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Abstract

In order to solve the problems of high cost, low quantity, poor experimental safety of mechanical
equipment in current college, a virtual punching experimental system, based on Unity3D technol-
ogy, which has high-fidelity simulation and strong interaction is constructed. Virtual punching
experimental system which has demonstration mode, operation mode and cognitive mode, is de-
signed through the research on model establishment, optimization technology, system roaming
and collision detection technology. According to the experimental principle of sheet punching
clearance experiment, the system simulates the whole process of sheet metal punching experi-
ment in detail, implements the punching process demonstration, mold assembly and disassembly
display, equipment cognition and experimental operation, and obtains good experimental teach-
ing results.
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Figure 1. The overall structure of virtual laboratory for punching forming
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Figure 2. The virtual laboratory of punching forming
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Figure 3. First person component
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Figure 4. The Box Collider component added to puncher
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