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Introduction Implementation

Our project aims to create a virtual
reality experience of a decommissioned

In conclusion, our VR submarine game
currently has five unique rooms, including

military submarine, the Albacore, which is ® Oculus Quest is a tetherless device that can be the control room, mess hall, bunk room,

now a museum exhibit. This will allow 90% connected to a PC to access a library of radar room, and exterior. We hope that future
of individuals who are unable to physically applications developed for Oculus Rift. ogroups will continue to work on this project
tour the submarine due to disabilities or ® The application is built around Unity plugins, and build upon the foundation we have laid.
claustrophobia to experience it virtually. The a game engine that supports VR applications. Our sponsor and team hope that future
Albacore Park currently only offers physical ® The application has separate GUIs for users : _ iterations of the game will include a

tours, which are not accessible to all using VR headsets and those customizing the Outside figure. 2 multiplayer function and more interactive
individuals. 3D environment. features. Finally, we will strive to leave

— behind useful and informative resources for
future teams to utilize and further develop
this exciting project.
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® Allows for interactive control using a
periscope and levers.

® Is accessible and user-friendly for
individuals with different impairments.

® Provides comprehensive instructions and
support for first-time VR users.

® The application requires high-quality,
synchronized sound effects and music to
create an immersive virtual environment
that enhances the user's experience.

figure. 5

On behalf of our team, we extend our heartfelt
figure. 3 figure. 4 gratitude to our Scrum Master, Matthew Plumlee,

c ® Blender is used for object and model creation, which can be imported as a separate file for =~ and our sponsor, Patricia Violette. Matthew's
—_—> Unity, allowing for creating game-related objects that can be used in multiple environments. exceptional guidance and dedication have been

OoCU | Uus’® Unity hasits limitations and requires scripts to customize in-game features, while C vital in fostering effective communication and
scripts allow flexibility in performance and fluency for managing script rendering. resolving contflicts. Patricia’s vision,
® The OpenXR interaction library is used for a simple and concurrent user experience(see encouragement, and generous financial support
figure 1). have not only inspired us to reach our full
figure. 1 ® The application's scenes need to be loaded separately, meaning all "rooms"” need to be potential but also enabled the purchase of
separate game objects. essential devices for our project. Together, their

support and belief in our abilities have played a

significant role in our team's success.
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