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Virtual vehicle disassembly and assembly system based on
Unity 3D and natural gesture interaction

Wang Wenfeng* , Yang Tao ™
( “Hebei Key Laboratory of Special Delivery Equipment, Yanshan University, Qinhuangdao 066004 )
( ™ School of Electrical Engineering, Yanshan University, Qinhuangdao 066004 )
Abstract

The traditional virtual disassembly and assembly simulation technology of the vehicle has the problems of poor
practical operation and low interactive flexibility. A virtual automobile disassembly experimental system and frame-
work based on natural gesture interaction is proposed. Through gesture recognition using Leap Motion, a virtual
simulation experimental platform for vehicle disassembly and assembly is constructed. The modules of engine disas-
sembly, vehicle disassembly, transmission system disassembly, brake system disassembly and steering system dis-
assembly and assembly are provided, and the simulation and scoring of disassembly and assembly process are real-
ized. Compared with the traditional vehicle virtual assembly method, the virtual disassembly method based on natu-
ral gesture interaction has the advantages of stronger interactivity and immersion. It can simulate the process of ve-
hicle disassembly and assembly to the greatest extent, and avoid the problem of insufficient practice site and time.

Key words: virtual reality (VR), human computer interaction, virtual assembly, gesture recognition
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