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Research on Spectral Experiment Teaching System Based on Unity 3D

LIU Zhao, XU Fu-xin
(School of Physics and Electronics,Central South University , Changsha 410000, China)

Abstract : Virtual reality technology is a hot topic in today’ s education. Education is entering the era of the Internet, which is both a trend
and the future of education. Carrying on the research and development of the virtualization technology to the laboratory, through the
advanced computer technology it can better meet the demand for teaching. In the experiment of physics,combining the modeling software
3D Max and virtual simulation software unity 3D, we design the grating spectrum virtual experiment system and give its overall structure
and key technologies of partially implementing, so as to simulate a real experiment environment. The system uses a Bmob-based back-
end cloud server to save costs and improve development efficiency. The experiment combines the two major advantages of 3D and
interactive simulation with intuitive interface and easy operation. The system makes optical experiments simple through the research of
MVC login design, experimental operation interaction technology and dynamic spectrogram technology in combination with actual
experimental requirements. Students can grasp the principle faster and be familiar with the experimental operation to shorten the real ex-
periment cycle,improve the efficiency of experimental teaching and achieve great experimental teaching effect.
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flag=true;
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tmp. transform. position +=cam. transform. forward = 1.0f;
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