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3D GRAPHICS TECHNOLOGIES USED IN ARCADE GAMES

Atsushi Miyazawa ¥
T IBM Research, Tokyo Research Laboratory ~ IBM Japan, Ltd.
1623-14, Shimotsuruma, Yamato-shi, Kanagawa-ken 242, Japan

Traditionally, 3D graphics technologies have been the domains of expensive CAD/CAM workstations, which
require perfect precision and high resolution.  Of course, games do not have to be so finicky as CAD
workstations go, it is amazing how powerful they can be. They can pamt hundreds of thousands of shaded,
perspective-correct, textured-mapped polygons within a second.  Recent arcade games, which have evolved
through several stages of techmical innovation, constitute what may be called a brand-new interactive medium.
In this paper, we discuss several fundamental technologies used in arcade games mainly in terms of 3D computer
graphics.
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