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Development of virtual reality based simulator for road tunnel fire-training
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abstract
An fire simulator has been developed for examining possibility of future engineering applications in the
fire research field. This system composed of workstation on XP OS and HMD(Head Mounted Display)
and visualized 3D walk—-through type virtual reality graphics inside a tunnel in case of fire. By using a
joystick and a viewpoint tracer, subjects can be experience interactive changes occurred both in graphics
and surrounding sound.
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