Understanding the Psyche Mission Through VR:
An Interactive Learning Experience
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The Solution:

The PC-based Virtual Reality (PCVR) application developed
in Unity using the High-Definition Render Pipeline (HDRP)
to deliver high-fidelity, immersive environments. It utilizes
official NASA and Psyche mission data, including digital
terrain models (DTMs) from Mars missions, which are
transformed to heightmaps, imported and processed

within Unity to create realistic 3D planetary landscapes. 'FPi‘;‘i,'éi"‘éfiﬁéii“éﬁl%”&ffé12"3’3“”
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Interaction Toolkit, enabling exploration of multiple fixed .

and user-controlled viewpoints within a 360-degree VR
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mission data about the Psyche asteroid. _ \ _
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