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Application of 3D Interaction in Mobile Device Games
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ABSTRACT: It researches the application of 3D interaction on mobile device game.Based on 3D interaction in the current
equipment conditions for revelation, it analyzes the basic interactive methods of the current mobile device game and
three—dimensional interactive mode of main application, and discusses the advantages of three—dimensional interactive in
the mobile device game applications and develop future, and analyzes in detail based on the current more popular application
of the three—dimensional interactive game cases.3D interaction in the mobile terminal games can improve playability,
enhance interactivity, while have the ability to move mobile device games into new development era.
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Fig.1 Game"Zombie and plant"
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Fig.2 Game "fruit ninja"
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Fig.4 Game "temple run"
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