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ABSTRACT

In this paper, we developed a technique to graphically display impact effects for remote monitoring or simulation
systems. A remote monitoring or simulation system is being used to find a repair time or to prevent accidents while
inspecting equipment or facilities in an industrial site in real time. These systems provide visual information to users
so that they can analyze problem situations. The technique proposed in this paper is a method of modeling equipment
and facilities using 3D graphics, and displaying the location of impact and damage occurring in the equipment inside
using volume rendering. This technique has the advantage that the problem can be identified more accurately by
displaying the impact animation by volume rendering at the location of the impact and damage inside the equipment.
And it is expected that the problem situation can be identified more quickly through more intense visual effects.
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