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Abstract

Abstract: Virtual assembly technology is to truly restore the equipments and physical scenarios. In the
real world, people can interact with the physical world through visual, auditory, tactile and other sense
organ. Aiming at the existing virtual assembly system being limited the single sense human-computer
interaction mode, so a multi-sense fusion information interaction method is proposed to improve the
sense of immersion and operability. An improved AABB Octree bounding box collision detection algorithm
of large size diffidence component to be assembled is proposed, which can greatly reduce the amount of
calculation and improve the calculation accuracy. The experimental result verifies the operability and the
sense of immersion improvement.
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Abstract: Virtual assembly technology is to truly restore the equipments and physical scenarios. In the
real world, people can interact with the physical world through visual, auditory, tactile and other sense
organ. Aiming at the existing virtual assembly system being limited the single sense human-computer
interaction mode, so a multi-sense fusion information interaction method is proposed to improve the sense
of immersion and operability. An improved AABB Octree bounding box collision detection algorithm of
large size diffidence component to be assembled is proposed, which can greatly reduce the amount of
calculation and improve the calculation accuracy. The experimental result verifies the operability and the
sense of immersion improvement.
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