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ABSTRACT

In recent years, training systems in various industrial fields have been made using virtual reality (VR) technology and
widely used in education. Virtual reality based training system is safe, there is no waste of material, and there are many
advantages to be able to practice anytime and anywhere. For example, virtual reality welding training simulation system
is widely used for field worker because it can perform actual joining of steel plate in immersive environment. At this
time, realistic representation of the steel plate joint is important to maximize the effectiveness of the training, but
existing techniques have limited the natural expression of the effect. In this study, we propose a method of visualizing
joint effect based on shader in order to construct welding training system. The results of this study can be applied to
the welding training system to improve the weld training effect to provide the user with high-quality visualization.
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