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The following document outlines the concept generation phase of the AI VR 
museum project. This museum aims to merge cutting-edge technologies with immersive 
experiences, allowing users to explore dynamically evolving exhibits shaped by AI. To 
achieve this vision, 100 unique concepts were systematically generated by evaluating the 
core functions and objectives of the project. These functions include immersive 
education, artistic expression, AI-driven content creation, and user interactivity. By 
analyzing these aspects, the concepts address various design challenges and 
opportunities, such as how AI can create adaptive exhibits, enhance learning outcomes, 
and personalize the user experience. The generated concepts span a diverse range of 
possibilities, from AI-curated art galleries to interactive educational simulations and 
community-driven virtual installations. This section details the concept generation 
process, highlighting the interdisciplinary approaches used to brainstorm and refine ideas 
that align with the project's goals. 

 

 

 

 

 

 

 

 

 

 

 



Concept Generation Approaches 
 
VR Metaquest 3 Apple Vision 

Pro 
Metquest Pro Oculus Playstation VR 

AI Incorporate 
multiple AI 
tools: 
ChatGPT, 
Suno, 
MidJourney 

ChatGPT Suno MidJourney Elevenlabs 

Modeling Animations/m
odels in 
Blender 

Use Maya for 
models 

Use CAD for 
models 
 

Use Sketchup 
for models 
 

Use Cinema4D 
for renders 

Interactivity Include 
numerous 
types of 
interaction: 
games, spatial 
audio, 
generative 
exhibits 

Add interactive 
games 

Add 
interactive 
elements to  
existing 
exhibits 

Spatial audio Image 
generation 

Artistic 
Expression 

Add a variety 
of artistic 
forms 

Focus more on 
painting/imagery 

Focus on 
historical 
exhibits 

Add musical 
expression 

Add dancing/ 
expressive art 
exhibits 

Engine Unreal Engine Unity Godot Lumberyard CRYENGINE 
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The chart above outlines a morphological analysis of our project to come up with 

our 100 concepts. The morphological analysis consists of analyzing the different 
functions of our project and determining multiple different solutions that address each 
function. These potential solutions aim to address the technological and experiential 
requirements of the project. 

1. Virtual Reality (VR) Platforms 

The chart lists several VR platforms, including MetaQuest 3, Apple Vision Pro, 
MetaQuest Pro, Oculus, and PlayStation VR. These platforms offer varying levels of 
accessibility, hardware performance, and user experience. MetaQuest devices, for 
instance, are known for their standalone functionality and broad audience reach, while 



Apple Vision Pro offers high-end capabilities with cutting-edge mixed-reality features. 
The choice of platform will depend on factors such as target audience, budget, and 
desired interactivity level. 

2. Artificial Intelligence (AI) Tools 

AI tools like ChatGPT, Suno, MidJourney, and ElevenLabs are included for their unique 
capabilities. For example, ChatGPT could be employed to generate dynamic, 
conversational exhibits, while MidJourney provides generative AI for visual content 
creation. Suno and ElevenLabs could support audio-related features, such as voiceovers 
or soundscapes. The inclusion of multiple AI tools highlights the interdisciplinary 
approach needed to craft an immersive and adaptive virtual museum. 

3. 3D Modeling and Animation Tools 

The modeling aspect considers tools such as Blender, Maya, CAD, SketchUp, and 
Cinema4D. Blender and Maya are suited for creating animations and intricate 3D assets, 
while CAD and SketchUp might be better suited for architectural elements and exhibit 
layouts. Cinema4D’s rendering capabilities can enhance the visual fidelity of the exhibits, 
adding to the overall realism and artistic appeal. 

4. Interactivity Features 

Interactivity is a key component for engagement. The chart proposes a variety of options, 
including interactive games, generative exhibits, spatial audio, and image generation. 
Spatial audio can deepen immersion by providing directional sound cues, while 
interactive games encourage active participation. Image generation could personalize 
exhibits, tailoring the experience for individual users. This variety ensures a broad 
spectrum of interactive options to cater to diverse user preferences. 

5. Artistic Expression 

Artistic expression is categorized into multiple forms, such as painting, imagery, music, 
historical themes, and expressive art like dance. These categories reflect the museum's 
goal to provide diverse cultural and educational experiences. For instance, focusing on 
historical exhibits could educate visitors on important events, while musical or dancing 
exhibits could create immersive performances that bridge art and technology. 

 



6. Game Engines 

The chart lists Unreal Engine, Unity, Godot, Lumberyard, and CRYENGINE as potential 
engines. Unreal Engine and Unity are industry leaders, known for their powerful VR and 
AI integration capabilities. Godot offers an open-source alternative for budget-conscious 
projects, while Lumberyard and CRYENGINE provide options for high-performance and 
visually stunning experiences. The engine choice will significantly impact the project's 
development workflow and final experience. 

Using the different solutions from the above morphological analysis, we were able 
to come up with a variety of different concepts. Our high-fidelity concepts will 
incorporate solutions to all the different functions, since the high-fidelity concepts should 
have all the information we need to complete the project. Each high-fidelity concept will 
be slightly different by mixing different solutions into one concept. For example, one 
high-fidelity concept will use the Metaquest for the VR headset, ChatGPT for the AI tool, 
and Blender for 3D modeling. Another high-fidelity concept will use the Apple Vision 
Pro instead. Interactivity and artistic expression are much more broad functions, so all the 
different concepts could not be listed in the morphological chart. These concepts were 
still related to the morphological analysis since they were created by addressing those 
two functions.  

 
Another approach to concept generation we used was crapshoot, where each 

member randomly came up with ideas and wrote them down so that our group could 
discuss each one and consider which ones should be incorporated in our concept 
generation. This specific method works well for our project since it is more creativity 
oriented. Things like interactivity and artistic expression would be better addressed with 
crapshoot, for example. After the group discussed each concept they were either 
discarded or placed in the concept generation list.



High Fidelity Concepts: 
1.​ Game engine: Unity  

3D Modeling: Blender  
AI: use a variety of tools such as ChatGPT, Midjourney, and Suno 
VR Headset: Metaquest 3  
Interactivity: include various types of interactivity such as spatial audio, playable games, 
and generative exhibits 
Artistic Expression: include a variety of different types of exhibits such as a sports room, 
history of AI room, film room, and improved game room. 

2.​ Game engine: Unreal Engine  
3D Modeling: Blender  
AI: use various AI generation tools such as ChatGPT, Midjourney, and Suno 
VR Headset: Metaquest 3  
Interactivity: include various types of interactivity such as spatial audio games, and 
generative exhibits 
Artistic Expression: include a variety of different types of exhibits such as a sports room, 
history of AI room, and film room. 

3.​ Game Engine: Godot  
3D Modeling: Blender  
AI: use Suno for AI generation 
VR Headset: Apple Vision Pro  
Interactivity: include various types of interactivity such as spatial audio and playable 
games 
Artistic Expression: include a variety of different types of exhibits such as a sports room, 
history of AI room, and film room. 

4.​ Game Engine: Unity  
3D Modeling: Blender  
AI: use numerous types of AI such as ChatGPT, Suno, and MidJourney 
VR Headset: Apple Vision Pro  
Interactivity: include various types of interactivity such as spatial audio, playable games, 
and generative exhibits 
Artistic Expression: Include a variety of different types of exhibits such as a sports room, 
history of AI room, and film room. 

 
Medium Fidelity Concepts 

1.​ Use Unity as a game engine and Blender for 3D modeling, use various generative AI 
tools, include various art forms 

2.​ Use Unity as a game engine and Blender for modeling, use a headset other than the 
Metaquest 3 and use various types of AI 



3.​ Use Unreal Engine as a game engine and Blender for modeling, use a headset other than 
the Metaquest 3 and use various types of AI 

4.​ Use Unreal Engine as a game engine and Blender for 3D modeling, use various 
generative AI tools, include various art forms 

5.​ Use the Apple Vision Pro for the headset and use various types of generative AI, focus on 
historical exhibits such as history of AI 

6.​ Use the Metaquest 3 for the headset and use ChatGPT for AI implementation, add 
exhibits relating to sports, AI, and film  

7.​ Use Unreal Engine as a game engine and Blender for modeling, use the Metaquest 3, 
create artistic and historical exhibits 

 
 
 
 
 



 
 



 
Summary 
​ The concept generation process for the AI VR Museum is listed above. It consists 
of 100 concepts that address either all the functions of the project or smaller components 
of the project. These concepts were derived through a structured approach by analyzing 
and addressing the various functional requirements of the project. The project aims to 
leverage AI for dynamic exhibit creation and modification, ensuring an immersive, 
interactive, and educational experience for users. The morphological analysis identified 
key areas such as content generation, user engagement, and exhibit variety, which guided 



the brainstorming process. From the pool of 100 concepts, four high-fidelity concepts 
were refined to provide comprehensive solutions, addressing every functional aspect in 
detail. These high-fidelity concepts represented well-rounded approaches with defined 
strategies for all the functions listed such as use of AI, VR, interactivity, and artistic 
expression. They form the basis for evaluating feasibility and further development in 
subsequent project stages. 
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