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Design and implementation of model room display system based on VR technology
XU Xuefeng, YANG Qing

(College of architectural decoration and art design, Jiangsu Vocational College of Electronics and Information,
Huai” an Jiangsu 223003, China)

[ Abstract] In order to meet the needs of real estate enterprises for online sales and online house viewing, this paper uses unity3d,
3dmax and other technologies to develop a set of model room display system based on VR technology, which realizes the functions
of 3D scene display, 3D scene roaming and personalized customization. Users can view three—dimensional scenes such as bedroom,
living room and kitchen by using the head mounted display device HTC vive. Users can roam and switch between different scenes by
using the handle. They can also customize the background wall and other scenes according to their own needs.
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Fig. 1 Overall architecture of virtual 3D display system in sample
room
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Fig. 2 System technology implementation roadmap
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Fig. 3 Effect of basic structure model of sample room
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Fig. 4 Exterior model effect of sample room
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Fig. 8 Add material mapping effect to living room model
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Fig. 5 Effect of horizontal household model
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Fig. 9 Horizontal scene effect
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Fig. 6 The effect of living room home model production
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Fig. 11 Scene of users roaming in the living room
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Fig. 12 Scene of users roaming in the bedroom
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Fig. 13 The effect of grabbing objects
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Fig. 14 Auxiliary map effect
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