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Development of an Authoring Tool for Producing 3D Games

Lee Hunjoo*, Kim HyunbinH

ABSTRACT

Recently, there is a growing consideration that game authoring tools can play an important -role in
producing 3D games. In this paper, we introduce our 3D game authoring tool. The tool consists of a
map editor, a sound editor, a game data exporter/previewer, and a special effect editor. This tool can
help a game designer produce game data such as game maps, sound effects, and special effects, and
so on. In this paper, we implemented a prototype game content to verify the effectiveness of the developed
authoring tool.

Key words: Game Authoring Tool(AlY A& X 7F), Map Editor(§ Alt]&]), 3D Game(3D A Y), Game
Engine(Al g A 2)
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