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Abstract

Product design work often requires many people to participate in different places. Therefore, this
article designs and implements a Web-based product collaborative design system, which realizes
the construction and restoration of a design scenario for a collaborative product, the loading of
parts libraries, and the addition and editing functions of part models in the scene, dialogs in the
design process, various documents, and interactive design features for the product.
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Figure 1. Collaborative design scenario interface design draft
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Figure 2. Scene construction flow chart
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Figure 3. The process of adding a part model
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Figure 4. The process of importing STL model
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