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This research studies and analyses dynamic simulation of a real vehicle
and a scaling vehicle. Our research involves development of a scaled vehicle that
has similar dynafnic behavior of a full size vehicle. This scaled vehicle is then
controlled by human operator via a 3 DOF driving simulator. One of a key work is the
design of a washout filter for 3 DOF driving simulator. The main purpose is to
improve motion control algorithm of the simulator for virtual reality. The simulator can
create rotational motion about x-axis (Roll), rotational about y-axis (Pitch), and
vertical motion along z-axis (Heave). Dynamic parameters such as linear
accelerations, angular velocities, steer angle, and wheel velocities are measured
from sensors and fed to the main control system. The vehicle states are prooesseq

according to the washout filter which is designed based on human sensation (ex.

reacting force on the back), and motion perception via a human inner-ear system.





