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Development of Mobile RPG using Unity 3D Engine
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7= Y€ 3D(Unity 3D), Al M2 (Game Engine), ®HlY RPG(Mobile RPG),
QLBAE Z (Object Pool), f3 el 7]A|(Finite State Machine)
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Fig. 1. Google PlayStore Ranking : Top Paid
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Il The Proposed Scheme

1. Object Pooling
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Fig. 2. Object Pooling

2. Finite State Machine
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Fig. 3. Character FSM

3. Observer Pattern
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Subject
+observerCollection
+registerObserver (observer)
+unregisterObserver(observer)
+notifyObservers()

Observer

+notify()

notifyObservers()
for observer in observerCollection
call observer.notify()

ConcreteObserverA ConcreteObserverB

notify() notify()

Fig. 4. Observer Pattern UML Diagram
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Fig. 5. Character Swapping

19 59} 0] 54 A2 WE EA) A aE AeEE b
olap k.

82

5. Character Skill
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Fig. 6. Skill Changing by Items

6. Character Information
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lIl. Conclusions
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