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Research and Development of the Virtual Experience System for Intelligent Family
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Abstract:For traditional interior design,user experience is lack of immersion and interaction.A virtual experience

system for home interaction design based on virtual reality technology is proposed.Focusing on the basic characteristics

of virtual reality,this method uses three-dimensional software to create virtual scene,uses the Unity game engine and PBR

technology to improve the fidelity of virtual scene,and uses virtual reality device HTC Vive to provide users with interactive

experience operation.Through the development of virtual experience system,a new indoor home design experience method is

proposed.
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Fig.1 Color map of chairs
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Fig.2 Metallic map of chairs
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Fig.3 Normal map of chairs
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Fig.4 Ambient occlusion map of chairs
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Fig.5 Scene without light probes and reflection probes
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Fig.6 Scene with only light probes
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Fig.7 Scene with light probes and reflection probes
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Fig.8 HITC Vive handle buttons
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virtual home experience system)
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