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Abstract:In order to attract more applicants,schools need to better display their own styles so that students can

better understand the campus internal environment.Traditional virtual campus roaming system presents the environment

to users through 2D animation,360° environment photos,pictures and texts,which lacks interactivity,immersion perception

and depth of field and can't generate immersive feelings.Aiming at the above problems,this paper uses 3D virtual reality

technologies,designs and develops a user-centered virtual campus roaming system with entertainment,interactivity and

immersion.Users can visit freely or automatically to the campus,click the given interactive objects and gain the information

they are interested in.
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Fig.1 The development process
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Fig.2 Login interface of virtual campus
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Fig.3 Virtual campus
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Fig.5 Scene modeling diagram
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if(Input . GetKey(KeyCode. W)){
z+=m_Speed*Time.deltaTime;
}

if(Input. GetKey(KeyCode.S)){
z—=m_Speed*Time.deltaTime;
}

if(Input. GetKey(Key Code. A)){
x—=m_Speed*Time.deltaTime;

j

if(Input . GetKey(Key Code.D)){

x+=m_Speed*Time.deltaTime;

}

transform. Translate(new Vector3(X,v,z));
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path=GameObject. FindGameObjectsWithTag(" Wandar
Point");

Array.Sort(path, (x,y)=>{returnx.gameObject.name.

HAR LS N

CompareTo(y.gameObject.name): | );
transform. position=path [0].transform.position;
transform.forward=path [Index].transform. position—
transform. position;
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if(Vector3.Distance(path [Index].transform.
position, transform. position)<0. 1f){
if(Index ! =path.Length—1){
Index++;}
if(Vector3.Distance(path[path.Length—1].transform.
position, transform. position)<0. 1f){
transform.position=path [path.Length—1].transform.
position;
return; |
transform.forward=path Index].transform.
position—transform.position; }
transform. Translate(Vector3.forward*5+Time.

deltaTime, Space. Self)
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Ray ray=Camera.mainCamera.ScreenPointToRay
(Input . mousePosition);

if (Physics.Raycast(ray,out hit,100)){

if (hit.transform.gameODbject.name=="Library") {

----- // event handling

4 #5i(Conclusion)
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