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Design and simulation of optical experiments based on Unity3D

ZHAO Yang-yang', SHENG Styuan®
(1. Department of Basic Education, Criminal Investigation Police University of China,
Shenyang 110854, China; 2. College of Science, Shenyang University of
Chemical Technology, Shenyang 110142, China)

Abstract: The optical instrument was simulated by the virtual reality technology. Taking spec
trometer experiment for example, based on Unity3D platform and Shaderlab rendering rules, a kind of
indirect rendering model named local raster rendering of an optical surface was proposed. Combining
with the method of quasi real time baking map, the properties of the optical element was simulated on
the premise of saving resources. This method could be widely used on computer and mobile terminal,
and was of great significance to the online teaching of physical experiments.
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