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INTRODUCTION

The LHCb VR project is aimed at creating a
VR representation of the LHCb experiment
enabling easy navigation and visualization
during outreaches and visits to the LHCDb
using a powerful platform called NVIDIA
Omniverse. NVIDIA Omniverse can create
stunning digital twins that looks so much like
the actual things because of its embedded
features.
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ROBLEMS

FPS: 59.93, Frame time: 16.69 ms

VIDIA GeForce RTX 4090: 5.0 GiB used, 17.9 GiB available
Process Memory: 8.2 GiB used, 97.5 GiB available
2560x1440

ment, Surface, Volume

» Description

Failed to bind material to the following prims as they are
instance proxies:

» Appearance

¥ Transform
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BENEFITS

Promotes

: Aids outreach
collaboration d Engagement Fun way of
d and . ~ anduser learning
an communication interface

integration




CONCLUSION

FINALLY

The LHCb VR project not only enhances
visualization but also demonstrates the potential of
combining high-energy physics with cutting-edge
digital tools to make complex science more
accessible, interactive and enjoyable
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