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Prepare traditional BIM workflows for game engines and virtual reality
Yi Hu
School of Arts, Guangxi University, Nanning, Guangxi 530000

Abstract: With the growing interest in using virtual reality (VR) to disseminate artistic cultural heritage, the question of how to use
existing collected data as content for virtual experiences is a potentially valuable opportunity. In the era to come, it will be possible to
use these 3D models as the main means of public education and promotion. People can view BIM-related data in VR headsets (or
glasses), but they are not enough to take on the work of disseminating traditional culture, and they lack the function of serving
teaching content and storytelling. In order for BIM to perform in VR, this article will explore the process by which Unity edits BIM data

into interactive scenes.
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