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ABSTRACT

In the rapidly changing mobile app market, it is crucial to develop a good idea quickly
and receive its market evaluation. For a small-sized company, however, it is very
challenging to rapidly develop and deploy their products in response to highly fragmented
mobile environments. This article demonstrates that our integrated development
environment using both React Native and Unity3D when developing a mobile app
achieves a high level of functionality and performance requirements successfully.
Moreover, this integrated environment helps reduce development costs and shorten
development time.
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