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PLC THREE-DIMENSIONAL WAREHOUSING SIMULATION SYSTEM
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Abstract: In the teaching process, due to the lack of experimental equipment and the insufficient practice of
intelligent warehousing related courses, the teaching effect is poor. The unity 3D virtual engine is used to carry out
the three-dimensional modeling and simulation of warehousing and logistics, and develop a PLC
three-dimensional warehousing simulation teaching system with simple operation and practical operation. The
system uses the vialon touch screen to realize the warehouse in and out control, Siemens s7-1200plc controls the
warchouse in and out action according to the touch screen instructions, and the unity 3D three-dimensional
warehouse simulation system shows the real-time control effect. The system can reduce the learning cost of PLC
three-dimensional storage system and realize the dynamic process effect simulation of warehousing. The virtual
simulation results show that the PLC three-dimensional storage simulation system can meet the basic teaching
requirements, and has strong guiding significance for improving students' practical ability and promoting the
information construction of teaching links.
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Table 1 Development platforms and tools
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public void Btn_ConnectClick(){

string value = InputText.text;

=
ot
_b{_
_H_
I
T+
-
.
_H_

|
v
|

|
v
]

string patter =
@"™N(1\d{2}2[0-41\d|25[0-5]|[1-9N\d|[ 1-9D)(\.(1\d {2} |2[0-4]\d|2
5[0-5]|[1-91\d\d)) {3} $";
Regex r = new Regex(patter);
/1A N )75 HR 2 15 0 TP Mk
if (r.IsMatch(value))
{
WarningText.text = "<color=green>i%%
</color>";
networkManager.networkAddress = value;
/[E4T StartClient J7i%
networkManager.StartClient(); }
I HEAN G
else

{

WarningText.text = "<color=red>/ &%

</color>";}

BN N IR 5 B A TP ik #% 205, 3 30 startClient
T UGS
public int startClient(string host, int port)

{

Network ConnectMsg msg = new
Network ConnectMsg();

msg.m_host = host;//IP Hi}ik

msg.m_port = port;//¥ii 15

/1R B B

m_networkCenter.producer(msg);

return 0;}
222 HrHhizshizd)

HEVENLA AR AT S2E X 35 Y #0513, X
HEGEMLIE [0 /N e R, 50 R A e/ IME 10,
RPZe BRAE o A BRA D FH P 1 B PR [ DK/ B KA
I/ IZ 5

// value 4 PLC ##%k
public void OnJoint1 Action(float value){

xValue = value;

1124 S0 e K PR AL

if (value > (limitMaxNum[0] - limitMinNum[0]) * 1000 -
10)

UnityActionCtrlCenter.Instance.m_value =
(limitMaxNum[0] - limitMinNum[0]) * 1000 - 10;}
12458 N T-10
else if (value < -10)

{
HIENE e BRAV 5
UnityActionCtrlCenter.Instance.m_value = -10;

}

value = value + 10;

1/ EE A5 e fr

value = limitMinNum[0] + value * 0.001f;

/PR 1] value F{EZE min,max 2 [A], 415 value KT max,
WJ35 [8] max, 715 value /)N T+ min, /3R [B] min, 75 3% 3% [H] value

value = Mathf.Clamp(value, limitMinNum([0],
limitMaxNum([0]);

11V B T AT 2RIE F)

if (Joint[0].localPosition.y != value)

{

Joint[0].localPosition=new

Vector3(Joint[0].localPosition.x,
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(float)Math.Round(value, 3), Joint[0].localPosition.z);}

}
A HEGEH U AL b
public float OnUGet1Site() {

return (Joint[0].localPosition.y - limitMinNum[0]) /
0.001f - 10;}
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public void OnSetAction(int value)

{
if (OnAlterNetState(value, 9)){
if (GameController.instance.IsProjectStart)
UnityActionCtrlCenter.Instance.OnReceiveFeedbac
k(equipid, "a9", value);
valueS = value; /{145 X f# G
1177 N IEAE
if (fangxiang == 1)
{
/MR AL RESTIT
if (valueS == 1)
{
chazil.DOLocalMoveX(-0.4f, 1.5f);
chazi2.DOLocalMoveX(-0.4f,
1.7£).OnComplete(()
=>{OnSetSuckerUse(0);});}
UGE P& &S]
else
{
chazil.DOLocalMoveX(0f, 1.5%);
chazi2.DOLocalMoveX(0f, 1.71);
OnSetSuckerUse(1);}

}

I3 1A A SHE

else

{
/MR AL REST T
if (valueS == 1)
{

chazil.DOLocalMoveX(0.4f, 1.5%);

chazi2.DOLocalMoveX(0.4f,
1.7£).OnComplete(()
=>{OnSetSuckerUse(0);});}
UGE P& &S]

else

chazil.DOLocalMoveX(0f, 1.5f);
chazi2.DOLocalMoveX(0f, 1.7f);
OnSetSuckerUse(1);}

}
}
}
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