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How Sounds Hannam used Unity to turn a complex cultural space into an
interactive 3D environment
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The Sounds Hannam Project is an architectural details about the stores inside Sounds Hannam,
visualization project that digitally created Sounds Hannam, and a color-changing feature for the props.
a complex cultural space in Hannam-dong, Yongsan-gu, The navigation feature was inspired by my
Seoul, using High Definition Render Pipeline (HDRP) in impression that the stores were hiding here
Unity. This project offers interactive content that lets you and there during my first visit to the physical
virtually explore the Sounds Hannam cultural space by building. Like GPS in a car, this feature helps
navigating with a mouse and a keyboard. You can click you take a virtual tour of the stores inside. It
on a store in the building that interests you to see the was developed to make it easy to find stores
shortest path to it from your current location. A pop-up when adding interactive elements to the
window will also display some details about the store you project.
just clicked. Unity Engine’s strength lies in the fact that
This project utilized Unity’s HDRP, which allows for creating it allows for high—-quality 3D visualization
high—-quality visuals, and Shader Graph, which lets you with simple settings and controls. It is highly
build shaders visually by using nodes instead of writing expected that this advantage will help with
code. HDRP, Shader Graph, and other cutting-edge promoting built structures in the architectural
technology from Unity made it possible to present details industry, increase the accuracy of designs, and
such as internal lighting and natural sunlight overlapping enable you to test and develop experimental
in certain spots, external foliage swaying in the wind, and concepts.
the glimmer of leaves reflecting light. Unity ArtEngine, the

Al-powered tool that enables you to create ultra-realistic

worlds , helped speed up the realistic visualization of the ) . _ D e
Unity HDRP(High Definition Render Pipeline)S =
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Sounds Hannam design by processing the texture of the
buildings’ outer walls.

When we first received the Revit data, we thought it would
be fun to include all the various details of the buildings as
interactive elements. Most of it was dummy data because

we couldn’t use the Revit data. We still included it so each Sal 2 o olgal e
. . . 5] 3] L oOlE =) =z = Al2Ls)1 =
store would display relevant BIM information. e o o= CIEEER 2HRS At Vs
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As the project allows for various types of interactions, we (W’é;ii?)? OU]T ;\j 8 OHA? ;‘]E 71] Efj ; | 0;
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included a navigation feature that shows the shortest path _: - ;’ = ME}D}“E:H i UL me ?]j_o E;j)};
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possible to a selected store, a pop-up feature that shows AA ARl i pges D 5 gl AT H=s
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Adriana is a creator advocate for Unity Korea,
where she focuses on creating contents to
demonstrate new features and help users to
learn accessible tools,
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