HA AHY S5
AL 4

AA Ao [5].

I8 7. LOD ¥ (& 150, 2 13,546 meshes) (6)

a9 79 ool M 13546709 WAl E 71 )
H71E AAZre) E@s7] 93, 15070 9] WA gt
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o8 B dojtt. d A e B F
A Gdo] BRSHA F& FF 15074 = Al
A B g o] 830 HE &5 o] 43E A
2 4% & I

Culling 71Heol& F4d 873 & Ay T o
Fhel g} A ofoll E01 A = AAE
3 A Y& Tt 1A A Y
A7 Wolth o] VHL 53] & 59 ozt
oz oo EXg FAA Fdrt 2
#749 F3] FE REWLE HEEE F47
2w 55 £ & 3le 7Yonh

Culling 712 21 544 (1) Back face
culling: F}H2}2 st YA ¥ VL njg A
H8 #AZ A A ste 718, (2) View frustrum
culling: 7}vi2te] Holl AAY Fhule} Aof 4=
o 350l AA F= EHEL AYUY FAH A
A &) 8+ 7)Y, (3) Hidden surface culling: & &
F o) A3 JLA A A el Yeh)A] e EA
AHy FAHNN AAse 7PLE UFo
4 Q.

- 1143 A4 7% (4% 4ol (shader) &
£ 71%) FAdE FolX 2 =4l
£ o] 88 A5 =g oo A A F 3= A
Y 7l 9he o] &3t 339 AA &8 Fd
S Fa& ot Aot AT HZ =]
71«9 w23 GPU (graphic processing
unit)®] $Fo2 2 sf=9o] 7p&ZA
e R Gy Ak ARt A &
A% Aot g 58 £AE ¢ A Ho H
Aol 438 F AP Az2& AeE ¢
1Y ES 83 Aol AR AL A
ot wekA A9y A™E AY AR A
Z2E Aot E AAY BF o]E AP A
Ao TFAA AP FRAEF & F=

M

715 & AFstdor s},

- AZ AYER) A 715 33 ALE
PR 2% 33 A 9 AA AF
A YA, A} AA T FE AR T
w2 A ety 4= lojof ek w3 19
Aoz 7 Fivie} Y X o ek AH &
25 39 298  dojof gt} o]y
AFo) g Aite] F7/, AAIT £l o
o gEo] AP xAE A gL A
2729 gugFo] A= AUt

AHy A7 TP AHAME Y30k dt=
8739 &4 wel outdoor AlYH indoor AY
o2 A F£8 F U

Outdoor AP AY #7439 2717} s
He AYE X3 AF U A7t 83
o 53] ¥ gAPos X< o 1
gztg 9 Mg 2AIUAY AF 3 G AA
e FEL ARA B Fo] E FA
olt}.

o £ X

Indoor AY <) A% 2 EA Fo)3 87 0]

Exy 49 5 AU A
S EA7 2 HY EAE s g B9,
1-2 !

= A% 2 2822 indoor ALY AE 3
Hol EAE A e AAE W2 A BEste A
golq ALste 7150l W= 8 7EY ¥
Ay N5 A9 73 AU fHeE 77
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Az}t = =, 49 3L YT AETREE
133 83 2& 3o]EY (height map) Ed & 9]
&34 B4 [78]

ol ), 8lo|E W& AL&3t= B¢ AUS A
E8E AlA e solE R s dmr} o) & Eof
of gt} o] A4 F}olE oA A e 4
o w7t Eojun g dddy A A HFo] 5A
ot A o[ & A solE o2 RHE A
of g AAZF &8 7)Ho| R FHA HH, Fof
% 8lolE Yo g ¥ vl Faz A HY

oA 7hEd & 42 o gAygoez FHE A

& AAsts 7 s Bol wAH U 1
Z, W EZ A B9 quad-tree (QT) ¥ & o] &
3 HAIZF Y &9 o= 29 99 2l

3 9. MEE stolEYe QTE &%t

LOD M=

AW FE Beole, 8 Fo] H3le 97}
B, AY3REAs & Ayt /A Eh
w}2bA | BSP (binary space partitioning)% PVS
(potential visibility set)o]gte EE & el x}
ET7ZE A& @tk BSP Efle AAI7H
< AA EAE MFsr A AdHUAL
BSPEd & 419 8 W7l Bde 887
A AT S A 2 Aol B 4 ot
BSP Egl&e 7+ doA B8 B (splitting

plane)& ©]&3 & F Y FROZ U}
Ef9 RE 8] I (leaf) nodet T FHE
2 Ure HEE Jehd. 99 nodes o ]
4 UHAA e FHE eI, 2 30 X
gAY A EAY 57X 58 EF

EYE ol%sﬂ Y 29 2e

E27t 7AEYE B9 ¥ 2 noded] sﬂﬂo}
tyuED siicte] #EE vlugoss d4
FhelEt £8 33k 4A 22 5 Aok b
7b A $3HE €3 oW BSP EE o §
o] AU 2ASE AR ¢o2 JEE F

T% 10, M stolESl QTE &8 LOD M3

A Zetazt e AU AY $73 & BSP Ed
g ol A& Ao AT sl At
7 AA 7 BRHAH o] agjof 3le ot
9 F7l sy A8y £ 52 HeA Z it
Aot mepA el Bt se] Bolx R
U Zas FEG I e e Ve

O
—

gdeas Hed, ol2d 344 1Y & Y= §
T . olel g PVSE AA 7t

Hed AstE AL A7 o
o, PVSE vl AlXbal 53, 7l 2t7 433
EX 49 nodedl M B 5 U= ©9 noded} &
T 9= U9 nodeE vlE] ¢4 HEZ Had



AY 39Xy O HYAT Dl

SAHEIMO0YYX Hed X128 200418 3§

A}

LS S

h o4

-

tjo

Aoy 8 = Jo A A
At

AAF 742 A, & PVSE @7 tisl] 74
® BSP Edl9] 4 2 nodedll A E 4 A= €
nodeE 9] BJAEZA ALY o] Hel AA #A
< 53 A9 AA @739 AL PVSE &
Wk pAgsE =5, e et} o) F ol et )
27} 4§ 29 noded] PVSY 99+ node®
s Yy st AP £ ANE 5 o
PVSE 3 2 nodedl &3 ZE AFAA o
H 2 nodeS o] BoleAE 2R} 218 11
€19 E7 338t ¢ nodedl A 7t
Alokg HAF o o] A9+ 11 ¥ noded} PVS
o 2, 3, 5 6% nodedll g FRI} AZHAT

ofr
o%

<3
=

r
flo

a3 11, 198 ct=ojAe] PVS (2,3,5,6)

ol A o]& 3 PVSE T3}7] A& sAS &A
,AAZ 2308 =28 otdly] AdMe £
| EANFF=AE Lotof gohe Holtt o9

nodeE°] A ¥ nodeZHE Hol= 7}
171 A= D nodes Aol &, &
1& Zolof it} g & S0, F /9] whol
W3 28 W Abolof 91 B& 53
g 17 g 28y BSP Edlde oy
Fol Fg =7t U ARE YA st &
o A Z3t= 7ol Ui A B = ok kA o]
g AL AA37] 43 AZE 2 AP

O

e
P
Ol

L= [ Ry

4
forr e

o, Old
P e
o
iz

2

ofl

0488 M8l AHS-8l3 PVS Ao ¢85
g} o3 YA H o2 AP Fo) &
2% (Portal)°] & 3t} PVSE

g JE T noded] Fol7] jEoltt Z X&)
A # & 9t B node® 271 A3 Hl gy
(Anti ~ Penumbra) /] @& A}&3t}h HigtR =
& EAo) 93 BAAE 28AE A= v
bR = wit) o] o) E Wo| Qe AL W B

& B3 sojev Y9 998

- 7ile olF, A, &d (zoom-in), Fi
(zoom-out) Ao 71%: 33Y AYL 7}l g}
o} NAo] 2319 AGl vls) o $ 2AHFot
t 540 gith g o) A0 Y AL AL
A 9] Fieel 2ol we} FpelEs olF %
AN 1L, 2P A E WA AHEA
Aok g Bo 2 F438le 715 S AFE ok
k. =3 24 A ALE Y AL Il
2e AFAAAN ALY 193 A A, 393
AR, quarter view A1 Ao} T 75 e
A F3hodof et

-39 2 a8x4 Aol 715! DirectXHh
OpenGL# & 2189 golBdd e AL
A44 (point light)olu} &3¢ (direc-
tional light), ¥ % ¢ (ambient light) ¥ 2
FE o] E (spot light)sh 2-& 7| BHQ &
4 A 7NFE AT o) F FLE ALS
e AS 28y stedo) 7k 9 o8
e go] st Rdo] AT FHh 71
sold4E 257t At B o] th
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AY HRXY V1KY AYAT JiG

HYEOO0SAX AgH R1E 20044 3F

melA A AR e ol 1Y 2
ol A AF3te FY Ao 715 ¥
ol w49 A A (vertex color) & ©] &
¢ #FY, 283 HAHE o] 8% FH o
(light map) 71%5& A&3stajof got. B2
2 gejre oA FF A, W8 F4
S IEAHo R ATHE FYE V= 3t
Ak, o)L 2 Y =g gl o
gt ARl A gho] g1, FHo] Frtg o
g e ANe Fez A 84 x§
Gouraudtt Phong 4l0)d 9A & 49 4
HE Wolde 25 Ho] At w2ty o
49 29 2HE onA Fel2 AR
FRA7F QA w2A AL ot T
HAS, 2o i3 AAH 2 U Ao] &
o]EW (light map)e|th. to|Em L U]
G224 334 AN 2% JEHE
7tdch 2% FEE golEYd &} ghel
U Ao JE 2 o] Ha, Fo hE H 2
Aot Eete ARE o] &t} DirectXh
OpenGLo A A &3sle HE] 247 7|5
& o] B3lH ol ERY S o) &3] FY EAE
qd&d 5 Ut 28 12 27, 9, 22
A el olEN] HAXHE B4 7|E 4
230 43 ZHE B

Base Texture

33 12. 3749 2fo|ERMD} HIE 4

Light Map Resuit iImage

EGAA2YE AN 2HE AHAAE A
28 ¢ AA 294 4 75l B4Aolth &

o3 dZL ol & s 28 ¥ (shadow map)
7% HlES g 182 Y € 2 Vs
£ A Fstofo Frt
-g2F 7N §F V5 A2 299 =9
o] 7k&g 9] WAl et FAN = E8ol
E7he Y Ha 7] B 75 AR
el A 48 4 SlA HA sxFA A
o] A& W RES Y3 AHEHE 83 ¢
7193 34 AA EHe §EEET A
g 9232 Aozt HE Y 7Yoo &
HEy AR o7 dAH Fukgh o

54 7)5¢ Aol Ik

3.3 3D Y QdIxe| J|EP|S

AL e AsEw o} v, drfst Be
743 Y7 add AYel e oy, £3) ©)F, ¥4
g olo] g2 2% Hn X Eve B, EW 7E
ouf &, A7sh g A/ Qe BAY BES

A& A2} 7HA] Exan 2o AsHA Fr
AQlH EFaFHE Aol & NHAHo2 AY
o BojEole d4¥S & ¥t ojye} AY XY
2 ot T8I 9TE

ETans v57] A8 7t A& FHA HHE
WHE (billboard)$t FHEE 7H H2H/HY
o] d BAX & o] &3t Wyo|th YREE A
7 (view point) & 7} gle] ¢ x]of u}e} uh&k
o] W3}t vty (polygon)S 9v)siH, ¥4
EE 7R " a9 o] Mo] 9l HaX 9}
Aol d7), 814, 2% e 5 ohd g w4
RdZE 1937 FE @48 Bddted 2
AFE-ET Bl 18 132 EEE AME-Ele U
£ dHgg ool

Eade qEd A= Fgole, 1Y 14
ol Ao} 2o, Flete] Ao} o3 A=Adel g
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A2 A2 19 HAWF )i

SEEDOOYX HeH H13 20043 33

U3 2o we B9 o] A% 2T 29
Esdos Ul BURY Yez WA, B x5

B& (corona)@ FF(halo)o.2 FAHH o]
RS = EY Haxd Une A 280
E Eg¥n

LB E = uh-2 AN} 2L Fe ojn|R)
2L WIE AL R, YubA 0 2 ALZHE o)) %)
o 5 NYEII AYB S EYR Ty BRow
o] Rt} on| Ao 2} HA L 3wl Yo HA
dHY o335t o] a2l BE 230 A
YollA Bol] AHEE & JWoln, AxelolE s} 3
4oz g49 Ao Wnesg & 4 gy 1y
15= 22 2ol EE o] §-3ta) Zut g8 1}eh)
71 Asf AHE-E & Sl HMAH S|t B4 9
o o]l 42X 5 ¢ A2 ArjYsiy T any)
YJeh}A "

a3 15, AZ2o|EE 0|23 EaursAl

HE|E AIAH L B4 ¢ue S o} 27 o]
T &2 AR (particle) 59 S 23 22
9 Qe AY F715 AW, By 27 Eote)
A4, &4 W3 249, 29 59 gaeB
2t A EH o) et H o] 28R olg g 5t
B N2HE B 38, Zu dy) B 59 &
AE ZEY 0 Ag .

EH 8 BAVL ol 5 dAY, guelst
44w, Zo] dol s A Kol dAbo|n.
A7} o]FE e A7 BEAd ZA Bys} A
717, Gl &3 ME o] BelA B
At B4 B8 A4 A EdolMsls] 9ot u
Ho g 3 w9 (accumulation buffer)d] A&

2 ZHIE A3 IFHo T 7 YA o
HAFE Ao Y3 wio] gk o) W e @
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AA 9 B SHWG olye}, 7 MH Y &7
< SHEA X¥3 T Yol 7)50) Fasi
AL A} T = ALY 7S A
T A Y A Bek ol ols AU B3
& B33k Aol A Aol 37 g4 oo}
s}

ol A& AYE Y ofo]d] 5 ofjr)n)
ol LEAE FaE A L A7 A7
AT Ao, /129 (key-frame), =4 DB
718} 27)3 (skinning), #A A sjumo| X A
ZEAY Ao, BH 48 (blending), =4 R
(interpolation), ¥-&%8 (inverse kinematics),
HEX g xR U o] AZF R oo
A 59 7%Ee] AFHrh

_10_



AY HAXY I AAAT J|&

SIZUEIDOOSBIA RsA K12 20044 33

1Y 162 chusiold AR FxE vehd
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t}. 33, B2 (terrain)9] LOD (Levle of De-
tail)oll = progressive mesh €18 & & AHE&E2
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