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Abstract

The game is in progress according to the game story with the text, graphic, animation, motion picture,
music, etc. Also the result of the game varies depending on the strategy and tactics of the player. For the
development of the game, this paper describes the task of the game planner, game programmer, and game
graphic designer. Game graphic designers are classified into 4 parts such as the art director, original picture
designer, 2D designer, and 3D designer. Among these, the 3D designer makes the 3D game characters with
the use of 3D tools. This paper presents the method that 3D designers and beginners can develop 3D
characters easily and quickly. Also, this paper shows the method for making preparations of SourceModel
which includes 150 polygons. The SourceModel is made up of between five life size and eight life size. In
addition, Character Primitives Interface is made to use SourceModel in MaxScript. Accordingly 3D designers
have the free use of SourceModel and they will be able to save time.
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