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Development of virtual simulation system for oil pumping
unit installation and training

Wang Dahu'** Jia Qian'

( 1. School of Electrical Engineer and Automation, Henan Polytechnic University,Jiaozuo 454000, China;

Lu Zhengshuai'

2. State Grid Fujian Electric Power Co. ,Ltd. Economic and Technical Research Institute, Fuzhou 350003 ,China)

Abstract; In order to solve the problem of non-standard installation and low training efficiency in oil pumping unit, the
virtual simulation system is developed which is based on virtual reality technology. Research on tower type pumping
unit,using 3ds Max to create models which is required in pumping installing virtual scene and using Premiere editing
animation video,using Microsoft Visual Studio to develop exam system. Finally using Unity 3D to build virtual scene
and develop the virtual system of oil pumping installation. Results shows that virtual simulation system can effectively
regulate the installation operation and improve the training efficiency. It shows that the virtual simulation system can
overcome the boring classroom teaching and avoid security risks brought by real operation, effectively regulating the

installation operation, greatly improving the efficiency. The application of virtual reality technology in equipment

installation and training has a promising future.
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void Update () {
if(_Video==0){
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ture= _move[0];
gameObject. audio. clip = _audioclip[ 0];
}
if (Input. GetButtonDown("Jump")) {
Renderer r = GetComponent<_Renderer>();
MovieTexture movie = (MovieTexture)r. mate rial.
mainTexture;
if (movie. isPlaying) {
movie. Pause() ;
gameObject. audio. Stop() ;
}
else {
movie. Play() ;
gameObject. audio. Play() ;
}
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