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The Implementation of Virtual Reality Technology in Interior Design
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Abstract:Virtual reality technology is widely usediin various fields.This paper firstly describes the system design

process.According to the characteristics of interior design,works are presented in the form of virtual reality.Interior designers

perform specific design in software programs,and users ¢an achieve immersive experience through virtual reality. Compared

with the traditional interior design,it enables designers to conduct more intuitive and more effective inspection on their

works,which greatly reduces costs and unfiecessary risks.
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Fig.1 The location of 4héredge detection
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Fig.2 Click the screen
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