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Abstract

This project builds a virtual simulation system of switching operation in 500 kV substation based
on Unity3D, which has strong practicability. Using Unity3D engine and 3dsMax software, combined
with C# and JavaScript script language, the functions such as scene design, interactive walk-
through in this virtual 500 kV substation are realized. With the use of Unity3D game tool, this si-
mulation system has good expansibility and a strong sense of reality; it can simulate any distribu-
tion of electrical equipment in substation. Users can train the simulative switching operation in
virtual substation to satisfy the need of switching operation training.
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Figure 1. Flow chart: Develop the system of simulated 500 kV substation
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Figure 2. Diagram: Construction of the scene
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Figure 3. Flowchart: Walkcode
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Figure 4. Diagram: Environment of virtual substation system
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Figure 5. Diagram: An air circuit breaker model in virtual substation
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Figure 6. Diagram: State of the air circuit breaker after switching operation
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