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A Game Computing Environment and a Guideline for Developing
3-Dimensional Racing Games
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ABSTRACT

The purpose of this paper is to overview the.recently changed environments of developing a computer game software and
propose an appropriate developemnt methodology to these environments. For the speed of playing 3-dimensional games in
window-based environments of personal computer, we investigated DirectX as a game development library and suggested a
guideline for developing 3-dimensional computer games which is compatible with various hardware platforms and keep up a fitting
speed of game-playing.
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