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Research on Real-time Data-driven in Power Generation
of Digital Hydropower Station
PENG Yuanfang, LAl Zhenming, DU Guangyong, ZHOU Bo
(PowerChina Hydropower Development Group Co. , LTD, Chengdu, Sichuan, 610041)

Abstract: In recent years, traditional enterprises are exploring the ideas and methods of digital transformation.
With the overlap of energy and digital revolutions, it is an important research direction for power generation
enterprises to realize twin application of physical power plant and digital power plant by fully integrating pro-
duction data, combining with three-dimensional visualization display and driving digital power plant with real-
time data. Under this background, the real-time data-driven digital hydropower station for power generation is
studied, and real-time data resources and Unity 3D engine are used to realize real-time data-driven three-di-
mensional scene application, in order to provide reference for industry research on digital hydropower station.
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