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2. Computer games are often marketed on their visual appeal. Many of the consumers are lead to buy a
game on the basis of its looks. The actual gameplay is often less promoted. However, the functional
aspects are the cores of a game.

Three-dimensional computer games need both visual and functional content.

Designers of the game have an 1dea how this content should look and function. In order to reach their
goals and to share their views with each other, designers use different tools to visualize their ideas.
Script writers and different medium artists are hired to produce different visualizations :

scripts, sketches,miniature models et cetera. (Tomi Kujanpii)
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[. In the process of game design, what were the functionalities of script, sketches, and miniature
models 7 (10%)

[I. How the design of functionality aspects for 3D computer game models can benefit the final
outcome? (10%)

[1I.Deeply described your viewpoints about what were the relationships between complexity of
visual presentations and gameplay of the game 7 (20%)
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