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Abstract

 The Virtual Campus Tour project is to create a virtual reality
application that would allow prospective students to explore the
campus and its resources.

 The software will be developed to deliver an immersive
experience of the campus, authentically representing its various
locations, facilities, and services.

 This project will be valuable in providing prospective students,
their families, and anybody interested in seeing the campus with a
genuine and interesting experience.



Objective

• Goal:

• Develop a virtual campus tour that allows     
prospective students to explore the campus and its 
facilities.

• Objectives:

• Develop a virtual environment that accurately 
represents the campus and its facilities.

• Implement interactive features that allow users 
to navigate the virtual environment and access 
information about various locations on campus.



Modelling

• The virtual environment will be created using Unity.

• The environment will include buildings, trees, people, 
furniture, landscaping elements, etc.

• The geometry will accurately represent the campus and 
its facilities.

• Textures will provide detail.

• Animations will simulate movement within the 
environment, such as opening and closing doors.





Softwares:

 Unity software

 Computer with sufficient processing power and graphics 
capabilities to run the Unity software and the virtual 
environment.

 3d’s max

 Sketchup



Programming
 In this it will shows the avatar when reaches the door it will opens and closes 

respectively.



 The code shows the navigation of each block. When the avatar reaches the navigation 
screen it will navigate to each block, and it shows the history of each block.



Implementation
The following functionalities will be implemented in the virtual
environment:
 Vision
 Sound
 Animation
 Interactivity
 Sensors
 Avatars



Vision:
 Textures and 3D models will be used to provide detailed 

information about locations on campus. 
 For example, the library will have shelves of books, 

study tables, and chairs.





Sound:

Ambient sounds will be used to create a realistic
environment.

For example, the library will have the sound of
pages turning and people whispering.



Animation:

Three animated objects will be used in the 
project, such as a student walking to class, a door 
opening, and a flag waving.



Interactivity:

 At least five user-triggered events will be implemented, such as 
clicking on a building to access information about its history or 
clicking on a classroom to see the current schedule.



Sensors:
 Three different types of sensors will be used, such as proximity 

sensors to trigger events when a user is near a location, touch 
sensors to allow users to interact with objects, and time sensors to 
simulate changes in lighting and weather.



Avatars:

Custom and inbuilt avatars will be used to 
represent users within the environment. Users 
will be able to control their avatar using the 
keyboard and mouse. In the virtual campus tour, 
different types of avatars will be used to 
represent users within the environment. These 
avatars can be customized by the users and will 
be controlled using the keyboard and mouse.



Why Virtual Reality ?

 Virtual reality is the appropriate technology for this
project because it provides a more immersive and
interactive experience compared to traditional 2D
interfaces. By using virtual reality, users can explore the
campus and its facilities as if they were physically there,
providing a more realistic and engaging experience.
Additionally, virtual reality allows for the implementation
of interactive features such as avatars and artificial
intelligence, which can enhance the user experience.



Conclusion:

 The project will create a virtual campus tour for
prospective students and their families to experience the
school. The project goals are to create a virtual
environment that adequately portrays the school and its
buildings and integrate interactive features that allow users
to navigate and obtain university information. Unity
software will implement vision, sound, animation,
interactivity, sensors, avatars, AI, and an interface. The
project could engage prospective students and help current
students and faculty.



Thank You


