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Abstract

In order to improve the technical strength of curtain wall constructors, virtual reality (VR) tech-
nology is often used to provide virtual training for curtain wall constructors. Under this back-
ground, this paper studies and applies the key technologies involved in the application of VR in
curtain wall engineering training, such as model establishment and import, script writing and
component setting, collision range detection, material rendering, etc., takes Unity3D and 3DSMax
as the background to explain the key operation steps, and finally achieves the simulation training
effect. The research and implementation of this module solves the site limitation and scene limita-
tion in traditional construction engineering training, reduces the occurrence of safety accidents,
creates an undisturbed teaching environment, and improves the safety awareness and technical
strength of technical personnel.
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Figure 1. Flow chart of VR training module development steps
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Figure 2. Three dimensional basic model rendering
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Figure 3. Comparison of adding collision effects
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Figure 4. Sphere collision detection
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Figure 5. Bounding box hexahedron (picture source: Baidu)
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Figure 6. Max min vertex (picture source: Baidu)
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Figure 7. Flow chart of curtain wall training module
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Figure 8. Window VR component code of Zhangjiakou Airport
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Figure 9. Window VR component setting of Zhangjiakou Airport
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Figure 10. Reflection effect and glass refraction effect of Zhangjiakou Airport wall
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Figure 11. Final effect of Zhangjiakou Airport
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