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Task Unity based © VR application for simulating movement and interaction in a
Shopping mall

Description When the user enters the V&wironment and he will find himself on a
gallery and on his left side is the bottom floor, garden and furniture. And on my right side
| can see the windows of shops, while positioned on the gallery.

In our VR environment, within in there we want to praseontent to the enduser. The

user is looking at a shopping window and can see inside, and on the side of this shopping
window there is a television and looking at the screen turns the television on and content
Is displayed.

The second thing that we addas, than the user can also move in the VR environment
along the gallery so he/she can look at the next window at the next shop.



Workflow

Phase |: & Environment Development and Design

1 Part I: Exploring & Creating the Concept
1 Part Il: Upgrading Model in 3Ds MAX
1 Part Ill: Model modification in CinerdaD

Software used:

1 AutoCAD
1 3Ds Max
1 Cinema4-D

Phase Il: Integration of the-B model into Unity with interactive features

1 Part Il:Unity Project setup

Part Il:Cardboard plugin integration

Part Ill:Movement trigger scripts

Part IV:Shopping mall 3D model import and optimization
Part V:Sound effects

Part VI: Intro video

Part MI: API Call Integration

Creative suggestions
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Software used:

1 Unity
1 Unityplugins



PHASE I: ENVIRONMENT DEVELOPMEN
AND DESIGN



| PHASEEXPLORING & CREATING CONCEPT

For our research we decided to browse the internet for examples (pictures, blueprints
and etc.) of space that fits our main goal.

Our target is a specious contemporary shopping mall, wtgshlted in following
examples listed below which inspired our work.

Shopping Mall concept examples:

SOURCE:
https://goo.gl/6 EQjcv

https://goo.gl/f6SNtZ

https://goo.gl/RPK0Zb

PICS:
https://goo.gl/fSQiil

https://goo.gl/ZTiyF3

https://goo.gl/ON8pL1

Interior and retail stores examples

SOURCE
https://goo.qgl/eghW34

http://goo.ql/61TdkS

PICS:
https://goo.gl/gAY Xco
https://goo.gl/GI3OCx

http://goo.qgl/KLBrnu

http://goo.ql/GsJ2GT

https:// goo.gl/dYWYfp



https://goo.gl/6EOjcv
https://goo.gl/f6SNtZ
https://goo.gl/RPK0Zb
https://goo.gl/fSQii1
https://goo.gl/ZTfyF3
https://goo.gl/ON8pL1
https://goo.gl/eqhW34
http://goo.gl/61TdkS
https://goo.gl/qAYXco
https://goo.gl/GI3OCx
http://goo.gl/KLBrnu
http://goo.gl/GsJ2GT
https://goo.gl/dYWYfp

https://qoo.gl/T4TRNS

http://goo.gl/H2rkxW

AutoCAD- basics and 3D modeling

The actual concept plain was created in AutoCwbich was also used to build up a
preliminary model. The blueprint was done from scratch based on functional aspects and
our visual aesthetics in accordance with the previous examples.
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After this part, we created a model from the basics with separated layers and
integrated forms of same materials to get a complete perspective.
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https://goo.gl/T4TRnS
http://goo.gl/H2rkxW

When the initial setup in AutoCAD was done, we exported it to 3Ds MAX for additional
finalization where it was adjusted and upgraded to a final model.
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Il PHASE UPGRADING MODEL IN 3DS MAX

After the finalization in AutoCAD, we exported the AutoCAD file into 3Ds MAX and
created camera as a view point for perspective.
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The next stp was to assign materials to the floor, ceiling, glass and adjust the maps to
suit our surface.
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After that, the importing of equipment to the hall and inside stores, scaling them to fit
our space.
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Another point of view is the wide space with the fzard furniture on the first floor
designed for relaxation.
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Lighting of the mall was solved as a combination of artif(aahps placed on the
ceilings of the hall and shops) and natura (zenith) lighting. Spatial elements such as
sitting cubes on the ground floor, sculpture on the first floor or the bar ambient,
contribute to the overall visual impression and representatidhe interior design.

On this stage the model was ready to be exported to Cinerbafdr further and final
modifications.



Il PHASE MODEL MODIFICATIONS IN CINEMA 4D

Because of the large number of polygonsadiich the equipment is made, our goal was
to reduce them so the entire model could be optimized for better performance.

Pictures of free downloaded models can be seen from this Himki/3dsky.org/

After the process of optimization was done we have gone from irdtié80.584
polygons, we successfully reduced itli®6.487polygons.



http://3dsky.org/

We already did assigned materials to sosuefacesn 3Ds Max, in Cinema 4
improved their quality and some new details were put inside the mddebod for the

bar and portals, marble for the wall behind the bar, black and grey granite for sitting
cubes, etc.

Different materialaused ininterior:



