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Research on 3D Content Optimization Methods in VR Devices
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Abstract In this study, we investigated optimization methods applicable to Unity 3D and evaluated the efficienc
y of optimized content through experiments. And by applying this, we created virtual reality content with the th
eme of survival set in space. In this experiment, virtual reality space survival content was built on the Android
OS platform, and CPU processing speed, total memory usage, draw call, and FPS were measured using Unity P
rofiler, and the performance before and after applying the optimization technology was compared and presented i
n a table. . As a result, it was found that the 3D content optimization methods proposed in this study, includin
g ‘Lighting Baking’, ‘Occlusion Culling’, ‘Object Pooling’, and ‘Asynchronous Scene Loading Using JSON’, wer
e very efficient in VR devices. This study proposes a way to easily solve the optimization problem, which is a
chronic problem in the development of 3D content to be used in VR devices, in the Unity engine, providing a
useful guideline for indie game developers or people unfamiliar with the Unity engine when developing VR con
tent. I hope it will be used.
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Figure 1. Visualization of Lighting Baking
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Figure 2. Example of applying Occlusion Culling in Unity
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Figure 3. Visualization of Object Pooling
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Figure 4. Virtual reality space survival multi-content flow
chart
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Figure 6. In-game screen of space survival content
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Table 2. Table comparing before and after applying
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