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Micro Degree Program Proposal ACUCA 

Metaverse and Multisensory Servicescape: Creating Virtual 

Environment to Leverage Customer Experiences 

 

Course Description  

Servicescape refers to a physical environment where customers and service providers 

interact. It encompasses all the tangible elements of the service environment, including 

layout, design, ambiance, decoration, signage, colors, lighting, temperature, and sounds. 

However, with the rapid emergence of technology, the service encounter has moved from 

physical to phygital (physical and digital), where customers are engaged and shaped 

perceptions, emotions, and behaviors by utilizing multisensory virtual environments. This 

course delves into multisensory virtual reality, providing participants with the knowledge and 

skills to design and develop virtual environments that resonate with users on a profound 

level.  

 

Course Objectives  

1. Understanding the Use of Multisensory Stimuli and Its Consequences on Individual 

Experiences 

Participants will learn about di)erent sensory experiences by providing users with human 

sense (visual, auditory, taste, smell, and touch) stimuli on their experiences. They will also 

learn about the idea of immersive virtual experiences, relying on the EPI (Environment, 

Presence, and Interactivity) cube, and how individuals navigate their virtual worlds and 

sensory inputs to improve user engagement and satisfaction.  

2. Applying the Service Design Approach to Create Multisensory Service Experiences 

Service design principles provide a framework for crafting multisensory service experiences 

in virtual environments. This approach involves user research to understand their needs and 

desires, followed by service blueprinting to map out the touchpoints and interactions. 

Journey mapping then visualizes the user's entire experience, incorporating opportunities for 

multisensory engagement through sight, sound, smell, taste (if applicable), and touch. 
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Prototyping and user testing allow for iterative refinement before finalizing the immersive 

service experience. 

3. Developing a Virtual Environment with Unity and Blender 

By taking this course, students are expected to be able to conceptualize the creation of a 

virtual environment and integrate with some storyboarding techniques to visualize it and its 

key features. Further, by using Blender, students will learn how to create 3D models, textures, 

and animations for the virtual environment. At the end of this course, all the 3D assets will 

be integrated into the Unity project, ensuring proper scaling, rotation, and alignment of 

objects within the scene.   

 

Learning Outcomes 

Students will understand how to develop 3D objects and integrate them into a single virtual 

environment with Unity. Overall, students who enroll in this course will gain some key 

competencies:   

Code Description 

LO1 Students will be able to create 3D assets/objects using Blender 

LO2 
Students will be able to enhance the virtual environment with some key features, including 

storyboard and user interaction 

LO3 
Students are able to understand the Multisensory Service Design and its implication on 

individuals' experiences 

LO4 
Students will be competent in applying the design thinking method to design multisensory 

immersive virtual environments on service delivery 

LO5 
Students will be able to understand the implication of di)erent sensory stimuli on individuals 

experience in the virtual environment 

L06 
Students will have critical and creative thinking skills in analyzing and synthesizing individuals 

behavior in the virtual world 

 

Course Details 

Language of Instruction: English 

Instructors:  

1. Associate Prof. Halim Budi Santoso, Ph.D. 
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Information System Department, Universitas Kristen Duta Wacana, Indonesia 

Email: hbudi@sta,.ukdw.ac.id 

ORCID: 0000-0001-8272-3066 

Research Interest: Technology-enabled services, Multisensory Experience, Ecosystem 

Orchestration and Digital Transformation, Immersive Technology in Services 

2. Assistant Prof. Matahari Bhakti Nendya, M.T 

Informatics Department, Universitas Kristen Duta Wacana, Indonesia 

Email: didanendya@sta,.ukdw.ac.id 

ORCID: 0000-0002-4708-9087 

Research Interest: Augmented Reality, Virtual Reality, Game Technology 

Required Software:  

a. Unity with LTS (Free Licence). Download source: https://unity.com/releases/lts 

b. Blender 3.6 (Free Licence). Download source:  

https://builder.blender.org/download/daily/ 

Learning Strategies:  

1. Individual Study 

a. Reading Materials 

b. Individual Assignment 

2. Classroom Activities 

a. Lecturer / Transfer Knowledge 

b. Idea Creation with Design Thinking Practice 

c. Idea Brainstorming 

d. Hands-On Laboratory Practices  

e. Individual Presentation 

f. Idea Pitching 

g. Group Presentation 

h. Small Group Discussion 
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Grading Scheme 

Components Weight 
Number of 

Assignment 
Description 

Individual 

Assessment 
40% 4 

 2 Individual Assignment 

 1 Student Design Presentation * 

 1 Mid Term Exams 

Notes:  

* Students will be split into 7 sensory groups: Visual, 

Auditory, Haptic, Taste, Smell, Thermal, and 

Kinesthetic 

Final Project 50% 4 

 Milestone 1: Idea Generation (10%) 

 Milestone 2: Service Design (10%) 

 Milestone 3: Prototyping (10%) 

 Milestone 4: Final Presentation (20%) 

Participation 

in class 
10%  

 

Class Policy 

1. Open Camera Policy: Both students and instructors should open camera during 

synchronous class 

2. Punctual arrival, regular attendance, full preparation, and active engagement. 

Students should actively join the class discussion. Students will get a participation 

score if they ask a question, provide suggestions, or comment.  

3. Addressing lecturers, students, and others appropriately and with respect, whether 

in person, in writing, or electronic communications 

4. The class will be conducted in English. Students should use English during class to 

communicate with their classmates and instructors 

5. Plagiarism and cheating are serious o)enses and may be punished by failure on the 

assignment, in the course, and/or exclusion from the ACUCA platform.  

6. Generative AI tools (such as ChatGPT, Gemini, etc.) are allowed for a brainstorming 

idea and idea generation. Students are not allowed to copy-paste responses from 

Generative AI tools directly without editing.  

7. Instructors will expect that all work you turn in as your own is truly your original 

work.  
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Course Sessions :  

Session Competencies Topics Activities Assessment References 

1st Session 

July 22, 2024 

LO3, LO5 
Introduction to Metaverse and 

Multisensory Experience 

 Transfer Knowledge 

 Small Group Discussion 
 

B1 

J2, J7, J20, J22, 

J23, J24 

2nd Session 

July 23, 2024 

LO5, LO6 Digital Sensory Experiences: Visual 

 Idea Brainstorming 

 Transfer Knowledge 

 Small Group Discussion 

Milestone 1 Group 

Project: Idea 

Generation 

B1, B3 

J4, J19, J21 

3rd Session  

July 24, 2024 

LO1 
3D Assets Creation with Blender – 

Part 1  

Hands-On Laboratory 

Experiences 
 

B7, B8 

J8, J9 

4th Session 

July 25, 2024 

LO1 
3D Assets Creation with Blender – 

Part 2  

Hands-On Laboratory 

Practices 

Individual Assignment 

1 – 3D Assets Model 

B2, B7, b8 

J8, J9 

5th Session 

July 26, 2024 

LO3, LO4, LO5, 

LO6 

Design Thinking: Enhancing 

Customer Experiences through 

Service Design 

 Idea Creation with Design 

Thinking Practice 

 Idea Pitching 

 Group Presentation 

Milestone 2 Group 

Project: Service Design 

B4, B5 

J5, J19, J22, J23, 

J24 

6th Session  

July 29, 2024 

LO3, LO5 
Digital Sensory Experiences: 

Touch/Haptic 

 Transfer Knowledge 

 Individual Presentation 

Student Design 

Presentation – 

Individual  

J1, J12, J13, J19 



 

 

 

Metaverse and Multisensory Servicescape Course Outline 

9 

7th Session 

July 30, 2024 

LO1, LO2 
Introduction to Unity Part 1: Terrain 

Creation 

Hands-On Laboratory 

Practices 
 

B2, B6 

J10 

8th Session 

July 31, 2024 

LO3, LO5 
Digital Sensory Experiences: 

Auditory 

 Transfer Knowledge 

 Individual Presentation 

Student Design 

Presentation - 

Individual 

J4, J14, J15, J19 

9th Session 

Aug 1, 2024 

LO1, LO2 

Introduction to Unity Part 2: 

Scripting Interaction with Game 

Objects 

Hands-On Laboratory 

Practices 

Individual Assignment 

2 – Creating your virtual 

environment and 

interaction 

B2, B6 

J10, J11 

10th Session 

Aug 2, 2024 

LO1, LO2, LO3 

Introduction to Unity Part 3: 

Multimedia Integration in the 

Virtual Environment 

Hands-On Laboratory 

Practices 

Individual Assignment 

3 – Integrating 3D 

Assets with Virtual 

Environment 

B2, B6, B9 

J8, J10, J11 

11th Session 

Aug 5, 2024 

LO3, LO5 
Digital Sensory Experiences: Smell 

and Taste 

 Transfer Knowledge 

 Individual Presentation 

Student Design 

Presentation - 

Individual 

B1, B3 

J3, J19, J16, J17, 

J18 

12th Session 

Aug 6, 2024 

LO1, LO2 
Introduction to Unity Part 4: UI and 

UX Design and Implementation 

Hands-On Laboratory 

Practices 

Milestone 3: 

Prototyping 

B2, B6 

J8, J10, J11 

13th Session 

Aug 7, 2024 

LO3, LO5, LO6 
Digital Sensory Experiences: 

Kinesthetic, Thermal, and Wind 

 Transfer Knowledge 

 Individual Presentation 

Student Design 

Presentation - 

Individual 

J6, J21 
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14th Session 

Aug 8, 2024 

LO2 

Introduction to Unity Part 5: 

Building Specific Platform 

Development 

 Hands-On Laboratory 

Practices 

 Small Group Discussion  

 

B2, B6, B9 

J8, J10, J11 

15th Session 

Aug 9, 2024 

 Final Project Presentation  
Milestone 4: Final 

Presentation 
 

 

 

 


