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ABSTRACT 
 

The following is a report on the progress achieved this semester on the compulsory 

capstone, part of the CSC major. ‘Virtual AUI Campus’ is a project that aims to re-create 

the university environment online to be viewed and explored in online. Recently, especially 

after the major world-shaking event known as Covid, universities have been looking to expand their 

tools to bypass the problems uncovered by the pandemic, namely the space constraints. Colleges are 

now investing their resources towards the digital space to guarantee learning opportunities for their 

students, who may have reasons for not being able to attend on-site.  

My project, virtual AUI, could be considered a continuation of those efforts. In 

fact, it can be said to serve two main functionalities: On one side, it would present a 

realistic depiction of the university campus, that visitors and future students could explore 

and peruse from the comfort of their homes. On the other side, it would also serve as a 

platform where faculty could have meetings with students online, or for students to create 

events unrealizable in the real world. 

 For readability and structure, I have divided this report into several major footnotes. 

The first section introduces the motivations and vision of the project as well as the issues 

that it is willing to solve for the university in general. Afterward, I will talk about the tools 

I have decided to use for this project and explain why I chose them over the other 

alternatives. Next, I will expand on the implementation of Virtual AUI. This topic would 

be divided into two main sections, each one talking about a specific part of the 

implementation. The first section would be about the campus recreation, while the second 

section would talk about how I used the 3D models, that I had previously created, to build 
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the platform. In the fifth section of the report, I will run the STEEPLE Analysis on ‘Virtual 

AUI’ in order to get a clear grasp on its scope as well as study how the external 

environment affects it. Finally, I will discuss the constraints and limitations I have 

encountered during the implementation phase in addition to the prospective work that 

could be done in the future to better the platform. 

 

RÉSUMÉ 

 Ce qui suit est un rapport sur les progrès réalisés ce semestre sur le projet final 

obligatoire, qui fait partie de la licence CSC à l’université AL Akhawayn. « Virtual AUI 

Campus » est un projet qui vise à recréer l'environnement universitaire en ligne pour être 

visualisé et exploré. Récemment, surtout après l'événement majeur qui a secoué le monde 

connu sous le nom de Covid, les universités ont commencé à chercher des outils pour 

contourner les problèmes découverts lors de la pandémie, à savoir les contraintes d'espace. 

Les collèges investissent désormais leurs ressources dans l'espace numérique pour garantir 

des opportunités d'apprentissage à leurs étudiants, même s’ils ne peuvent pas assister sur 

place. 

 Mon projet, Virtual AUI, pourrait être considéré comme une continuation de ces 

efforts. En fait, on peut dire qu'il sert deux fonctionnalités principales : d'un côté, il 

présenterait une représentation réaliste du campus, que les visiteurs et futurs étudiants 

pourraient explorer et parcourir dans le confort de leur foyer. D'un autre côté, cela servirait 

également de plate-forme où les professeurs pourraient avoir des réunions avec les 

étudiants en ligne, ou pour que les étudiants créent des événements irréalisables dans le 

monde réel. 
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 Pour des raisons de lisibilité et de structure, j'ai divisé ce rapport en plusieurs 

sections importantes. La première section présente les motivations et la vision du projet 

ainsi que les enjeux qu'il entend résoudre pour l'université en général. Ensuite, je parlerai 

des outils que j'ai décidé d'utiliser pour ce projet et expliquerai pourquoi je les ai choisis 

par rapport aux autres alternatives. Ensuite, je développerai la mise en œuvre de Virtual 

AUI. Ce sujet serait divisé en deux sections principales, chacune traitant d'une partie 

spécifique de la mise en œuvre. La première section porterait sur les loisirs du campus, 

tandis que la deuxième section parlerait de la façon dont j'ai utilisé les modèles 3D, que 

j'avais précédemment créés, pour construire la plate-forme. Dans la cinquième section du 

rapport, j'exécuterai l'analyse STEEPLE sur "Virtual AUI" afin d'avoir une idée claire de 

sa portée et d'étudier comment l'environnement externe l'affecte. Enfin, j'aborderai les 

contraintes et limitations que j'ai rencontrées lors de la phase d'implémentation en plus des 

travaux prospectifs qui pourraient être réalisés dans le futur pour améliorer la plateforme. 
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I. Introduction: 

During these times, more and more industries are transitioning their operations into 

the online space. Not only is it the most efficient choice in order to keep up with the market 

competition, but it has also been proven to result in immense benefits for them. 

This project is an extension of the digitalization mentioned above. While it is 

certainly unique it is in no way unheard of. In fact, several American colleges have 

undertaken similar projects in the past. For instance, the mobile application ‘Colleges’ 

contains an amalgamation of VR representations of US universities. This type of work has 

been especially popular in recent years, due to Covid. Students who couldn’t go to their 

campuses used that app to revisit it. 

‘Virtual AUI Campus’ is a project centered around re-creating the scenery, the 

terrain, and the buildings of Al Akhawayn University, in 3D, to allow various visitors to 

explore the campus in Virtual Reality. 

While it is true that ‘Virtual AUI Campus’ is a continuation of the efforts of the 

fore- mentioned colleges, its purpose is much bigger than that. Now that online studying 

and working have become more prevalent, this project aims to become a platform, in the 

future, used by faculty and students alike in order to set up meetings and work discussions 

online. For example, during orientation week, faculty could reserve a portion of their time 

on this platform, to discuss questions that newcomers may have. 

During this report, I will discuss in detail the work done to realize and implement 

the project. This work can be categorized into two main tasks: 

- Recreating the AUI Campus using 3D models. 

- Designing the actions of the users. 
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II. Methodology: 

After studying previous similar works done by other universities, I have reached two methods 

of realizing this project: 

 The first method consists of using specialized cameras to shoot panoramic 

images of various parts of the campus. After the photos are taken, they are 

uploaded into a 3D engine platform, like Unity, to build an application. From 

what I have seen, this is the main method used by American colleges for their 

virtual campus tours. Also, this is the simplest of the two options. 

  The second method relies on using Blender to recreate the university terrain 

and buildings with 3D models. Blender is a 3D computer graphics software that 

allows its users to create complex, high-resolution 3D models. After that work is 

done, the campus creation would then need to be transferred to Unity in order to 

program the actions of the user- like opening doors, walking, and sitting on 

chairs. With this method, the user will have a first-person experience of the 

campus where they can roam and walk around it, much like a classical FPS 

game. While I do acknowledge that realizing the project this way would take 

much more time, work, and effort, I think that it provides a much more ‘real’ 

experience of the university campus. 

 It was my intention from the start to recreate every inch of AUI in virtual reality 

for visitors to enjoy and explore, that’s why I have decided to follow the second method 

involving Blender and Unity. 

Blender is a free and open-source 3D computer graphics software tool set used for 
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creating animated films, visual effects, art, and 3D-printed models. It is a community-driven 

and tested open-source software that has the ability to support an entire CG pipeline. Blender 

is especially useful in creating realistic detailed 3D Models. 

Unity is a cross-platform game engine developed by Unity Technologies, which is 

primarily used to develop video games and simulations for computers. It is very effective while 

rendering 2D and 3D scene. 

The capstone work will be divided into two main parts. The first chapter consists of building 

the 3D AUI model using Blender while the second chapter would involve programming 

the actions of the user using Unity. 

In the first part of the semester, I have focused exclusively on the first part of the 

capstone. This work is composed of two main tasks: building the terrain and building the 

buildings. 

For the scenery design, I have relied on a community-built Addon of Blender: 

OpenStreetMap Addon. 

For the building modeling, Blender tools were used alongside the Archimesh Addon. 
 

Due to the time constraints of the capstone, I have decided to only create the exterior 

design of the academic/housing buildings, with the exception of some important offices to 

be used for the faculty meetings, later on. 
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III. Design of the 3D terrain using Blender: 
 

1- Terrain Recreation: 
 

The main challenge to modeling the AUI campus terrain is to completely replicate the terrain. 

That includes the scale, topology, and elevation of the scenery. Fortunately, I have discovered a 

community-built Blender add-on, named OpenStreetMap, that facilitates this endeavor with the 

help of Google Maps. 

After installing the fore-mentioned addon, I was asked to write the coordinates of the place I 

wish to model. Using Google maps, I located the university and copied its coordinates (Figure 1). 

 

 

Figure 3.1.1: Selecting The coordinates of AUI university 
 

After that, I had pasted the information I needed into the Addon Tab. By doing so, it 

automatically imported the terrain to its tiniest details, including the scale and the elevation of the 

roads (Figure 2). 
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Figure 3.1.2: 3D model of the terrain 
 

2- Scenery Recreation: 

After the terrain was created, an issue still remained: the 3D model was empty with 

no content. After this step, I will add the paths and roads of the campus, the greenery, as 

well as the buildings. In order to do that in a seamless way that depicted the real campus, 

I needed the terrain to have a semblance of structure so that I could navigate my way in 

it in the future, without getting lost or distracted. 

Fortunately, The OpenStreetMap add-on has a tool called ‘Image Overlay’ that 

uploads 2D tile images of coordinates selected, using Google Maps. 

The following images show the results (Figure 3, 4): 
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Figure 3.2.3: Elevated View of the 3D Terrain 

 

a-    Adding the Greenery: 
 

In order to add the trees and vegetations to the campus, I used the ‘Knife’ tool that 

allowed me to cut part of the terrain and separate it from the main structure. Then, I used 

the ‘Sapling Tree Gen’ addon, a tool that makes it possible to create and customize a tree. 

The customization ranges from the shape of the tree to the size and number of the leaves, 

to the thickness of the branches.  
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Figure 3.2.a.1: 3D Tree Model 
 

Then, I used a duplicating tool to copy the created tree across all the sections of the 

selected terrain. Finally, I looked for a forest texture on a specialized website called 

‘ambientcg’ and applied it to the terrain under the shading window. 

 

 
Figure 3.2.a.2: Applying grass texture 
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Here is the final result: 
 

 
Figure 3.2.a.3: View of the finished greenery 

 
 
 

b-    Adding the Road: 
 

Although adding the paths seems simple, it is a complex task because we need to 

consider the existing terrain and the manner of which we will integrate the two structures 

without conflicting their textures. 

So, to accomplish this task, I have turned the original terrain into a mesh by creating 

a cube of the same size and making it transparent, then subdividing it into many pieces, 

before finally merging the subdivided cube with the terrain using a blender tool (Mesh 

Deform).  
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IV. Design of the 3D Models using Blender: 
 
During the 3D modeling of the university buildings, I regularly follow 3 steps: 
 

- Uploading the plans of the chosen building, provided by my supervisor. 
 

- Creating the floors, walls, and roofs. 
 

- Creating and customizing the roof tiles. 
 

- Inserting the materials. 
 

- Adding textures.  
 

In this chapter, I will discuss this process while presenting images/ examples 

pertaining to building 18. 

 
 

1- Uploading the Floor Plans: 
 

To create any building in three dimensions, the floor plans should be uploaded to the 

modeling application. The plans have two main uses in the design: finding the real-life 

scale of the building and constructing the floors and walls. 

Due to the nature of the floor plan images, I was given at first, I had found that the floor 

plans of many buildings were divided into two or three pictures due to their size. So, the first 

thing I had to do was reattach some of these images using Photoshop software before uploading 

the resulting image to blender. 

In addition to this challenge, I found that many buildings’ floor plans were not given to 

me by dr. Smith because he simply didn’t have access to them. To resolve this problem, I used 

the image overlay prementioned to approximate the scale of some of the missing buildings and 

act accordingly. 

For approximating the real-life scale, I used the blender measuring tool to build a line of a 



16 
 

certain scale in meters and contrast it to a chosen side in the floor plan. Because the scale is 

written in these plans, the goal was to make this line the same size as the real side and scale the 

floor plan to match the said line. Note that this step is not necessary for the image overlay 

buildings because they are already up to scale. 

By referencing the uploaded plans and using the measuring tool, I was able to create 

building 18 up to scale (figure 5, 6).
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Figure 4.1.5: Ground-Floor Uploaded (build 18) 
 
 
 
 
 
 
 

Figure 4.1.6: Measuring Tool Usage 

 

 



18 
 

 

2- Creating the floors, walls, and roofs: 
 

After inserting the floor plans into the software, the next is to create the floors and 

walls of the building. In order to do so, I inserted first a plane and scale it up and shape it 

to cover the whole floor plan. This is done using the scaling, the knife, and the extruding 

tools provided by the Blender. Then I selected the edges of the plane and by going into 

the edit mode (edges). After that, I extruded the selection into the vertical direction by 

three meters. This step is repeated for every floor until we reach the roof.  

For a realistic building, I opted to increase the thickness of the walls by using the 

solidify blender tool. Because of how they were originally created, the walls had very 

little thickness (10 cm).  

For building the roof, I inserted a cube and then sliced it up into half by using the 

Loop Cut Blender tool. This action makes it possible for me to only extrude the resulting 

edge in the middle of the cube, thus creating the shape of a triangular roof. I repeated this 

step for all the building roofs by copying the first modified cube and scaling it to match 

the chosen building. 
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Figure 4.2.7: Creating the floors (build 18) 
 
 

 
 

Figure 4.2.8: Creating the walls (build 18) 
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Figure 4.2.9: The Separate Pieces of the Roof
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Figure 4.2.10: Basic Appearance of Building 18
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3- Creating and customizing the roof tiles: 

 In order to accomplish this step, I used a built-in addon called Archi Mesh that 

makes it possible to directly create a roof tile then duplicating git and expanding it in any given 

direction. At first, the resulting roof tiles are horizontal, so I used the rotating tool to give them 

the same angle as the desired roof. 

 Some roofs were more challenging than others like those of building 36 and 

building 6. The reason for this difficulty is that the Arch Mesh addon only allows me to create 

a rectangular-shaped roof. Alas, this is not applicable to the prementioned building because the 

faces of some of their roofs are not strictly rectangular (triangular, parallelogram-shaped). This 

results in intermeshed roof tiles between the different roof faces. To rectify this problem, after 

I created the roof tiles with the appropriate scale, I converted them into a mesh, before using 

the scalping tool to cut and deform them into the desired form.  

4- Inserting the materials: 
 

The materials refer to the doors and windows of the buildings. When the basic 

exterior of the building is done, the next part consists of inserting materials into the 

building. 

Blender has many tools that facilitate this step. The one I chose was the 

‘Archimech’ addon due to its simplicity: it allows the user to insert objects and make 

changes to their appearances according to his needs. I used this tool to create the different 

forms of the windows, the differences pertain to the shape and to the number of faces the 

window has. The same could be said about the doors. To insert these materials into the 

buildings, the Boolean tool is used on the walls that they are to be inserted. The goal of 

this act is to give the impression that the materials are at a certain debt into the walls. 
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The following figures represent the final version of the 3D model of building 18: 
 
 

Figure 4.3.11: Frontal View of Building 18
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Figure 4.3.12: Elevated View of Building 18 
 

5- Adding textures: 
 

There are not many textures to be added to the buildings. One of the only instances where 

this feature is used is when I added a rookie texture to the pillars.
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V. Creating the Actions of the User using Unity: 

 After I had completed my work on the scenery and buildings of the Al Akhawayn 

Campus, I had to export the 3D models to the Unity editor in order to start the second 

part of the project. However, due to the limited capability of my laptop, I could not 

possibly import the whole AUI campus because the latter is too huge in size and has too 

many polygons. For those reasons, I chose to only select part of the campus (buildings 1, 

2, and 3) in order to build a functioning demo.  

The purpose of Unity was to program and perform three main tasks:  

- Creating the avatar 

- Programming Opening doors 

- Linking actions to a URL Link 

 Each of these actions was deemed necessary due to the nature of the application. 

The avatar creation is a matter of fact because there can be no exploration without it. The 

latter can perform many controls like walking, jumping, ground-checking, and looking 

around. Opening doors is also important, especially so for the buildings that have an 

interior design. In order to decrease my workload, and following the advice of my 

supervisor, Dr. Kevin Smith, I needed to implement the third action so that the user can 

get the real image inside a building without me needing to re-create the entire interior. 

This was done to save me the effort of building every interior of every building. 
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1- Creating the avatar: 

 During the design of my character, I had the choice of either creating an avatar 

from behind-the-back perspective (third person) or going with a first-person camera view. 

I selected the second option because it gives the user more immersion and freedom than 

the first alternative.  

After deciding on my course of action, I proceeded to implement the avatar according to 

the following steps:  

 Character Controller: 

 The first step is creating an empty object that essentially represents the player. 

Then, we add the character controller component to the created object. By doing so, we 

produce a transparent outline of the character. This outline is akin to the skeleton of the 

avatar as it represents the scale of the player as well as its colliding frames. After that, we 

insert a solid shape into the object, that would basically serve as the visual representation 

of the avatar. For simplicity’s sake, I used a scaled-up cylinder for this step. Finally, we 

create a camera and place it at the head of the avatar. 
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Figure 5.1.1: The Shape of the Avatar 

 

 
Figure 5.1.2: The First-Person Character Avatar 
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 Camera Configuration: 

 The camera is set to move in the x-y axis. The x-axis correlates to the horizontal 

movement of the camera, while the y-axis is its vertical motion. Typically, when the 

camera rotates in the x-axis, the body of the avatar also rotates to match its movement. 

But the body remains immobile when looking vertically.  

 
Figure 5.1.3: Adding the Camera Script  

 
 

To implement these requirements, we create a new script in the camera window 

where we will write some code in C-sharp.  
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Figure 5.1.4: Script for Camera  
 

At first, we get the x and y coordinates by using the ‘Input.GetAxis’ function that traces 

the movement of the computer mouse. ‘Time.deltaTime’ is used to tell the system to ignore the 

frame rate when getting the inputs, meaning that we will get the same results regarldless of the 

changes of the frame rates.  

These inputs are later used to change the position of ‘the body’ in relation to the camera 

movement as discussed previously. 

The Clamp funtion restricts the horizontal rotation of the camera to not exceed 90 degrees to the 

left/right. This is done to make the avatar motions conform to that of regular humans, thus 

increasing the sense of immersion the puser. 
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 Movement Configuration: 

 After the previous step, we move on to coding the movements of the first player character. 

Again, we create a script under the character controller window. 

When the user presses on a movement arrow on the keyboard, the system registers the 

input into two variables, one responsible for sideways movement and the other responsible for 

forward movement. These two variables are used to approximate the resulting movement of the 

avatar. At first, we use the Transform function instead of the Move function because we want to 

get the future position of the avatar locally, not globally. In other words, were we to use the Move 

function alone, we would only be able to move the avatar in reference to the x-axis or y-axis? As 

a result, we wouldn’t be able to move it directly and intuitively.  

In order to be able to cross slopes and climb stairs, we later increase the offset of the 

controller to 0.7. 

 

        Figure 5.1.5: Script for Movement 
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 Gravity re-enactment and ground checking: 
 

 
Figure 5.1.6: Script for Gravity and Ground Checking 

 
 

Before going through this phase, the avatar isn’t programmed to consider gravity or 

falling logic. So, after jumping off a slope, it would keep moving at the same altitude instead of 

falling to the ground. 

By adding the velocity variable and calculating its value using gravity and time, we 

managed to achieve similar effects to that of gravity. 

However, there was a problem with this implementation: the y-coordinate of the avatar 

keeps decreasing continually over time because it doesn’t detect the ground, so it keeps assuming 

that the avatar is still falling, even though it is not. To solve that issue, I added an empty object at 

the base of my avatar and used the ‘physics.CheckSphere’ function in addition to an ‘if 

condition’ to alert the system that the body has reached the ground at a certain point. 
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2- Programming Opening doors: 

The first-person character option is a great implementation strategy that gives a sense of 

presence and immersion like no other. Yet, even though it has many positive aspects it also 

possesses some detriments, most notably the inability to interact with physical objects. To bypass 

this flaw, I have placed triggers in front of the doors I wished to open so that they rotate 

automatically when the character is near them. That way, the player doesn’t need to press a 

button in order to interact with the doors. 

 

Figure 5.2.1: Triggers for opening doors 

 

 
The first step of this task is to place a hinge on the side of the door that is supposed to 

rotate. After that comes registering the animations of when the door opens and when the door 

closes. These two animations are very important because they are used in the script to code the 

rotation of the door in response to the triggers. For instance, when the user touches the trigger at 

the front side of the door, the opening animation should set off. 
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3- Linking actions to URL Link: 

 As I have already said, in order to decrease the complexity of my work, I have 

opted to implement this function. Its goal consists of showing the user the real-life image 

of the interior of the selected building when intending to open a door. This is used for 

buildings such as building 14 (ProxiRest) and building 3 (NewRest). 

 

Figure 5.3.1: Script for linking URL 
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VI. Steeple Analysis: 

 
As is the case with all upcoming projects, a steeple analysis needs to be done in order 

to fully understand the external factors surrounding the work. 

Social Aspect: ‘Virtual AUI Campus’ is a project born from the latest trend to go 

online. People now study, work, and shop using their laptops. Looking ahead, it seems that 

this trend won’t stop and that we will reach a stage where normal social interactions are 

rare. Building on that narrative, my project will become a platform where students and 

faculty interact and have meetings online.  

Technological Aspect: As I declared previously, while many other universities have 

created VR campuses where students can explore, none have reached the level that I am 

working towards. A complete 3D campus model has never been done before, so I think 

my project is a pioneer in that field. 

Economic Aspect: By setting up meetings online and maybe even doing events on 

this platform, it would save huge costs to the university. At the same time, having a model 

of the campus that people can explore and visit online would raise the reputation of the 

university (marketing opportunity), so it could lead to increased students’ applicants and 

profits. 

Environmental Aspect: If faculty were to meet online instead of face-to-face, it would 

decrease their travels to and from the campus, so it would result in less carbon emissions. 

Political Aspect: My project will be seen by people from all over the world, so it 

would likely raise tourism in the region as well as incentivize investments in the 

surroundings of Ifrane. 

Legal Aspect: The project will provide the faculty with more flexibility when managing their 
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schedules and workloads. This, in turn, will create a healthy less-stressful work 

environment for them, thus decreasing the chances of potential complaints or strikes leading 

to less expenditure on the legal matters AUI. 

Ethical Aspect: ‘Virtual AUI’ will set up a healthy work environment for the faculty, 

and an outlet of entertainment for the students. So, it would promote ethical behavior 

inside the campus. 
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VII- Limitations and Future Work: 

 The limitations I encountered were mainly due to time constraints. In fact, 

originally I intended for this project to be in virtual reality, but because it is a relatively 

new field and because of the time constraints, I opted to go with the classical route of 

using the mouse plus keyboard as input devices. I went with this alternative because, as I 

said, it is much more prevalent and thus much more documented. In addition to that, very 

few people have virtual reality headsets, so going the VR route would very possibly limit 

the exposure of the application and affects its intended use (exploration).   

 In addition to that, I think that there is much work to be done in the 3D design 

phase in order to bypass the limitations of Blender. While it is true that the floor plans are 

needed, one could bypass this restriction by pursuing other alternatives, such as the one I 

have used. So, it could not be said that this is a real limitation. However, using Blender 

results in a lot of repetitive work that could very probably be avoided with other software. 

While Blender gives a very realistic and beautiful recreation of real objects, it is not the 

best platform for this sort of this rigorous repetitive work. 

  Perhaps the most constricting limitation I faced was the poor capacity of my 

laptop. To run the whole 3D campus on Unity, I needed sufficient RAM memory as well as a 

powerful graphical card that can process the huge number of polygons. My laptop clearly didn’t 

possess sufficient hardware prowess because it couldn’t handle more than 3 buildings in the same 

scenery. That’s why I was forced to work on a limited section of AUI campus. 
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 There is room for a lot of improvement that could be potentially added to the 

application. During the actual time of writing this report, I have yet to add a multiplayer 

function. This is a very important feature to realize the goals I have set for myself initially, 

namely making “Virtual AUI” a platform where faculty and students could meet online. 

If I do not succeed in implementing it in time, I think that it is the first upgrade to be made 

after my work is published. Besides that, “Virtual AUI” has always been intended to be 

the first step of a virtual Ifrane. So, one could assert that the real goal behind my capstone 

is to reach this ultimate objective, by exploring different possibilities at a small scale at 

Al Akhawayn. As I have said before, the Blender has made it difficult to recreate the 3D 

models online because of the repetitive work. So, I suggest that in the future there would 

be an improvement in this regard by selecting more appropriate software for the task. 

Finally, I think that a powerful machine is absolutely needed in the future for those who 

want to proceed further with the project. This type of work is very demanding on the 

processing power of the computer, so the university should invest in a capable powerful 

machine. 
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Conclusion: 

This capstone project could be divided into two major sub-projects: recreating the 

campus online and deigning the actions of the user. However, I can say for certain that 

the first part was the most time-consuming because of the software used. From the 

beginning, I was prepared for this sort of outcome because my vision for virtual AUI had 

been to create a realistic faithful representation of the campus, that visitors from all 

around the world could explore and walk around. That is why I find my choice of Blender 

justifiable. The esthetical side is perhaps the most important in this project because it 

conforms to the original vision.  

I think that this project will have some real usefulness and impact on the machinery 

of the campus in the future. Transitioning to the digital space has been the trademark of 

this new century, coupled with the recent covid outbreak, which leads me to believe that 

this transition will only gain force with time. “Virtual AUI” will ride this wave, so to 

speak, and become the online presence representing the Al Akhawayn campus. Moving 

forward people and future students will be able to explore the buildings and scenery from 

wherever and interact with faculty and fellow students online. 

Looking ahead, one could even imagine students attending classes and professors 

giving lectures via “Virtual AUI. 


