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Virtualization for Android app developed by Unity

TAKAHASHI YUY®  NaARUMI TETSU?

Abstract: In this research, we propose a system named UnityCloud that virtualizes Android apps, which
are developed using Unity3D, a game development engine. UnityCloud is composed of a client and a server.
The server receives the input data from the user via the client, processes the physical calculation in the game,
and sends the video data to the client. As a first step of implementing UnityCloud, we propose two ways of
transferring video through a network, and compared them in the point of performance and easy installation.
The network latency of the proposed method is in the range of practical tolerance for playing games. In
future, we need to implement touch input operation, and to reduce the latency for a more comfortable game
play.
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Fig. 1 System structure:Implementation by Unity scripts
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Fig. 2 System structure:Implementation by Remote desktop
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