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Design and simulation of smart home control system
based on Unity3D and Proteus platform

WU Yunxuan

( College of Culture and Communication s Liming Vocational University , Quanzhou 362000, China )

Abstract: In order to improve the experience function of the smart home control system, a virtual simulation
system including home environment data collection, communication control and home scene construction is
built based on Proteus and Unity3D development platform. The simulation application of the system shows that
the system can not only display temperature data and access status collected by Proteus platform in Unity3D
scene, but also control hardware in Proteus platform through Unity3D interactive interface, that is, the sys-
tem achieve two-way control. Therefore, this system can provide a good reference for the design and functional
verification of smart home control system.
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private Thread dataRevT;/ /% S 1 NEFEAR
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port=new System.lO.Ports.SerialPort(
"COM2", 9600, System. 10. Ports. Parity. None,
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port. Read Timeout=10000; / /¥ & i i it []
if (1 port.IsOpen)
port.Open() ; //FTFF H
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byte[ ] readBuffer = new byte[ port. Read-
BufferSize+17; / /81 & #2 I E 41
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string S = Encoding. ASCII. GetString (lis-
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string[ ] sArray=S.Split('|"));
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alert=int.Parse(sArray[ 0] ;

button=int.Parse(sArray[1]);

ldr=int.Parse(sArray[ 2 ]);

temp=int.Parse(sArray[3]);
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public void SendData(byte[ ] data)

{

if (port.IsOpen)
{
port. Write(data,0,2) ;

}
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Animator ani = GameQObject. Find (" chuan-

glian").GetComponent{ Animator) () ;
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GameObject lightl=GameObject.Find(
"Spotlight") ;

lightl.GetComponent{Light) ().range=1dr;
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GameObject. Find ( " Lightness"). GetCom-
ponent{Text) O).text="JCHE(H . " +1dr;

GameObject.Find(" Temp").GetComponent
(Text) O.text="¥d & :"+temp/10.0{+"C";

//ARYE alert 7% & (1A {E I 7 X I 4R A5

Text txtl = GameObject. Find (" Text 1").
GetComponent{Text) () ;

if Calert == 0)
txtl.text="1]281EH1";

else
txtl.text="9ELE A1";
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Image img = GameObject. Find (" templ").
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