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Abstract

Taking North China University of Science and Technology as the research object, a virtual campus
roaming system with functions of three-dimensional display, online virtual walk-through, infor-
mation management and services was developed. With strong interactivity and immersion, the
system can show varieties of campus environment in all directions to make users have immersive
experience when roaming through virtual campus, thus promoting the campus image publicity
and information management greatly. Based on the Unity 3D game engine, the roaming system
was interactively developed with the three-dimensional modeling technology, and C# script lan-
guage, and combined with computer network technology, etc. Through the development of this
system, we have made a further study of the three-dimensional scene modeling and optimization,
interaction between roles and scenarios, collision detection technology.
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Figure 1. The technical roadmap
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Figure 2. The scene graph of teaching building
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Figure 3. The picture of campus information management
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UnityEngine.Rect r =new Rect();
if (GUI.Button( new Rect(buttonX, buttonY, buttonWidth, buttonHeight), " & 17 i7"))
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