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Abstract

The virtual reality technology has been developed as the computer and computer graphic technology
are progressed. However it has still the limits of the use because of it costs a great for system
construction. A virtual reality technology is the best application example to reduce time and cost of
development in engineering. Actually, VR(Virtual reality) technology has given engineers the ability to
design, test and evaluate engineering systems in a virtual environment. The objective of this paper is to
construct the arm mounted display VR system by using 3 channel spherical screen and to show its
capabilities of an engineering system development.

This paper describes the development of arm mounted display VR system with 3 channel spherical
screen system and the generation of 3 channel graphic modules. The arm mounted display VR system
provides a highly economical efficiency because of it uses a popular computer system as a graphic
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Table 1 Spherical screen specification

Type Spherical

No. of Screen |3

Screen 9.555m % 3.145m
Radius 3.6m

HFOV 150.00°

VFOV 40.9806°
Overlap 6.82°

Fig. 2 Floor plan of 3 channel screen
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Table 2 Graphic server specification

Model Intergraph TOZ2000GX 1

No. .ol Geaphic PC 13

Main Processos Pontiem Bl Xeon
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Prouossor

Mooy 512MA SDIAM

Hard disk 4.0 G VI Disk

Graphie Card infonse 30 Widcat 4108
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Taxluee Mooy /Guometry
Accelarator)

Fig. 4 Graphic server system
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Fig. 8 3 Channel graphic division system
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Fig. 11 3 channel display of nuclear power plant

Fig. 12 3 channel display of virtual proving ground
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