








• Each component is a pre-build object containing a 3D-model and 

a set of electro-mechanical „rules“ encoding its „behaviour“.

• Logical connections between components are set in a specially 

developed „Connection Mode“ system inside the Unity3d editor.

• At run-time, a special text-based description of the underlying 

schematics is generated based on the current connections and 

components, allowing any changes being reflected in real-time 

(wires can be virtually cut and repaired).

• The text-based description is then simulated using NG-Spice 

simalator and resulting currents and voltages are then distributed 

among all the componetns and connections.

• As last step each components „reacts“ accordinly to the results 

and provides visual feedback of the simulation (changing 

brightness of a lamp, speed of a motor rotation, etc.)










