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Summary 

Creating 3D graphics used to be a dauting task and personal computers did not have the 

processing capacity for handling it; but with the progress in computer architecture- software 

and hardware, this has become much easier. This thesis deals with 3D graphics creation 

starting from its basic definition to the underlying technology and finally the current available 

means for creating 3D graphics application. 

The first part of the thesis deals with the well known application progamming interface. The 

second part of highlights the system software available to users today for creating 3D 

graphics. The third part is a practical demonstration of 3D graphics applications that can be 

created using these modern system software.  
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Extended Abstract 

Just like many other fields in computer science, creation of 3D graphics application has in 

recent time become a lot easier with the innovative development of system software and 

frameworks that utilizes the underlying application programming interface and technologies 

to simplify the processes.  

Most of the system software is built with modern-day graphics architecture which creates 

very realistic graphics with extended capabilities which allows for programming and 

animation using the same tools while others support a seamless importation of files created in 

other graphics software.  

Goals 

The goal of this thesis is to discuss the underlying technologies and application programming 

interface for creating 3D graphics and subsequently implement 3D graphics applications 

using the modern 3D graphics frameworks available to users today.  



Methodology 

The theoretical part of the thesis is made of desk research including: summary, synthesis and 

collation of relevant literature and resources. 

The practical part will be a demonstration of how to create 3D graphics application using the 

one of the modern tools discussed in the theoretical part. The demonstration will be done 

using different self-authored video games.   

Conclusion 

The first objective of this thesis was to describe the existing technologies for creating 3D 

graphics application. This was accomplished in the first part of the third chapter. This was 

done by studying extensively, different literatures and reviewing them through secondary 

research techniques.  

The second goal was to highlight all the modern tools- system software or computer 

programs available for easy creation of 3D graphics. This was also done in the second part of 

the third chapter.   

My final goal was to describe how using one of the modern system software mentioned in the 

theoretical part to demonstrate how modern system software can make the creation of 3D 

graphics application easy. This was done using two examples as shown in the fourth chapter. 

Finally, a 3D game environment was simulated and deployed. This was done so as to further 

illustrate the 3D creation tools available within the game engine that was used for the design 

and implementation.  

In conclusion, as a result of this thesis, it is possible to say that the tools available to 

designers, developers, programmers and any user that works with 3D graphics makes for a 

very easy workflow and their value as they continue to progress in line with new 

technological innovations cannot be under-estimated.  
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