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209 Abstract
v Aol 7|t ZL vdg FHg RFote The flight simulation the fact that imitates the real
S0l BeAd 52 2oz AA v)g ASRe FUY U situation of flight for the training or boarding
© A& Yuigitt, ojgt 22 7|29 H|Y AlEHol4 | experience which manages a same flight equipment with
7)19] 223} AHFoR WPUH A7 o]|al EAQ] Ao the aircraft in goal, The flight simulation of existing
of =g At Aol AFske] 2 Aot AlEgolH attached importance in the research and development
ol Z8stgict. 2y HE) AlEHoldel 2FAY A which is limited in the control which is visible and
A @S gsto] AEe dHAY AtE2 AY flth physical relate with the management of the airplane
J8eg 2 =RoAs 2EALY Edolei}l grofy A directly, So, the flight simulation applied in various
< 7P g AlEE oS Jide] FsiEL, W Ths game or simulator etc, But, there were not researches
AL 7HEsfEct which are actual applies in flight simulation with
considers the physiological phenomenon of pilot,
Therefore this paper tries the flight simulation which
assumes the physiological phenomenon as the blackout
and a redout of pilot, In conclusion, predicts a future,
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r Default Scene Fil
The default scene file is used when exporting the scene through the OgreMax menu.
I~ Export to Detault Scene File
Base Directory
|3Ds Max | [e:Merogram FilesWautodesk#f3ds Max 20084

File Name
| Browse

r General Setting:

UpAxis ® % Z

Scene Manager

@ Standard  |Generic -
" Custom

_~| Divided by [T0 =

[ lgnore Objects in Hidden Layers
™ lgnote Hidden Objects

Scale Istandard

[ Export User Data to Separate File

r Mode Naming

Mode fObject Prefix

[~ Prefix Node &nimations with Mode Mames [Including Mode/Object Prefix]

r Buery Flag Alia:
[V Ewport Aliases Add...

Visibility Flag &li:
¥ Export Aliases Add...
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