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VISION OF THE INSTITUTE

We anvision to achleve status as an excellen! educational institution in the global knowledge hub,
making sell-rellance. experts. ethical and responsible enginoers. lechnologists. sclentisls,
managers, entrepreneurs and leaders with good citizenship enabling them to meat thae challenges
and ansure susiainable growth of the nation and the world

MISSION OF THE INSTITUTE

To inculcate in the sludenls’ self-lsaming abilities thal enable them o become compelilive and
innovative professionals and institlutions through slate-of-arl laboratory facilities and industrial
collaborations improving the level of education, mentoring environmental and social naeeds. To
foster and maintain a mutually benaficial partnership with global industrias and Instilutions through
knowledge transfer, collaborative research, and innovation.

DEPARTMENT OF COMPUTER SCIENCE AND DESIGN

VISION OF THE DEPARTMENT

Te produce profeasionals for designing technology with athical values, ingenious attitude and laam
spirit requined for the continual developmant of the soclety and the nation

MISSION OF THE DEPARTMENT

To behave academic erwimonment for the developmen! of skilled professionals gualified with

knowledge, skills, values and ethics, thereby lake a role in the field of compuler science and
dasign.

Te behave holistic, creative lsaming and ethical attitude for ambracing global challenges and
leadership qualities in the fleld of computer science and design

To Influence graduales with the skills to become self-employed entreprenewurs and future leaders.
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Introduction to Augmented Reality

What is Augmented Reality?

Augmentied Reality (AR) is revolutionizing the
way we conceplualize, create, and interact
with design. By bridging the gap between
digital imagination and physical reality, AR is
enhancing the enlire design experience

It matters in design due lo its ability to offer
enhanced visualization capabilities, support
raal-time design iteration. Improve client
communication, strengthen spatial
understanding, enable cost-effective
prolotyping, and foster collaborative
expenences

Key Benefits

AR technology provides designers with
unprecedented tools to visualize concepls in
real-world contexts, making abstracl ideas
tangible and accessible to cllents and
stakeholders

i

Enhanced visualization capabilities
Real-time design dtemtion

improved clien! communicaton
Spatial understanding anhancamant

Cost-eflective protolyping

Collaboralive design experiences
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Retail and E-commerce

Try Before You Buy Revolution

AR lels users "iry belore they buy"—from virfual fitting
rooms lo placing fumilure in your room via mobile AR
apps. This revolutionary approach is transforming the
relail landscape by reducing return rates and increasing
customer satisfaction.

Virtual Try-On Technology

Relallers like Nike and Lenskart use AR for virtual Iry-
ons, allowing cuslomers to see how products look and fil
withoul physical interaction. This technology has proven

especilally valuable during the pandemic era.

Leading AR Retail Implementalions

Nike - Virtual sneaker try-ons

Lenskart - Eyewear fitting

IKEA - Fumnilure placement

Sephora - Makeup try-ons

Amazraon - Product visualization

"

7

Customer Benefits

Reduced relum raloes
Baltor produa! visualzation

Enhanced shopping
canfidenca

Convenlenl home Iry-ong

Interactive product
axploralion

Paomonalized shopping

X parencs

Sujith.C WCSD
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Healthcare Applications

AR lechnology Is revolulionizing heallhcare by
providing surgeons with anhanced
visualizalion during procedures and enabling
meadical sludenls 1o praclice on virual
pallanis.

Surgical Precision Enhancement

AR ovarlays critical patient Inlormation
directly onlo (he surgeon's field ol viaw,
improving accuracy and reducing operalion

Medical AR Beneflits

mﬁ Enhanoced surgical precision
E Medlcal training simulpltions
_mw Patient education lools

_mﬂ Remola consultalion support

mu Rehabllilation therapy assislanca

Medical prolessionals can now visualize

complex analomical struclures in 3D, praclice

procedures wilhout risk, and provide baller
anl care through AR-gnhanced
nostlcs
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Industrial Applications

Manulacturing and Indusiral sectors leverage
AR Tlor equipmenl mainlenance, qualily
conlral, and worker Iraining, significanly
improving efficlency and safely slandards

Smart Manufacturing

AR guides workers through complex
assembly processas wilh slap-by-slep
visual instruclions ovariaid on equipment.

Koy Industrial Usos

Boolng: AR assombly lino guldanooe
Ganaeral Electric: Equipment malnlenance AR
Volkawngon: Qunlity Inspoction aysioms

Workers can acoess roal-lime Instruclions,
lechnical  documaniation, and  exper
assislance through AR Interfaces, reducing
arrars and Increasing productivity across
manufacturing processas.

Noveon.S WCSD
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Drawing

Education and Training

AR & revolutoniong how we leam—Ifrom
inleractive scence |essons 0 maedical
simulations. Iimagine anatomy students
axamining 30 omgans in real space

{

Interactive Learning

Students can now manpulale 3D models
expiors hestoncsl vms vrtually. and
conduct sale wiual expenments hat

won il he mpoastie n tradibonsl
Classooms

Designers must ensure clanty, smpliaty, and

purpose in every overiay 1o create effecive

educational expenences

Key Design Principies

Ama vl Teerarcty Dl e b e Rar arul

Mttum A W B0

Gaming and
Entertainment

AR games and expenences blend physical
ermvwonments with nieacive slements,

offenng immersre storyteling and mleracton

Immersive Gaming Experience

Weed resety escape rooms and e AR
ts are grownyg trencs that comisne

oFyacal and GGitsl entertorement

AR Gaming Features

, Reat-woric! amamoument nlegrahon
P Socal mutlayer expenences

P Locaton -based gamepiay

- Fhyscal actwly encouragement

’ mmersse s30ryisdhing

LN "

Games are sxperences Vasuals and sound
shape the one ad mood 2030 An
Characters, enveonments, objects, efects

creale compsiing inleractive work!s

What is AR, Really?

AR enhances our perceplion of the world by
supenmposing compuler-generaled wisuals
sounds or informabon onlo phrysical
environments—typecally wvia smartphones

lablels smart glasses or AR headsets

f )
Augmented Reality Definition

A type of lechnoiogy hal aliows dagital
mages and nicrmabon 16 be dwdeyed
orio P phryscs smaromment

Popular AR Examplos

Pohémon Go Locaton-baved AR garmeng
MEA Place Vil tuniuee placement
Snapchat Fimers § sce aogrws gt

e ChNOMQY

Think of Pokdémon Go. IKEA Place |[wirtual
furniture), or Snapchat fillers—all using AR
technology 1o blend digital content with real-

WOrd emvsonments

Wmrode M WCSD
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Architecture Desig Design Challenges Designing for AR: A New AR & VR: Future of
Skillset Education

Archilecls can walk dienls through wvifual Daspita its potenlial, AR design brings new
building models in real environments, making challenges thal designers musi carefully AR demands a unigue blend of 3D dasign
spatial planning more intuitive Bnd angaging consider whan crealing user expenences spatial thinking UuUXx knowledge and

interaction design. Unlike flat screens, AR
AR Challenges and . . .
operates in real - wong sSpace meaning
the Future Ahead

desgners muslt congider

AR Design Fundamentals

Desigring for augmenied reality requires
undarstanding depth perceplion. user
movement and environmental context
ntegraton

Essential AR Design Skills

Koy Design Challongos Deptn and dstance perception

Device limitations: Batery Tk
—-hgaﬂi issues: Real-trre merm
Accessibility: Inciusive desagn for

User onenlation and movemsent

Inleractive 3D building mode!s o Lighting and emaronmental contexi
‘ v ’ e Visual overioad: Balancing information denaity

AR and VR lechnologies are transforming
‘ Real-tirme design modifications Q Gesture and voice-based inputs

_U_._.v:”.__::m musi ensure clanty .::,_“,._;.:.1 and aducation by providing iImmarsive eaming

' Enhanced client presantations purpose in every overiay. The challenge lies in L y expenences hal make complex concepls

creating expenences thal enhance rather than langible and engaging. Studenis can explore
‘ Spatial relsionship visualization overwhelm the user's perception of reality Unity 3D Adats Asrt hislorical sites, conducd wvirtual experments
‘n_,_:..._:.;.?.._: planning assstance and interact with 3D models in ways never

Blonda ARCore before possible

Tools like Unity, Adobe Aero, and Blender

L | tap i xoll Ul doesnt & f in a ol for AR rr y
fraditional tap and scroll Ul doesnt apply in have become essenlial for AR prolotyping and
AR. Instead, users Inleract using hand assel creation
geslures, gaze lracking, voice commands, and

spaltial triggers. This means designers musi

build intultive, context-aware interfaces that

respond naturally and non-disruplivaly \

Harinisn.C CSD
.
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