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Research on virtual simulation training system for HDD

PENG Bo'?, HU Yuanbiao'"*

(1.School of Engineering and Technology . China University of Geosciences,» Beijing 100083, China ;
2.Key Laboratory of Geo-drilling Technology s Ministry of Land and Resources, Beijing 100083, China)
Abstract: Virtual simulation technology is a hot topic in computer science research currently, and applying it to
trenchless pipe laying is the development trend of teaching and research. Since HDD is the main construction method
of trenchless technology, SolidWorks, 3ds MAX, Photoshop and other software were used to set up a 3D model for
the 3D working scenario, drill rigs, drill bits, etc. The training system was developed on the Unity 3D platform by
researching scene roaming technology, multi-camera following technology, physical effect simulation technology,
track record and follow-up technology etc. and the system was released to the desktop system. The system includes
scene roaming, multi-view display, control drilling and display parameter. The test results show that the training

system runs smoothly, the scene switches quickly, and has a good 3D display and teaching functions.
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Table 1 Information of formations nearby USTB

P IRIZRE)  RIREAKE/,  RIRERE/ LB
m % (gecm ?)

AR+ 1.0

A+ 3.5 20. 7 2. 04 0. 60
Rl TR 1 5.1 24. 3 1.99 0. 70
WA 1 6.0 18.8 2.12 0.52
3BTRS £ 9.5 20. 9 2.05 0. 60
R+ 11.2 21.9 2.03 0. 64
b 12.1 26. 3 1.95 0. 77
W BRG + 14.6 19.7 2.05 0.59
Rl TR 1 16. 4 21.7 2.03 0. 62
w3 RS 1 19.5 21.9 2. 06 0. 62
W3 RS 1 23.2 25.2 2.00 0.72
Al B 1 24.5 25.2 2. 00 0.72
R 1 27.0 24. 9 1.97 0.72
TR 1 30.0 24. 6 1.93 0.75
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