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Application of 3D Virtual Reality(VR)Technology in Development of Production Process
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ABSTRACT: The paper aims to simulate the technological process of production line by virtual reality (VR) technology to re-
duce repeated work and improve directivity of production target. Development software such as 3DSMAX, Maya, Photoshop,
AfferEffect, UG software, unity3d and UnrealEngine were used to achieve science of virtual reality and simulate technological
process. Compared with former finite element analysis software, the virtual reality technology was more real and comprehensive
and could accurately simulate the whole technological process of production. It provided a more comprehensive method for de-
signers. Although the current virtual reality (VR) technology is still in the early stage of development, VR must be used widely
with development of virtual equipment and increasingly improvement of development engine.
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