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Lathe Simulation System Based on Virtual Reality Technology

CAI Bao, SHI Kun-Ju, ZHU Wen-Hua
(Engineering Training Center, Shanghai Second Polytechnic University, Shanghai 201209, China)

Abstract: For the purpose of developing virtual CA6132 lathe teaching software, adopted the virtual simulation method, a
lathe teaching system software with virtual reality features is developed. The general process of virtual lathe development
is put forward, the facade segmentation technique for correcting images is described, the virtual Lathe Simulation System
based on Unity3D engine software is developed, the basic principles of virtual reality are explained, the three-dimensional
model of CA6132 lathe is established, the lathe cutting simulation method is put forward under _[_Jnity"3D engine software,
the virtual reality Lathe Simulation System based on virtual reality equipment "z:Space has been developed, and a more
natural way of scene interaction in virtual reality is proposed. The simulation results show that the virtual reality teaching
system of lathe has sound teaching effect, and reduced risk Qf actual lathe operation.
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mousePosition); transform.rotation = Quaternion.Lerp
(transform.rotation, mRotation, Time.deltaTime *

Damping).
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void OnTriggerEnter(Collider other){
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if (other.gameObject. CompareTag("part1™))
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float dist]l = Vector3.Distance (lathe.position,
Room.position);

if (dist1 <0.035)

{

Application.LoadLevel("interduction™);
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