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Fig. 1. Integrated Development Environment

2, Testing Support
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Fig. 2. Testing Support
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3. Component System
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Fig. 3. Component System

4. Script
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5. Collider Component
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Fig. 4. Collider Component
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6. Mecanim Animation
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Fig. 5. Mecanim Animation
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7. Expansiveness using Plug-In
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Fig. 6. Expansiveness using Plug-In
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8. Terrain Editor
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Fig. 7. Terrain Editor
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9. Multi-platform Compatible
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Fig. 8. Multi-platform Compatible
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