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Design of Graphic Engine Based on Changeable Angle

CHEN Song
(School of Computer ,Chongqing Jiaotong University, Chongqing 400074)

Abstract The engine is the kernel part of a game. And the graphics engine module is the most complicated one in it,
also the one that can embody game’s effect forcefully. The paper is about the primary research of graphics engine mod-
ule in planar engine of the game. It first explores the planar game engine system and graphic processing technology. U-
sing some pictures of pop game it shows the expression of the graphics engine module in game engine. It studies graphic
processing key technology later. Finally the paper discusses the application of the graphic engine in planar engine of the
game, and realizes a map editor designed by authors.
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