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Abstract

Simulation is a simulation. More precisely, in order to solve complex problems, it is necessary to solve
the experiment by the model or the social phenomenon, and to simulate the characteristics by simulating
the actual state similar to the actual state. The simulation is somewhat different from the academic field
and the meanings used by the general public. The public is famous for simulation games, driving
simulators, railway simulations, and flight simulations that aircraft pilots use to practice steering. However,
the original meaning of the simulation is different. The simulation is to find the optimal solution by
statistically repeating it by infinitely many times after realizing the necessary parts according to the research
purpose. In this paper, we designed and developed the Unity3D API, which is a public SW software for
3D simulation contents, on a server basis using C # and html5 languages. We also developed a simulator
system using Raspberry pie for interworking H / W simulator in the future. Through this, we intend to
help develop domestic game and 3D simulation contents industry.
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