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ABSTRACT: In this paper, current application of VR in naval architecture and ocean eng. design is surveyed and VR process is implementea
in ship navigation system. So far, very sophisticated VR applications have been announced but not published yet. The reason not published
may be that the application is for the navy ship of which the information could not be opened to the public. Also there is another area
implementing Simulation Based Design, i.e., visualization of the infegration process from initial design to the manufacturing. Herein, the
tendency of VR in this area is surveyed, so the international application of VR is introduced. Trough the analysis the most appropriate

applicability of VR
Qraphics software.
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in this area can be distinguished. And to show the application, ship navigation VR is programmed using OpenGL
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Table 1 Specification of computer hardware

CPU Intel Pentium [V2.4GHz
Memory 512MB

HDD 60GB

Video Card Super VGA
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Fig. 1 Initial screen of ship navigation
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Fig. 3 Ship wireframe model
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Fig. 4 Display of EHP and velocity
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