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Table 1

Classification of VR system application
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Fig.1 Architecture of system
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Design and Implementation of Immersive Virtual
Maintenance Training System

ZHANG Yujun', CHEN Hao’
1. Unit 69079 of PLA, Urumqi Xinjiang 830013, China;
(2. Logistics Department of Xinjiang Military Area, Urumgqi Xinjiang 830002, China)

Abstract: In order to build virtual maintenance training system, framework and function modules of the system is designed. Key
technologies to realize the system are analyzed. Virtual reality engine and human — computer interaction by virtual hand is ana-
lyzed, and then integration technology framework of immersive virtual maintenance training system is put forward. A prototype
system is constructed by taking the maintenance of a type of equipment as target. The test is carried out by practical operation,
and the results show that the system meets the need of simulated training.

Keywords : virtual reality; human-computer interaction; training
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