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Development of Mobile Arcade Game using Unity 3D Engine

Soo-Kyun Kim', Ji-Hoon Kang’, Gi-seob Song, Hee-bum Lee’, Syung-og An’

Abstract

Ever since the introduction of Iphone in 2009, mobile contents and app store had been rapidly developing, and
smartphone population in Korea has now reached 30 million consumers. During this period of rapid growth, a lot of game
users have shifted from pc-based online game to mobile games, and new game engines are continuously coming out to
counter against the wide variety of online game platforms. This paper will explain how the past method of game-making
process that requires complex advance preparation can be replaced by an easier and simpler method through the usage of
Unity 3D Engine. It will show how Unity 3D Engine aids in complicated processes like optimization, G-Senser, and
Shader. Additionally, the paper will discuss how to actualize arcade games that are developed based on easy interface,

simple controls, and character concepts targeted for teenage girls to women in twenties.
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