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Abstract; Originning from professional and syllabus of the food ma-
chinery and equipment curriculum, for the purpose of improving the
students” knowledge and understanding of the mechanical structure
and the principal of food machinery, abandoning the traditional
teaching mode of intersecting, a virtual reality technology is adopted
in the teaching of food factory equipment and machinery, and a
virtual dismounting software is designed, so as to make the principal
of food machinery more intuitive for students, and grasp the
structure of then well. Finally it can improving and deepening the
students unstanding and recognition of the food machinery, and a-
chieve the goal of improving class teaching effectiveness.
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Figure 1 Rendered effect in 3Dmax
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Operation Interface in Unity3D
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Interface of Unity3D procedure
publishing setting
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