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Research on the Development of First-Person Perspective Scene Interaction
Functions Based on Unity3D Under the "1+X” Certificate System
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Abstract : As akey initiative in vocational education reform, the "1+X" certificate system emphasizes the in—depth
integration of academic education and vocational skill level certification, focusing on the cultivation of
core post competencies. With the widespread application of VR and AR technologies across various
industries, the first—person perspective (FPP) scene interaction function, as a core module of virtual
simulation projects, has become a key assessment content in the "1+X" certificate evaluation for
majors such as digital media and virtual reality application technology. On this basis, this paper briefly
analyzes the skill requirements of the "1+X" certificate system for scene interaction development, and
discusses the development practice of first—person perspective scene interaction functions based on
Unity3D, as well as the development achievements and application value.
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