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ABSTRACT

The purpose of this study is to utilize virtual reality to achieve personnel training for offshore wind
farms.The study involves creating visual simulations of marine and ship environments, forming a virtual
reality where staff members perform tasks within offshore wind farms, thus achieving an immersive and
enhanced training effect. This research employs Unity3D software to establish ocean materials, textures,
and shaders, and incorporates ship hull models whose materials have been edited in the 3D graphics software
Blender. Scripts for the movement of maritime workers in the VR environment, rigid body collisions, train-
ing actions, dynamic simulation of wave surfaces, ship motions, and wind turbine-related actions are pro-
grammed in C# within Visual Studio and configured in Unity3D. Finally, observation is conducted through
the camera component in Unity3D's scene mode, and outputted to display screens and head-mounted VR
device as a virtual reality control interface. Through this research, a Service Operation Vessel (SOV) and
personnel training in environments such as working at height(\WAH) operations within offshore wind farms
are established to enhance maritime staff knowledge of the work processes and environments related to
offshore wind farms, thereby reducing the occupational risks for maritime staff.



