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Development of Simulator for Rockfall and Landslide using Physical Engine
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This paper describes a development of system that enables the user to simulate the rockfall
and landslide from slopes using physical engine. Until now, it will not be able to accomplish
the virtual experiment of three-dimensional interpretation about slope informations, stability
evaluation, the rockfall and landslide simulation, etc., because of absence of three-dimensional
simulation systems which relates with slopes. With like that reason, this paper developed a
simulator which is identical or similar the rockfall and the landslide where the possibility which
will occur or occurred from actuality is high very actual condition from virtual experiment. For
a simulator development, this paper uses the physical engine which is mainly used from
computer game and animation development etc., And it will be show the process where the
rockfall and landslide occurs with simulator. This simulator which sees the process where the
rockfall and the landslide occur from three-dimension computer graphics theory and the
physical engine, is a system which is the possibility of showing actual feeling. Therefore, the
result of this paper is applied in vehicle travelling guidance system and intelligence traffic
systematic etc., because of creates visual service and three-dimensional application of the slope
information database which is developed in existing, and will be able to forecast the upgrade
of user benefit planning and a service.
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