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Abstract There are various problems in the process of developing the game. Especially, there is a lot of
problems in testing the balance of the value of each object. This causes problems such as an increase in
development cost and a delay in development time. Therefore, if there is a tool or simulator that can test the
mutual value balance of each object in advance, this problem can be solved. However, currently there are few
simulators, tools, and platforms that can analyze and evaluate the mutual value balance between these objects.
In this paper, I designed a platform to evaluate and test the mutual value balance between these objects based
on mock battle. The designed platform tests and evaluates the abilities of each object according to their attack
and defense strengths. So, this reduces development costs and shortens development time.
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[Fig. 2] Simulator for Lineage
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<Table 2> List of Battle Data

Data Data Value (Type)
Information Object 1 Object 2
Data recording date 2017-06-16 | 2017-06-16
Object name garen galio
Object level 1 1
Number of attacks 12 12
Critical attack count 1 2
Real attack ability 56 59
Most powerful critical R 9%
Damage inflicted on others 560 533
Physical damage inflicted on others 226 533
Magical damage inflicted on others 334 0
Received from other damage 560 533
Received from other Physical damage 226 533
Received from other Magic damage 334 0
Hit point -89 -4.12
Win or lose LOSE WIN
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[Fig. 5] Structure of the DB Table about the Basic
Ability of the Object
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<Table 3> Table Column Information about the
Basic Ability of the Object

Column Description Value
Id Index reference 1
Hp Hit point 455
Hpre Hp regeneration(per 5sec) 75
Mp Mana point 0.00
Mpre Mp regeneration(per 5sec) 0.00
AttackSpeed speed of attack 0.653
AttackDamage Damage from attack 515
SpellPower The power to spell 0.00
ArmorPenetrationl Armor penetration 0.00
ArmorPenetration2 | Armor penetration(%) 0.00%
MagicPenetrationl Magic penetration 0.00
MagicPenetration2 Magic penetration(%) 0.00%
Critical Critical hit rate 0%
CriticalDamege Critical damage 200%
Armor Armor 19.00
MagicResistance Magical Resistance 30.00
HpAbsorb Absorption of Hp 0.0
MagicAbsorb Absorption of masic 0.0
Strength Strength 0
ReuseTime Waiting time for reuse 0.0sec
Range Range 125
MoveSpeed Movement speed 345
BonusGold Bonus gold(per 10sec) 0
Img Image(address) garen.jpg
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<Table 5> Verification of battle results

Game Play‘s Data Platform’s Data

Object Name galio garen galio garen
Damage inflicted on 553 560 552 564
others
Physical damage . - - -
inflicted on others 03 560 o2 %64
Magical damage 0 0 0 0

inflicted on others
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