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Abstract This thesis was developed so that users can access tourism services more easily by utilizing
Unity based on the metaverse. The core function and environment of the program were created using
Unity, a game production tool, to create a virtual space. In the virtual space, it is implemented so that
the tourist service can be used from various angles and positions through NPCs to which control and
camera viewpoints are applied. This project is a content that allows you to visit tourist attractions in a
virtual world without going to the site by using virtual reality technology. The background and goal of
the project is to make it into a game form using a Ul frame and fuse it into a simple game form to add
fun elements to enable virtual reality tourist experience applying game for tourist attraction publicity.
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Fig. 1. RealSense Unity Toolkit
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2.3 SHiCi(Blender)
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Fig. 3. Blender Edit Screen
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Table 1. implementation environment

Dev Tools version / Spec.
window 10.0 Version

Unity 2019 Version

3D Vista 2021 Version

Mixmo Web Based

Blender Tools 3.0a

3.2 7i=H OfL|mjo|M

Table 2+ 87 sl= Zajo|tt. 1941 7HEHY &
A& 8P 919 Mixamo o101 UPLOAD
A CHARACTERE & 3 AT 7iEHY S &
A 29 siEth 224 AYErF 295H, 243 3
7HA] &2 (idle, walk, run)& ZMsto] o]e} Zo] 44
kil FBX mHeE AgdlE & HSHoR fUE L=
AEo| fARIE QEAES Z7IFrH10,11]. Table 2

L 9ARE o] §a AE 27 Axolck
Table 2. Rigging procedure
step Explanation image
1 character model
load for Rigging
9 Export Save to FBX
rigged
19A= Asset -) create -) Animator Controller

£ AAS 28A=  Animator Controlleroj4
Blend Tree® A4s] <ot 3@4= Blend Tree
Inspector ZofA] Motion 37/l F7HAAE &, oY
= Zob 37l BE FTHAZH. 4= BEd0eS
Girlbody ¢Holl Idle 228 IS dol&th. 5HA=
e H59 fFEolth. Table 32 FUE A
Blend& #-&dt= datolot.

Table 3. Blend application procedure

step Explanation image
1 Create Animator Controller
2 Create a Blend Tree

3 Add Motion

4 Create Girlbody

5 modeling done
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Table 4. Terrain creation process

step Explanation image

Create Terrain
1 to Unity Tools
(size 1024*1024)

A textured to Unity
2 Tools
(plant, fire, rock

A planting trees
3 to Unity Tools
(Optional---.)

Finished terrain to
4 Unity Tools and
Publishing
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Table 5. 3rd person camera settings

step Explanation image

Create Empty Create a
1 new one and name it
campivot

Put the main camera into

2 i

the campivot.
3 Put it inside the girlbody
4 Change location of

campivot and maincamera

342 H2H 0|SE ¢
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£ AsiE 224 AR A2 7N H
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Table 6. Apply script

step Explanation mage

1 Create a script

2 Apply script

3 Apply each to
the script
finished

character
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Table 7. Create a splash screen

step Explanation image

create image after
1 creating new file to
unity

start screen import

2 for Gamification of
application

3 Source Image
image

Create a Button for
4 Control of
Applications

Enter text in Button
to Application

finished screen for
Applications

3TA= AR oJu|XE Eo|ti7} Source Image
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Table 8. A consist of App for Tour

scene Explanation
intro start screen
main scene Front Door
building building
scene3 tree
scened etc
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