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Table. 1 Specification of computer hardware

CPU Intel Pentium 60MHz
Memory 24MB
HDD 25GB
Video Card Super VGA
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Fig. 11 Perspective view seen 45 * left-wards
and 20 down-wards

Fig. 12 Simulator console
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Table 3 Principal particulars of container ship

HULL
Length over all Loa( m) 183.0
Length B.P. L (m) 175.0
Breadth(moulded) B (m) 254
Draft{(moulded) d (m) 8.50
Trim T (m) 1.0
Block coefficient Cn 0.559
RUDDER
Height Hg ( m) 7.70
Area ratio Ar/Ld 1/458
Aspect ratio A 1.827
PROPELLER
Diameter D (m) 6.50
Pitch ratio P/D 1.055
Expanded area ratio 0.730
No. of blades 5
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Fig. 13 Perspective view of ship moorded
at pier
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