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CLAIMS 

 

1. A simulation method, the method comprising: 

receiving scene data comprising unit data of at least one action continuously 

occurring due to characters grouped in a same camp; 5 

determining, by a processor, an action set for a mechanical object included in the 

unit data; and 

displaying a movement of the mechanical object in response to determining the 

action, using a line connecting a start location of the movement and an end location of 

the movement, 10 

wherein in response to continuous actions of characters belonging to the same 

camp, the movement of the mechanical object is displayed using joined line as a single 

scene. 

 

2. The method of claim 1, wherein in response to the mechanical object is 15 

turned over to a character of another camp and thereby the mechanical object is moved, 

existing lines are removed. 

 

3. The method of claim 1, wherein at least one of a type and a thickness of 

the line is determined based on the action. 20 

 

4. The method of claim 1, wherein a color of the line is determined based 

on a camp of a character holding the mechanical object. 

 

5. The method of claim 1, wherein the action occurs in response to a motion 25 

that is triggered by at least one character among a plurality of characters with respect to 

the mechanical object. 

 

6. The method of claim 5, wherein:  

the mechanical object comprises a ball object; and  30 
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the motion comprises at least one of a pass, a dribble, an interception, and a shot 

triggered by the at least one character with respect to the ball object. 

 

7. The method of claim 5, wherein a success of the motion is determined 

based on at least one of a location of each of the plurality of characters, abilities of each 5 

of the plurality of characters, a formation, abilities of each camp into which the plurality 

of characters is grouped, a characteristic for each motion, and a strategy set by a user. 

 

8. The method of claim 1, wherein the displaying comprises further 

displaying at least one of identification (ID) information of a character holding the 10 

mechanical object and ID information of the action in conjunction with the line or the 

mechanical object. 

 

9. The method of claim 1, further comprising: 

determining whether a highlight scene occurred based on a probability of each 15 

scene comprising a plurality of actions, 

wherein the displaying comprises displaying a movement of character objects 

for a plurality of characters and a movement of the mechanical object, instead of using 

the line, in response to occurrence of the highlight scene.  

 20 

10. The method of claim 9, wherein scene data for the entire simulation is 

generated prior to providing a simulation result, and the method further comprises: 

providing a user interface for changing at least one of a formation, a strategy, 

and a character; and 

in response to the change, the scene data is regenerated based on the changed at 25 

least one of the formation, the strategy, and the character.  

 

11. A program for a computer to implement any one of the method of claim 

1 to 10. 
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12. A non-transitory computer-readable storage medium to store a program 

of claim 11. 

 

13. A simulation system, comprising: 

a transceiver; and 5 

a processor to transmit, to a terminal, scene data for a mechanical object using 

the transceiver, the scene data comprising unit data of at least one action continuously 

occurring due to characters grouped in a same camp,  

wherein based on the unit data, the terminal is configured to verify the action 

and to display a movement of the mechanical object in response to the action using a 10 

line connecting a start location of the movement and an end location of the movement, 

and 

in response to continuous actions of characters belonging to the same camp, the 

movement of the mechanical object is displayed using joined line as a single scene.  

 15 

 14. The simulation system of claim 13, wherein in response to the 

mechanical object is turned over to a character of another camp and thereby the 

mechanical object is moved, existing lines are removed. 

 

15. The simulation system of claim 13, wherein at least one of a type and a 20 

thickness of the line is determined based on the action. 

 


