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VISION OF THE INSTITUTE

We envision to achieve status as an excellent educational institution in the global knowledge hub,
making self-learners, experts, ethical and responsible engineers, technologies, scientists, managers,
administrators, and entrepreneurs who will significantly contribute to research and environment-friendly
sustainable growth of the nation and the world.

MISSION OF THE INSTITUTE

To inculcate in the students' self-learning abilities that enable them to become competitive and
considerate engineers, technologists, scientists, managers, entrepreneurs, and administrators by diligently
imparting the best of education, nurturing environmental and social needs. To foster and maintain a
mutually beneficial partnership with global industries and Institutions through knowledge sharing,
collaborative research, and innovation.

VISION OF THE DEPARTMENT

To produce professionals for designing technology with ethical values, ingenious attitude and
team sprit required for the continual development of the society and the nation.

MISSION OF THE DEPARTMENT

To bestow academic environment for the development of skilled professionals qualified with
knowledge, skills, values, and ethics, thereby take a role in the field of computer science and
design.

Imbibing holistic, creative learning and ethical attitude for embracing global challenges and
leadership qualities in the field of computer science and design.

To influence graduates with the skills to become self-employed entrepreneurs and future leaders.
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Thiru.R.SRINIVASAN,B.B.M.
Chairman,

KSR Educational Institutions

Message

Education is the foundation of a brighter tomorrow, and this Newsletter reflects the vibrant spirit of
our learners.Mayit continue to inspire creativity, excellence, and lifelong curiosity in every reader.. In the
recent times, the role of KSRCE is to carryout proactive research and development activities to make the
students as well as faculty member’s intellectuals, which are very challenging and demanding. It is of great
significance that this magazine is going to deliberate upon It will definitely explore new areas of practice

and enhancing quality of professional services.

I am sure this magazine will be a milestone in ensuring the highest standards in this profession. I

wish the organizers the very best in this and all their other endeavors.

I am eagerly looking forward to seeing you and enjoying this magazine in KSRCE Campus.

With best wishes
Mr.R. Srinivasan
Chairman

KSR Educational Institutions
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Dr.M.VENKATESAN,M.E.,Ph.D.,

Principal

Message

It is with immense pride and joy that I present to you the latest edition of our CSD Department Newsletter

a vibrant reflection of the creativity, talent, and achievements of our students and staff.

Over the past one decade, KSRCE has served the young engineering aspirants of our nation by providing

state-of-art facilities and well knowledgeable faculty members.

The Institute has held high the lighted torch of teaching and learning and has not failed in its duty in the
hour of need. The students imbibe qualities of an excellent teacher and researcher to set academic standards.

The last couple of years marked several milestones in the history of KSRCE.

Technology is constantly evolving, and staying up to date with the latest trends can help us stay

competitive in the job market, give you access to new features and capabilities.

I congratulate the editorial team, contributors, and all those who have worked tirelessly to bring this
edition to life. Let this magazine serve not only as a record of our accomplishments but also as an inspiration

for the journeys yet to come.

With best wishes
Dr.M.Venkatesan

Principal



UX/UI Design Trends in 2025

Introduction

User Experience (UX) and User Interface (Ul) design have evolved rapidly over the
past decade. In 2025, design is no longer just about aesthetics—it’s about intuitive
interaction, personalization, accessibility, and inclusivity. With Al, AR, and immersive
tech becoming mainstream, UX/UI designers must rethink how they craft digital
experiences.

1.Hyper-Personalized Experiences
Driven by Al and big data, 2025 is all about interfaces that adapt to users in real
time. From dynamically shifting layouts to content personalization based on behavior

and preferences, user journeys are now intelligently customized.

Example: E-commerce apps now rearrange the interface based on the user’s
shopping habits or time of day.

2. Voice & Gesture Interfaces
Touch is no longer the only interaction method. Voice UX and gesture-based Ul have
entered everyday design, especially in smart homes, cars, and wearable devices.

Designers must now consider conversational flows and spatial interaction.

Trend Insight: “Designing for the ear” has become just as important as designing for
the eye.

3. Al-Powered Design Assistants
Al is transforming design tools. From auto-layout suggestions to intelligent color

palette generators, design assistants are speeding up workflows and democratizing
design for beginners.



Tools like Figma Al and Adobe Sensei now offer real-time suggestions, correcting
usability issues during design.

4. Glassmorphism & Neo-Brutalism

On the visual side, 2025 blends minimalism with bold aesthetics. Glassmorphism—
frosted glass effects, blur layers—and Neo-Brutalism—raw, bold fonts, asymmetry,
high contrast—are defining new digital looks.

Visual designers now balance sleek modern Ul with raw, expressive elements for
character.

5. Microinteractions & Emotion-Centric Design

Small, purposeful animations (microinteractions) are being used to create emotional
connections with users. From button taps to loading screens, every interaction now
feels alive and intentional.

Good microinteractions improve usability and enhance brand personality.

6. Accessibility-First Approach

With more emphasis on inclusive design, interfaces now support screen readers,
haptic feedback, high-contrast modes, and voice commands by default. Accessibility
is no longer optional—it’s a standard.

WCAG 3.0 is becoming the baseline for all new designs.

7. Immersive Interfaces: AR/VR & Spatial Design

UX/UI design in 2025 also enters 3D spaces. Augmented reality (AR) overlays and
virtual reality (VR) environments are widely used in education, gaming, and
shopping, requiring designers to think spatially and interactively.

Designing for Apple Vision Pro, Meta Quest, and Hololens is a growing skillset.

ROHITH.R
2 Year
Department of Computer Science and Design



Augmented Reality (AR) in Design and Interaction

Introduction

Once a futuristic concept, Augmented Reality (AR) is now a powerful tool in the
hands of designers, developers, and storytellers. By overlaying digital elements onto
the real world, AR bridges the gap between virtual imagination and physical reality,
creating new ways to interact, visualize, and experience.

In 2025, AR isn’t just a feature—it’s a design medium that transforms how we
approach education, retail, architecture, entertainment, and everyday computing.

What is AR, Really?

AR enhances our perception of the world by superimposing computer-generated
visuals, sounds, or information onto physical environments—typically via
smartphones, tablets, smart glasses, or AR headsets.

Example: Think of Pokémon Go, IKEA Place (virtual furniture), or Snapchat filters—
all using real-time AR overlays.

Designing for AR: A New Skillset
AR demands a unique blend of 3D design, spatial thinking, UI/UX knowledge, and
interaction design. Unlike flat screens, AR operates in real-world space, meaning
designers must consider:

e Depth and distance perception

e User orientation and movement

« Lighting and environmental context

e Gesture and voice-based inputs
Tools like Unity, Adobe Aero, and Blender have become essential for AR
prototyping and asset creation.

Architecture and Interior Design

Architects can walk clients through virtual building models in real environments,
making spatial planning more intuitive and engaging.

Clients can “walk through” their homes before they’re built.



Retail and E-commerce

AR lets users “try before they buy’—from virtual fitting rooms to placing furniture in
your room via mobile AR apps.

Retailers like Nike and Lenskart use AR for virtual try-ons.

Gaming and Entertainment

AR games and experiences blend physical environments with interactive elements,
offering immersive storytelling and interaction.

Mixed reality escape rooms and live AR concerts are growing trends.

Education and Training

AR is revolutionizing how we learn—from interactive science lessons to AR-based
medical simulations.

Imagine anatomy students examining 3D organs in real space.

Interaction in AR: Beyond Touch
Traditional tap and scroll Ul doesn't apply in AR. Instead, users interact using:
e Hand gestures
o Gaze tracking
« Voice commands
e Spatial triggers
This means designers must build intuitive, context-aware interfaces that respond
naturally and non-disruptively.

Design Challenges
Despite its potential, AR design brings new challenges:
o Device limitations (battery, field of view)
« Latency issues affecting real-time interaction
o Accessibility: Ensuring experiences work for all users
« Overload: Balancing utility and visual clutter
Designers must ensure clarity, simplicity, and purpose in every overlay.

The Future of AR in Design
With the rise of Apple Vision Pro, Meta Quest 3, and AR-enabled glasses, AR is
becoming more wearable, personal, and mainstream. The future may see:

« Persistent digital layers in everyday environments

« AR-enhanced workplaces and collaborative tools

« Interactive public installations and smart cities

o Blend of AR with Al for adaptive experiences

YUGESH.S
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Game Development: From Idea to Reality

Every iconic game—whether it's Minecraft, Among Us, or God of War—started with
a simple idea. But how does that idea evolve into a fully playable experience enjoyed
by millions? Game development is the perfect blend of imagination, logic,
storytelling, art, and programming. In today’s tech-driven creative world, making
games is more accessible than ever—especially for design and computer science
students.

Let’'s walk through the thrilling journey of turning a game idea into reality.

Stage 1: The Spark — Concept & Ideation
Every game starts with a core idea or theme:
e What is the game about?
e What makes it unique or fun?
« Who is the target player?
Example: “A puzzle game where you control time to solve levels.”
That becomes the seed of a full game.
Tools like mind maps, storyboards, and game design documents (GDD) help
developers flesh out ideas, game mechanics, goals, levels, and aesthetics.

Stage 2: Game Design — Rules, Worlds, and Mechanics
Game design is about defining:
o Core mechanics: Jumping, shooting, collecting, crafting
o Game rules and win/lose conditions
e Level design: Environment, progression, difficulty curve
« Userinterface (Ul) and player experience (UX)
Designers also plan the game loop: what keeps the player coming back?
A great game feels “easy to learn, hard to master.”

Stage 3: Art & Audio — Creating the World
Games are experiences. Visuals and sound shape the tone and mood.
o 2D/3D Art: Characters, environments, objects, effects
« Animations: Movement, feedback, transitions
e Sound Design: Background music, effects, and voice-overs
Tools like Blender, Photoshop, FL Studio, and Figma are commonly used.

Indie games like Celeste and Hollow Knight prove that a strong art style matters
more than photorealism.

Stage 4: Development — Bringing It to Life
Developers use game engines like:

e Unity (C#)

e Unreal Engine (C++)

e Godot (GDScript/Python)



Programming involves:

e Game physics

o Player input

e Al behavior

o Ul functionality

« Multiplayer networking (optional)
Prototyping early and iterating fast is key.

Stage 5: Testing — Fixing and Polishing
Testing involves:
e Bug fixing (code, collision, glitches)
« Balancing gameplay
o User testing: Observing real players
e Performance optimization
Test — Feedback — Improve — Repeat

Stage 6: Launch - Sharing with the World
Depending on the scale, games can be launched on:
e App Stores (Android/iOS)
e Steam/ Itch.io
e Web platforms (like WebGL games on personal portfolios)
Marketing involves creating:
e Game trailers
e Social media teasers
o Gameplay demos or beta tests
A good game also needs great visibility.

Team Roles in Game Development

In a typical student or indie team:

Game Designer — Creates core concept and mechanics
Programmer — Implements functionality

Artist — Designs characters and environments

Sound Designer — Produces audio

Tester — Identifies bugs and gameplay issues

Project Manager — Keeps deadlines and team coordination

From College Projects to Indie Stardom

Many successful games started as college projects or solo experiments.
Example: Thomas Was Alone was created by one developer during a game jam and

became a hit.

Game jams (like Global Game Jam or Ludum Dare) are great ways for students to

learn quickly, collaborate, and showcase creativity.

Future of Game Dev: What’s Next?

« AR/VR games with spatial interaction
Al-powered storytelling
Cross-platform and cloud gaming
Interactive narrative design
Social games & virtual worlds



Conclusion
Game development is more than coding—it’s storytelling, art, music, psychology,

and engineering rolled into one. As students of Computer Science and Design, we're
uniquely positioned to build the next generation of immersive, meaningful games.

M “Don’t just play games—create them.”

VIGNESH
2 Year

Department of Computer Science and Design



