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ABSTRACT : Visual simulation technology is one of important constituents experienced directly by simulator users. Simulator users have a needs for
more fast, realistic and intuitive visualization. Though hardwares such as computing power and visual equipment have been grown, the limits have been
indicated in graphic rendering engine generally used in marine simulator up to now. This paper has focused on the review of applicability about
graphic rendering engines for visual simulation. We had derived system requirements in visualization of tug-barge simulation, had surveyed graphic
rendering engines as commercial and open source, and analyzed strengths and weakness of them.
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Fig. 4 3D graphic rendering for marine simulator

4. 3D 1Y A AN

Aol JHNEE A Y A dWe A ¢ F
ez B AF % FolHyEe) AFHz Y3l =
|2 Vega Prime, Quest 3D, Virtool, OGRE 3D[4] S0} Q1o
o, Zt A6 AR L A we F8 EAL /A3 glow,
GEANE A7 &3 A B0l AAde] 2 TFAVEY] wtE

39

L3S vl FESUS

=

[

5 4

A% z4do) Y BEY FAYRAE EHEe Ay
2% A EH AR AEFEL oA Adely ZAL obd, kA
4 B7t 59 =7 ToE 443 IAHY FHHA =72
A Ageidsta e ol @ £4716A AlEHH AHEA
€ 2o 4303, Br ARHY A EH)E 8L &7
33 lom, A gty o s 98 AT Qv 2dy 9y
B A& A 1A "ol 2 FAE = Ye 4F0)
o oldl & =RAAT AR AEH A Ax"e g 7}
A A2"le aTARE =EAeH, e EoklA e
AEE T QT T frAF BobollA] AMgEHE a8y dnE o
el g ZABIAT. B8 Al2H 8 TANGE BEAA F Q)
= 299 Id9 A4 i F. 54 £ AL £435
Fem, FF J2H9 Ao A9 8IS ke

7|

o

g =Re
oA
o

Z3e) o

FTHFATL AP LDLAL TR 9
24 2 o 71S(PESIBA)Y BA0) @ AT
I

2102 #

Mo

[1] o153, Y, ¥WET, FFQ07), 5854 NEd
olde] 33 AAT A, 2007 &= CAD/CAMSH3
srad ¥ 3] =F3, pp. 4017407

2] &A4Z((2003), AlEHe|dz
937137.

(3] 89, F83, BT, AFF, AFLY2002), 3D FA AY
AR ¥, 20029 E HEAHEAES B SGEUREE
7, 2948 13, pp. 7187720

[4] OGRE(2009), OGRE - Open Source 3D Graphics Engine,
http://www.ogre3d.org

A gHolH, ATAL, pp.



