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Abstract

Game engine is generally used to reduce the risks in the game industry and provides various game
editing tools, We analyse the requirements of the game editing tools to support the development of the
3D online action game, To analyse the requirements of the game editing tools, we compare the editing
tools of the famous game engines, And then we design and implement the game editing tools. The
concern on the game engine including the editing tools will be realize the high value of the game
industry.
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