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ABSTRACT — This study proposes a guideline for rapid content-based game development within
the Unity web ecosystem, focusing on processes that clearly separate team roles to improve
flexibility, usability, and collaboration efficiency. By comparing traditional CMS-based
approaches with a web-driven process, the findings show that the proposed method reduces
overall development time by multiple of times, enables independent task execution, and ensures
stronger protection of the game’s core source code. The proposed process thus provides a practical
and scalable solution for modern game production, where speed, security, and adaptability are
critical.
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// Assume UnityInstance is your WebGL build instance
function injectContent(jsonData) {

// Convert JSON object to string

const jsonString = JSON.stringify(jsonData);

// Send the content to Unity runtime via SendMessage

// GameObject: "WebContentManager", Method: "ApplyContent", Param:
jsonString

UnityInstance.SendMessage('WebContentManager', 'ApplyContent’,
jsonString) ;

}

// Example usage

const newContent = {
stageName: "Level 01",
dialogues: ["Welcome!"™, "Collect all items to proceed."],
assetUrls: ["assets/character.png", "assets/item.png"]

};

// Trigger content injection
injectContent(newContent);
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