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A study on to be used for all purposes effect of blasting in the

game engine, using 3d Tool basic functions

Sang-Jung Kim'
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Abstract

A game is a content that is fun through interaction. an effective balance of many interactions increases
engagement. among such interactions, the feeling-of-hit in 3D games is one of the most critical factors that
increase engagement. amid the factors that compose the feeling-of-hit, effect features are incredibly
important, and the animation effect of blasting among those acts as a crucial factor. It could particularly
maximize the feeling-of-hit when blasting is executed from an interaction due to object response. However,
while a game engine must be used in the game making process, companies or teams each use different
game engines, leading to an inefficient production process. Even worse, one must constantly cultivate
thorough knowledge of engine software that is upgraded yearly. To eliminate such inconvenience and
difficulties, this study aims to provide a new production method that can create effects and be used for all
purposes in the game engine by only utilizing a single 3D Tool employed.
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[ 1) Creating an object mesh to be blasted ]

¢

2) Use Fracture Voronoi, a plug-in for 3ds max
: Split the number of fragments to be blasted

U

3) 3ds max using its own physics engine massFX
: Create natural explosion simulation animation

U

i
4) Create bones as many as the number of fragments.
And make a Dummy and link all the bones.

&

5) Using 3ds max's own function Curve Editor
: Copy the simulated animation key value to the bone.

e "
[ 6) Use 3ds max's own rigging tool, Physique. ]
[ T) Export according to the engine used. ]
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[Fig. 1] Production process
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4) Creating bones and dummy
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