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Halaman Persembahan / Motto

“Paperwork wouldn’t be so bad if it weren’t for all the paper. And the

work.”

Darynda Jones, Fifth Grave Past the Light

”You can’t have a baby in one month by getting nine women pregnant.”

Wernher Von Braun

“I’ve had great success being a total idiot.

Jerry Lewis
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RANCANG BANGUN APLIKASI PAMERAN ONLINE PERUMAHAN
DENGAN TEKNOLOGI VIRTUAL REALITY

Credo Akwila Mappadang

ABSTRAK

Laporan ini membahas proses perancangan dan pengembangan aplikasi pameran
perumahan berbasis teknologi Virtual Reality (VR) yang dilaksanakan dalam
rangka kegiatan magang di Lembaga Penelitian dan Pengabdian Masyarakat
Universitas Multimedia Nusantara.  Latar belakang dari proyek ini adalah
kebutuhan akan alternatif pameran digital yang lebih efisien, fleksibel, dan interaktif
dibandingkan pameran konvensional. Aplikasi dikembangkan menggunakan
Unity dan memanfaatkan fitur interaktif VR, termasuk animasi, pemindahan
objek, serta integrasi dengan chatbot berbasis Al (Gemini) untuk meningkatkan
pengalaman pengguna. Selama magang, penulis terlibat dalam proses pencarian
aset 3D, pengembangan fitur interaksi, integrasi sistem Al, serta evaluasi dan
penyempurnaan aplikasi secara iteratif. Hasil dari kegiatan ini adalah sebuah
prototipe aplikasi pameran perumahan virtual yang dapat digunakan sebagai sarana
informasi dan promosi secara imersif. Proyek ini diharapkan dapat menjadi
kontribusi nyata dalam pengembangan teknologi informasi di bidang pameran
digital.

Kata kunci: Artificial Intelligence, Pameran Virtual, Unity, Virtual Reality
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DEVELOPMENT OF AN ONLINE HOUSING EXHIBITION APPLICATION
WITH VIRTUAL REALITY TECHNOLOGY

Credo Akwila Mappadang

ABSTRACT

This report presents the design and development process of a virtual housing
exhibition application utilizing Virtual Reality (VR) technology, carried out as
part of an internship program at the Research and Community Service Institute
of Universitas Multimedia Nusantara. The project was initiated to address the need
for a more efficient, flexible, and interactive alternative to conventional exhibitions.
The application was developed using Unity and incorporates various VR interactive
features, including object manipulation, animations, and an integrated Al-based
chatbot (Gemini) to enhance user experience. During the internship, the author was
actively involved in sourcing 3D assets, developing interaction features, integrating
Al systems, and performing iterative evaluation and refinement of the application.
The outcome of this project is a prototype of a virtual housing exhibition application
that serves as an immersive medium for information dissemination and property
promotion. It is expected that this project contributes meaningfully to the
advancement of digital exhibition technologies.

Keywords: Artificial Intelligence, Virtual Exhibition, Unity, Virtual Reality
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