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Recently, the introduction of the electric vehicle (EV) is advanced all over the world. Automakers plan 
to develop electric vehicles. However, both the developer and the user have various problems that 
should be solved. In this research, the EV simulator is made by using the three-dimensional stereo 
graphics technology. This system assembles driving simulators with the numerical simulation of an 
electric motor. This paper describes the system configuration and applications. 
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ᅗ䠎. Model of DC motor (Permanent Magnet) 
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ᅗ䠏. 3D-Stereo Graphics of the Motor Simulation 
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ᅗ䠐. Driving Simulator 

 Driving Wheel : GT-27 (Logitech Corp.) with 
PLAYSEATS WRC Model (SECT International 
Corp.) 
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PC
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STUDY ABOUT APPLICATIONS OF VOLUME DATA GENERATED FROM RENDERING IMAGES 
 

 

Hideo Miyachi 
101-0022 3, miyachi@cybernet.co.jp  

 

Volume data handling has became easy as computer performance goes up. I propose the data conversion 

from surface data to volume data by using a rendering because the treatment of volume data is easier 

than the surface data. This paper describes the conversion method and introduces two kinds of 

applications with the method. 

Key Words: Visual Fusion, Visualization, Volume data, CFD 
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