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ABSTRACT:

The development of a Virtual Reality-Based
Event Hall Booking System aims to revolutionize
the way event venues are explored, booked, and
managed. Traditional booking systems often rely on
static images and descriptions, which can leave
potential clients with an incomplete understanding
of the space. By leveraging immersive virtual reality
(VR) technology, this system allows users to
experience a lifelike, interactive tour of event halls
from the comfort of their own location. Users can
navigate through different venues, view the space in
360 degrees, customize layouts, and visualize event
setups in real-time. Additionally, the VR platform
integrates booking functionalities, enabling
customers to reserve their desired venue, select
services, and finalize payment without physical
interaction. This innovation not only enhances user
engagement but also streamlines the event-planning
process, offering significant time and cost savings
for both clients and event organizers. The system
represents a shift towards more dynamic, efficient,
and accessible event management, driven by
cutting-edge VR technology.
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1.INTRODUCTION:

The Virtual Reality-Based Event Hall
Booking System is an innovative platform designed
to transform the way users explore and reserve event
venues. Traditionally, booking an event hall requires
multiple physical visits, manual comparisons, and
extensive coordination, making the process time-
consuming and often overwhelming. This system
eliminates these inefficiencies by leveraging Virtual
Reality (VR) technology, allowing users to virtually
navigate and experience venues in an immersive
360-degree environment before making a
reservation. By combining VR with real-time
booking and payment functionalities, the platform
enhances convenience, efficiency, and accessibility
for users, ensuring they make well-informed
decisions without the need for physical site visits.
The system is developed using a combination of
cutting-edge technologies to provide a seamless and
engaging experience. For UI wireframing and
design, Adobe XD is used to ensure a user-friendly
interface. Blender is employed to create detailed 3D
models of event halls, providing realistic
representations of venues with accurate dimensions,
furniture arrangements, and decor. Unity serves as
the core development platform for integrating UI
components, managing interactions, and optimizing
the VR experience. Additionally, API integration
plays a crucial role in enabling secure real time
booking, payment processing, and user data
management, ensuring a smooth and efficient
reservation process. The system is also optimized
for VR to ensure a lag-free, high performance
experience that enhances user engagement. One of
the most significant advantages of this system is its
ability to provide immersive virtual tours,
eliminating the limitations of static images and
videos typically found on event booking websites.
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Users can navigate through venues, assess different
layouts, check lighting and ambiance, and visualize
the space according to their event needs. This level
of interactivity allows for better decision making, as
users can explore the venue in real-time, ensuring it
meets their expectations before committing to a
reservation.
2.LITERATURE SURVEY:

Literature Analysis Virtual Reality (VR)
technology has become an integral part of various
industries, including real estate, tourism, and event
management, by providing immersive and
interactive experiences. In recent years, the
application of VR in event hall booking has gained
significant attention as it enables users to virtually
explore venues before making a reservation. Real-
time booking capabilities, 3D modelling, user
interaction in virtual reality, and VR-based venue
booking systems are the subjects of this survey of
the available research. The survey conducts a
critical analysis of previous efforts, identifies
discrepancies, and emphasizes the difficulties that
call for the creation of a Virtual Reality-Based
Event Hall Booking System.

The role of interactive dashboards and real-
time data visualization has also been emphasized in
research. Li et al. (2022) explored how integrating
user-friendly interfaces with predictive models
improves stakeholder decision-making. The study
supports our implementation of a Streamlit-based
interface, allowing users to input accident-related
data and obtain real-time predictions on accident
severity. Several studies have examined the role of VR
in event venue booking. The impact of VR-based event
venue exploration on customer engagement was the
subject of a 2020 study by Zhang and Kim. Their study
indicated that users who experienced immersive virtual
venue tours were 35% more likely to proceed with a
booking compared to those using traditional 2D images.
They concluded that VR provides a more engaging and
realistic visualization, helping users make informed
booking decisions. The usefulness of VR-based event
planning tools was the subject of another study by
Johnson et al. (2019). Their research focused on
interactive features such as changing seating
arrangements and lighting conditions within a virtual
environment. The findings demonstrated that users

preferred VR-based booking platforms due to their
flexibility in customization and real-time modifications.
However, the study noted challenges related to latency
and VR rendering performance, indicating the need for
optimization in VR applications.

3.METHODOLOGY:
The increasing adoption of Virtual Reality

(VR) in event management has led to significant
advancements in venue exploration, booking
automation, and user experience enhancement.
However, as identified in the literature survey,
existing systems lack optimization in real-time
booking, interactive customization, and seamless
backend integration. By providing a platform for
virtual venue selection and booking that is highly
immersive, effective, and secure, the proposed
Virtual Reality-Based Event Hall Booking System
aims to close these gaps. This chapter outlines the
objectives of the proposed work, the methodology
followed, and the selection of tools, techniques,
and standards used in the development of this
system. The Creation of an Immersive VR-Based
System for Venue Exploration The primary
objective is to create a realistic, interactive, and
immersive VR environment that allows users to
explore event halls in 360 degrees before making
a booking. This includes the development of high-
quality 3D models using Blender and the
integration of Unity’s rendering engine for
smooth navigation and interaction (Lee et al.,
2021). 2.Putting in Place a System for Real-Time
Booking and Payment To enhance efficiency and
reliability, the system will integrate API-driven
real-time booking functionalities, allowing users
to check venue availability instantly. Additionally,
a secure payment gateway will be implemented to
ensure seamless transactions and data protection

FLOW CHART:
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4.PROPOSED SOLUTION:
The Virtual Reality-Based Event Hall

Booking System is designed to enhance the venue
selection and booking experience by providing
users with an immersive, interactive VR
environment. The proposed system consists of
various interconnected modules, each responsible
for a specific functionality, including user
authentication, VR-based event hall exploration,
real-time booking, payment processing, and
administrative management. This chapter presents
the proposed work and methodology, explaining
the structure and functionalities of each module.

Profile management, login authentication,
and user registration are all handled by this
module. It guarantees that the system and
bookings can only be accessed by authorized
users. According to Dinh et al. (2000), secure
authentication methods like JWT-based
authentication and OAuth 2.0 will be used. This
module allows users to virtually explore event
halls in a 360-degree environment. It enhances
user engagement and decision-making by
incorporating interactive objects, realistic 3D
models, and customizable layouts

Users are able to check the availability of a venue
and make immediate reservations thanks to the real-
time booking module. A cloud-based database will be
synchronized with the VR environment to ensure
accurate availability updates (Gronroos & Voima,
2021). 4.1.4 Secure Payment Processing Using safe

APIs like PayPal or Stripe, this module handles
online payments. It ensures that all transactions are
encrypted and compliant with financial security
standards

3D Model Creation. High-quality 3D event hall
models will be developed using Blender. Realistic
lighting, textures, and interactive elements will be
included in the models (Lee et al., 2021). VR
Integration with Unity. The models will be imported
into Unity and optimized for VR headsets and
desktop exploration. Users can walk through the
venue, change seating arrangements, and explore
various setups. Performance Optimization Level of
Detail (LOD) techniques will be used to reduce
rendering load and improve performance

5.CONCLUSION:
By providing real-time booking updates, a

360-degree virtual exploration experience, and
secure payment processing, the proposed system
fulfilled its objectives. The integration of Blender
for 3D modelling, Unity for UI and interactions,
and API-based booking and payment systems
enabled a seamless and immersive experience for
user. VR rendering performance remained stable,
with an average frame rate of 72 FPS, ensuring a
smooth and immersive experience. The booking
response time remained under 2 seconds, ensuring
quick availability updates and confirmations. User
authentication success rates reached 98%,
demonstrating a secure and reliable login system.
Payment transactions were successfully processed
with a 100% completion rate, with strong
encryption ensuring data security. User feedback
showed a 90% satisfaction rate, highlighting the
system’s ease of use, efficiency, and effectiveness.
Comparisons with traditional booking methods
confirmed that the proposed system significantly
improves venue selection and booking efficiency.
The cost-benefit analysis demonstrated that while
the initial investment in VR development and
integration is notable, the long-term benefits
outweigh the costs. Increased customer
engagement, improved user decision-making, and
automation of the booking process contribute to
the system’s long-term sustainability and business
value.
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