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Abstract

In the game industry, traditional game development way was to develop a game engine in advance before developing game
content. This has the disadvantage is the high cost of developing the game engine. Further, there is a problem that the ga

me content are not developed unless the game engine is prepared in advance. In order to solve these problems, the game i
ndustry has recently selected a method of purchasing a license for a commercial engine, which is a method for improving t
he game content development productivity, rather than concentrating on game engine development. In this paper, we describ
e a game object and the structure in Unity and Unreal Engine 4. We compared the editor interface and the supported devel
opment languages in the two game engines. We also implemented a First-Person Shooter game to compare how the player's

configuration and event handling differ from the two game engines.
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Figure 2. Editor Interface in Unreal Engine 4
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Figure 3. Component Structure in Unity
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Figure 6. A Simple FPS in UE4
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Table 4. The Comparison of Unity and UE4 Events

Event Unity UE4
Initialize Start BeginPlay
Finalize OnDestroy EndPlay
Update Update Tick
Trigger OnTri ggerEn@r ActorBeginOverlap
OnTriggerExit ActorEndOverlap
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void Update () {

Shoot ()
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void Shoot() {
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StartCoroutine{FireRate(});
}
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Figure 11. Key Event in Unity (C# Script)
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