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1. fE3 FPS(First-Person Shooting. 2 — AN FR G ) i 2k i #2435 1 2 AR 6] /4 3 #k %
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WHE R LG R S R AR AT
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5. In a First-Person Shooting (FPS) Game, a building or a blindage (#/4&) is a 3D
structure that consists of many 3D Objects such as Cube (37 757 4£), Cylinder C[& 4,
Pyramid (4E{£&) etc. When we fill a 3D block with color (such as Gray), the same color
also gets applied to the Objects in the block. Here a 3D block is made up of different parts
and they all have same operations. The parts of a 3D block can be small blocks.

Which design pattern can be used to implement the 3D structure? Give the pattern’s

name and draw its structure diagram with this sample.
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