I A =z=aay

DirectX/C++ 7|8t A ATZEQHe| 85 E= ZASt
7|Holl RSt Qi

HEH, FHE
2ANE D ZARE S}

_l

{Jimi01, syrhew}@ssu.ac.kr

.{

A Study on Common Module Modeling Method of Game Software
based on DirectX/C++

Jung—-Won Byun, Sung-Yul Rhew
Dept. of Computer, Soongsil University

DirectXE A}g3l:= 929 AY 2 —i’—% ALde A AA A A 20% °)dS 2A 6L

Rew, A AA A 75% ool C++= s al gt
& 7= DirectXs} C++ 7|Hbe 2 7H“L5 207H LIRAE F=¢ TN PEgE B s
of HYs}sta, ol ¥F Eud stden, o Xad I3 An Atd A2 S, A

3 7198 AF&3te] DirectXe} C++ 7|Wle 2 sidtd AZEY
MAgs 458

ABSTRACT

The windows games and the console games that use DirectX occupied 20% or more
of world game market and that are developed by C++ Language occupied 75% or more
of the market.

This study proposed that commonality and variability for code of the 20 projects based
on DirectX and C++ is analysed and patternized, that common modules are created, and
that modules are modeled. As a result of applying a case study, it is verified that the
proposed model reduces effort in game development.
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