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[ABSTRACT] In order to solve the shortage of information exchange between managements and executions in the cur-

rent workshop with traditional monitoring system, this paper developed a workshop state monitoring system based on vir-

tual reality technology and information integration technology, which can monitor the personnel, materials, equipment, et

al at whole workplace in real-time. It built up a logical data model based on 3D model, a data interface between subsystems

with XML specification, and model motion driven by real-time state data. Finally, the effectiveness of the system was veri-

fied by an application example.

Keywords: Workshop state; Virtual monitoring; Data-driven; Unity3D

DOI:10.16080/j.issn1671-833x.2016.20.097

SR A= B E R R Z SR, S EL
A TA) A HRZ R PRAT 2 Z 8] 45 BTN SN A i
i ASATE " AR GA D) R A S I R
G, SIS TAR RIS A AR P RS Y St
S

IR A AN 2222380 0 6] P R L AT 1 9T
S, H A ZEAE M N T e ] W G AR, T
RIS D7 AOR BTSSR, Qiu 45 PV ST T —Fhis
BUAR N T RS A5 SRR, T i n T s iy
INTARZS , X LEMFFEAEFA R 1 5B T AR PR AR (952
S A4 (EUR 220 700 T M A X A AR B, i i
ARG AR G FAE ) FERE AE ), 2R
S T TR R AR T R R G I B TS
P, RGUR I 400 W i, AR RESC B Rl AR
BAESE N RE, (EASREHS 4o lR] S O nT oAk o T Tl 4k

* BEMB: HHE2EHARZ R SRWHTII H (12d21125302 )

PP T A S B BOoR 4R B A B, TR
PEAEIRE, AR A S 5 S P Tl g S R
ZEH0, R BT LB NS BRI 42, iX 88
R I BT P RV E AN s S BOSR R T H R
FORGIABNE R G R, AL TSR 1 — 2 i
PR RS, 42 (A AE BN 5 ] Ao e 2 - g 5 LR
AP AEEA PARFS WA X Al MR R & R
AEEFEL

PRSI R DL S A Je 57 7 ) — 4 Rl AU i 4 3R
G, %t 4 () il it BEIRRAS AT = nT A, /s ] R
Dl s B A A B B R R IR AT
H RIRER B A IR AR 145 B R K B — 2 i 4
Yy PR Y, S AR A AR ] o i R A L AE A T
LI

1 BGHELR
ZE(B) HE A0 WS4 R GBS X A (R R A IR, AT AL
2016 AE55 20 W] - piHliEEEAR 97



PN
HI:%VEI RESEARCH

ML BT A AT AL S g 5 mT LA i bR A
WHEAT IR AR, SCOURAS 42 (R A M A 3 — 4R iR 40
G T N =0 A T N Dt T T N R Wb o1 b SR e 2N |
TSR s LA, RGEE ] AL B AR R BT ae b
AR AR PRI | TR DA N RS 5
Je ) = 4 AU W s 2R G ) G B R A 1 SR SR
SRR T 4 ] A5 B A BRI I 7 B S RS IR A
B A 1) R B A%, ) PRS0 P At 5 4 B S RS
ds Bt RN S A P e TR A, O i B e 4
145 25 ) Hopt {5 ) R G2 0 ERP . MES %5 EAT 508 35t
RGBEMRIET C/S HEHy , = A il i e A A A 15 m 1215
& WA A AR v, WA AT R 4 FURAR
0 A P IERAT L U/ DO 28 A% i 11 B5CH A, DRAIE W 4 1Y)
SR TR R A2 1] A 1 RS R AR A Bk SR 3
FEFAZ S P AR £ R B SE P& Unity3D Fhsgasf af
PRARAZ 15 25 0 S RN T8 45 B8 A TR . Il
i AHLAE B A IR F B A i) R GEIH B AL P
oM ] PR E A2 TS B TR, 2R R 4DL
FERGHERL A 1 R
o (

NS )
1 L e
DIREHIR

Wt | s e | e | g

T B TR
s P02 | o B T ool B TR

U

(Y —= ———~ )
sz | | FODREE| | REAR || IR
a Bl ( ERP/MES ) B

~ J
1T s

( R RS )

E1 FEEEMEERGERIES
Fig.1 Overall framework of the virtual monitoring system for
workshop
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Fig.2 Data model of a manufacturing workshop
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Fig.3 Flow chart of real-time driving model
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Fig.4 Real-time acquisition of information in the production site
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Fig.5 Virtual monitoring system
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