640 %

FH2M
20194F 1 A

% TR
PACKAGING ENGINEERING

17

EWMANZERITEMTENREWES N

iz, E-R, B&EM, MEX, B84, F=Hh, EHE

(JemP T R2=, Jtmt 100081)

HE: AW AR EMILER RS EBANL LR 5 FHATFN, AR Z L LTI PRk
FBYRAEGBN, Fik AAALEMEMT LR 5 ZHALEL, B AMNRKEZEEREAGIIA .
T, BRI, E L. e WA FREREE, FRATRES AR T ERN, £ AT
JE I EH AR FAMAMNK L R AT R ST N L L B FoTTATH, BBIEH A AL E &
I ERANK R R ZEET &

KR : FMANKEL,; M EAL; EMIE

hESES: TB472  XEFRIRME: A X E4HE: 1001-3563(2019)02-0017-05
DOI: 10.19554/j.cnki.1001-3563.2019.02.003

Construction and Application of Virtual Evaluation System for
Vehicle Human-M achine I nteraction Design

SUN Yuan-bo, DONG Yi-chen, GAO Ruo-lin, SUN Bo-wen, YAN Hai-wei, LI Ge, REN Guang-qi
(Beijing Institute of Technology, Beijing 100081, China)

ABSTRACT: The work aims to evaluate the vehicle human-machine interaction design scheme with the virtual reality
technology to improve the iterative efficiency and reduce capital investment in the interaction design process. The real
person interacted with the virtual vehicle interaction design scheme, and simultaneously the test equipment was used to
collect such data and information as the person's video, audio, eye movement track, skin electricity, brain electricity, brain
infrared spectrum, etc., and the data analysis and design scheme evaluation were conducted. It is necessary and feasible to
evaluate the vehicle human-machine interaction scheme in the early stage based on virtual reality technology. The virtual
evaluation system will be gradually improved with the development of virtual reality and human-machine interaction

technology.
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Fig.3 Topological graph of system
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Fig.7 Gaze plot of emergency situation
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Fig.8 EDA of emergency situation
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