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Abstract

Virtual reality (VR for short) technology has become one of the main driving forces of the fourth
wave of technological revolution, which will play a great role in the formation of new war forms in
the future. Firstly, the development of virtual reality technology and its application in military
drills are analyzed, and then the current shortcomings are expounded. Secondly, starting from the
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key technologies of virtual reality, it expounds on the outstanding advantages of human-computer
interaction in military drills. Finally, the application prospect of human-computer interaction
based on virtual reality technology in future military drills is discussed from five aspects.
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Figure 1. Timeline of the development of virtual reality
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Figure 2. Type of virtual reality technology
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Figure 3. Interactive diagram of human-computer interaction environment simulation platform based on virtual reality
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Figure 4. Virtual reality human-computer interaction feature logic diagram
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