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Awake() & Start()
Awake() is called when the script instance is being
loaded, ideal for initial setup. Start() is called before the
first frame update, only if the script instance is enabled.
Unity calls all Awake() methods in the scene before any
Start() methods.

PostInitializeComponents()
& BeginPlay()
PostInitializeComponents() is called after all
components are initialized (C++ only; Blueprints don't
expose this). BeginPlay() is called when the Actor
enters the game world, similar to Unity's Start. For
Blueprint-only workflows, put 'Awake-style' logic in the
Construction Script or the very start of BeginPlay().
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EndPlay()
Called when an actor is being removed from the game.
Similar to Unity's OnDestroy. Runs when the actor is
destroyed or the level/PIE session ends; fires before the
final Destroyed() cleanup.

OnDestroy()
Called when the object is being destroyed. Use for
cleanup. Also triggers on domain reload or scene
unload in the Editor.

💡
Unreal's lifecycle is often more explicit, especially
in C++. BeginPlay is the common go-to like Unity's
Start.
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Purpose Unity Callback Unreal Equivalent(s)

Standard per-frame logic void Update() virtual void Tick(float DeltaSeconds) (default)

Physics-step logic void FixedUpdate() Tick() in TG_PrePhysics or TG_PostPhysics

Post-update adjustments (camera,
IK)

void LateUpdate() Tick() in TG_PostPhysics or
TG_PostUpdateWork

Low-frequency / background work InvokeRepeating, coroutines, custom
timers

Set TickInterval on actor/component's
PrimaryActorTick

Physics dependency: Unity's FixedUpdate often maps to UE's TG_PrePhysics (for physics input) or TG_PostPhysics (for
physics output).

Replace LateUpdate: Use UE's later tick groups (e.g., TG_PostUpdateWork) for camera follow or post-processing logic.

Leverage TickInterval: Many Unity scripts using InvokeRepeating can efficiently use Unreal's per-object TickInterval.

Exploit prerequisites: Unreal allows explicit ordering between dependent actors using prerequisites, offering more
control than Unity's Script Execution Order.

UNITY
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Unity: Opt-out
Default: All active MonoBehaviour scripts
automatically receive update callbacks if they
declare the method.

Control: Via MonoBehaviour.enabled or
GameObject active state.

Unreal Engine: Opt-in
Default:  Nothing ticks by default.
Actors/Components must explicitly enable
ticking and register Tick().

Control: Via bCanEverTick, TickGroup,
TickInterval, and AddTickPrerequisiteActor.

Porting from Unity to Unreal



Object-style API: Uses direct properties on Transform (e.g.
transform.position)

Function-style API: Uses SetActorLocation(), GetActorRotation(),
etc.

Rotation type: Quaternion with optional Euler helpers FRotator (Yaw, Pitch, Roll)

Physics integration: Not built into Transform Supports collision via bSweep, Teleport flags in movement
functions
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Concept Unity Nearest Unreal Equivalent

World position getter transform.position GetActorLocation()

World position setter transform.position =
... or Translate()

SetActorLocation() with bSweep & Teleport
flags

Local position setter transform.localPosition = ... SetActorRelativeLocation() (if Actor is
attached, or per-component)

World rotation getter/setter transform.rotation (Quaternion) Get/SetActorRotation() (FRotator)

Local rotation transform.localRotation SetActorRelativeRotation()

Scale (world vs. relative) transform.localScale (relative)
/ lossyScale (computed world)

SetActorScale3D() (world)
/ SetActorRelativeScale3D()

Additive offset Translate, RotateAround AddActorWorldOffset/Rotation (+ local
variants)

Convert point between
spaces

TransformPoint, InverseTransformPoint USceneComponent::K2_GetComponentToWorld() 
+ manual FTransform::TransformPosition
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Conceptual Mapping (Unity ↔ Unreal)

Migration Tip: Unity vs Unreal
transform.Translate(Vector3.forward * 
speed * Time.deltaTime);

AddActorLocalOffset(GetActorForwardVector() * Speed *
DeltaTime, /*bSweep=*/false);



Unity – “Component = Physics” Unreal – “Flag = Physics”

Adding a Rigidbody component immediately puts the
GameObject under PhysX simulation—gravity on, collisions
active, and integrated every FixedUpdate frame.

Static or skeletal meshes don’t simulate until you enable it. 
Tick Simulate Physics in the Details panel or call
UPrimitiveComponent::SetSimulatePhysics at runtime.
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Concept Unity Nearest Unreal Equivalent

Enable simulation Rigidbody (isKinematic) UPrimitiveComponent::SetSimulatePhysics

Continuous force Rigidbody.AddForce(Vector3,
ForceMode.Force)

UPrimitiveComponent::AddForce(FVector)

Instant impulse Rigidbody.AddForce(...,
ForceMode.Impulse)

UPrimitiveComponent::AddImpulse

Apply torque Rigidbody.AddTorque(Vector3) UPrimitiveComponent::AddTorqueInRadians

Drag / damping Rigidbody.drag, Rigidbody.angularDrag UPrimitiveComponent::SetLinearDamping,
SetAngularDamping

Toggle gravity Rigidbody.useGravity UPrimitiveComponent::SetEnableGravity
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Conceptual Mapping (Unity ↔ Unreal)

CODE SNIPPETS

https://docs.unity3d.com/ScriptReference/Rigidbody.html
https://docs.unity3d.com/ScriptReference/Rigidbody.html
https://docs.unrealengine.com/5.0/en-US/API/Runtime/Engine/Components/UPrimitiveComponent/SetSimulatePhysics/
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