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Learning Qutcomes eF g1 HEer

# Immersive Technologies (AT eF=eiiel) &1 IR=IT
# Augmented Reality (Faftfa areafasdn &1 ai=a v 3@ 39t
#  Virtual Reality (3Rl aeafasarn) &1 9R=T 31 s@& 39ATer
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A Introduction

Scene 1
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Scene 2

SRT |ral, ThT eATIRT 3! elel H FIaal 9I6- §ART & ARG, TaT W § AR 38
AR o Hifds AT & SR & aa1 Wr g1 Thdar Hor AT & 3¢ g7 39 ;W 98-80

%mwﬁa’rﬁwqgﬂaﬁmﬁ?{mabwﬂﬁqgu ST T §H FPR &7 o8l 9 Tl
qru |

. IR g4I, g9 ARd & #Hifde
;@2 Ristromr & S # e O |

FIeT, H SoT SR X ST SoTehl
3T FT I

3T AT & 86T T Ig T dl Flediaieh aTd g1 AT 3T s Heliedr AR movies & <@T &
gl W 3¢ foieel & g sArgAfhea g1 9 s=ar Immersive technology (SATHT CeFilelii)
& HATETH F 3T §H 3o HloUieleh dlell ol TT H HT THhd ¢ |
Immersive technologies #ifdeh gfelam @I digital (f3fSTeer) a1 simulated (FAFeIes) aredfdaar
& AU AT 3HeldT JhR & eI T &1 Augmented Reality (Haftid areafashan) 3R
Virtual Reality (3T arEdfdehdr) a1 9@ YR HI immersive technologies 81 38 eI

#H g Augmented Reality (Faf8id adiashdn) 3R Virtual Reality (3THRIT aredfdendn) &
IR # fAFarR & e |

Introduction to Augmented Reality (AR)

Augmented Reality (Faftic aredidendn) gART #ifde giear W Sfoed el 3 Seiehry &
TUsh A &l JIoiFC Il o Tolv fohdm J1aT § - o T I8 ada # gAR I1Y gl

arEdfaeh gfaam & ey aE&d3it 7 real time HFHAUT Augmented Reality HEeldr & |
Augmented Reality T #ee & SET & W@el & gedided AR @dien egera fAord B

Example 1

I Ygol gH fohohe HT T 3GT8X0T ofd ¢ 3R gAY TafSd data & THASIA g | 31T TV )
fohehe AT O 2@ & g | 3EH e AT & Tod-Teld BT W fhehe T & del-d=
T TR ot Rws &ar §, 3N &9 & aru-gry 394 dcarg o giar Wwar § | 9y € Qe

off 39 goFd Wl @ 81 81 Tl A F - @ S arelm score a3 ¢ 3R Remsy S
S Wl & WUl @ & 96 RIS &1 5§ e & Tg Wel drEideh gioiar # score SIET e
a3l I real time FIFASOT § ST fh Augmented Reality & =T & ST ST & |
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Example 2 Source : svgeurope.org

3TToTehdl 3iTAegeT AT & 3 Augmented Reality ST FIAT =197 &1 T & | 39T &R

So-94S g fhdT o I T WG & Ugel 3! try X Tohdl gl [hAT online store & 39el
TH HT BH try dal F o] T H Felldk TGl d Tgel 38 HAY H IWH try el doh 39
&ls T A Augmented Reality & SaRT A 8 &N Hhd o |

—l :

Source : shopify.com and time.com

S.No. Example

39a1 YT Augmented Reality |1
% 3CIEUN I JgarfaT 3R 0
T 3SIEI0N o IR # fof@u]
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IE PIA F ATEIA § Augmented Reality FT 39481
Ife 39k I FACHIS & Al IEI 1A & ATEIA ¥ Augmented Reality &1 3TN
Hehd & | 39 BTSieel a3l T Wl W TF X 3e¢ dciden gierdm ST REAT Far Fehct
g | 8% fou 39 A fiu arv o &<

1. 379 Android WIsT T, google.com W STU IT Google VT TWed ... .

2. Rl STIa, aEq e 3. AR % 3D wRO S o
QT AT & @iat =T 39y &, a ‘view
in 3D’ (3D #F &&) .
W tap
4. 3D & @1¥ o e 5. 3iA-TNT fdelt
gRUT & AR FT 9TeleT FL
H gelge & &
forw, ‘view in your
space’ ('39a
TATT H é\-@*) opy Africantion <
tap T e

for a0 T & 39 @ TFHa § & Augmented Reality &r
Hee ¥ lion &1 §H 30 B & 37eX 3HeId T I | & |

Some common AR applications

Google Maps

Google Maps AR (Live View) & 38 g 3osa fham aam § & 31T Ioid THT navigate et
H #Hcg o [T Augmented Reality &I 39I1T T Tl

b. Google Arts Culture
AR — Goog‘e Arts & Culture

Augmented reality @ 3UIET T BT HAR & ATEIHA § 3D Hisel HI ANEAdeh giorar H

pwm%
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c. Flip AR
https://info.flip.com

1. 379aY THATE BT & Flip App 3318 &Y

2. Flip App W IS HIS[aT video Toi AT 3 VT &I 3YANT &k YT video F=ATC|
3. Video & QR code @I download &Y |

4. AR & @ & faT, QR code &' Flip Android 3T I0S app & Tohel Y|

$Heh ATl IR 3T IFETel ol FER AT I0OS TT TN W Augmented Reality Apps search sl
ol 39! §gc AR options =eiX 3MUaT | Ar Loopa or 3D Bear or Devar, TH € % AR apps
& 3eTER0T §| 1T 3eTh use FH Augmented Reality &7 393197 319a1T el fGigelt & aX Id
g |

d. AR with Merge Cube
Merge cube Ts cRg &I solid cube BT & fSAr T sides W FS 39T TR & patterns
(9e=8) &I g1 ST gae! fRar compatible app & EaRT scan Rparr ST & ar Ig cube, virtual
objects @T augmented reality experience &dTl gl 7 cube &I 319« g1T # move 3R rotate &
X Thd ¢ 3R 39 AR object &I & possible angles & ¢& Thd &1 3¥ dr Ig merge cube
ISR F 3T & 390 8ldT & 9T &8 39l IR T Fraar & off 379a0 319 91 Tha &1
33T s<dl, 37T 38 merge cube @I gH g g Sl HWA g

Steps to create a paper merge cube:

1. ¥ Ygel 3T paper merge cube T pdf fGU Irw
foleh & download (3T3Tei8) HI|

https://mergecube.com/paper-pdf

MERGE ‘
Paper Cube s '-

2. 34 dIG 39 paper merge cube &1 ¢ 313¢
8.5"x11” &I paper sheet WX fAhrel|

3. 319 3119 paper merge cube @I dashed black
outline 9X cut Y|

4. 3T% d1¢ solid black lines W g&e! fold Y 3R
cube &T shape ¢l

5. 3id & @ flaps T glue RS 39T RITar & e
S99 Jg Ts cube & ST

Merge cube @ @ERIGT & 319 virtual 3D objects (FU3Tel 3D 3iissieFed) I 3T=l g1Al # hold
H Fhdl ol U TIT A Google Play Store (JETeT Tl FERX) T S Merge EDU apps
319sT smartphone & download 3| €17 g, T TS BT AT cdele [T W AT Ig T°H
S3aclls X I &, AR compatible (AR Fifeser) g1eT a1fgTl Merge Edu apps Google Play
Store W 57 YR § feudar:

Note: g apps paid & W $8H F& applications free &1 I8 apps, Apple Bl & AT 10S
Tol TR 9 AT 39y g

Z
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3ETEI0T & A WX, 3PN 39
Merge Explorer app 39«
TACHIA H SE3aTcs fhar § ar
3Tl FT T W

Step1: Merge Explorer app I 319at
HleT W install &Y 3 open &Y |

Step2: Mr Body application 9X tap
#Y 31T Activity 1 9T tap S

Step3: W @EH & 39l change
mode & options fAe¥T TGT UX cube
R fFeleh Y | 3 ATl 1T H

Merge cube 9&3 3R ®Id & 9IS o AT

Step 4: 39! body & Y parts T virtual 3D model & T & IoR MU | 39 5T &7 body
% part @I enlarge =T AT ¢ 39 X tap d{ | 3Tb body part & AT & WX tap T A
9=l 38 body part & S # detailed information f&esf | 39 merge cube T gATHT body
parts &I T3l angles ¥ T T & |

319 Ig TCH 39 3T free applications W try &Y |

SHeh 3T 3R 3T @Ml Cof FTER AT |0S UY FER 9 augmented reality apps search &al dr
319! S TR options =Sk 3T | ArLoopa or 3D Bear or Devar, %8 & $& AR apps &
ICTEXTT &1 3T 3T use I & augmented reality T ITAT 3T BN i &F = THa § |

Introduction to Virtual Reali

Virtual Reality (3T arEdfdehdn) gAR ORI oR% Ueh sATAT -360133fT digital ararazor
AT §, ST AT T gl
AR Computer SIfaid SITHA®RI & §AR d¥dide ardraier d Af¥d &ar g, & VR
Computer STfeld SITTRRY T YT G RE & immersive dTATGROT &I I3d FIA & Tod
I B
S8 technology # software & HIEIH & & drEdideh gfadm & e fear Sidr & 3R wh
Fleufae BT a8 ST 8, foraeh q-gx deh adATT aredidendl ¥ SIS Sl ol sl gl
gl BT St ¢Ed § 394 1Y JIadid ¥ ohd & o & 3 areag & ggr &1 S 319 8T o
g, 98 f&ufa 39 & v VR afésr & sa a1 gt 1

Example

sedl, 7 39T 3D movies & IR H T g1 3IH & Fo o
ar amg A% AT A d@r Y g gAF @A & fov gA
U AU TRAT (VR Headset) o911 gidT & 4 HMD (Head

= R




Mounted Display) gl STcll 1 SHT ofalehl §H Teh hiodiolh Gioial & tl‘g’ir ST &
ﬁTﬂWW%ﬁ?GﬁsmmovieﬁﬁW%WWﬁWWﬁ@W% I
HMD Devices oi& f& Oculus Quest, HTC VIVE 3T Lenovo &T Mirage Solo With
Daydream VR 39aRUT &, TSieg 3T IAT T g 379eT @I 9T @ Hledieleh
ST &7 3T I R & | FE T 3UMIOT a5 Hedl Bl & I I AGH et
VR Headset 7 3191 3T g 37 a1l &1 FIAT aX Tt §1 38T, o & 7%
activity T #gg & §H 3791 VR headset [S8 @7 FISEIS gl ATl §, Tt A
HITAY HIA g |

Google Cardboard S=Td

https://www.designnews.com/makergadget-freak/make-

your-own-cardboard-vr-goggles

Some common VR applications

oogle Art and Culture

~ https://artsandculture.google.com/explore

Google Arts & Culture & gfaaT 8% & 500 & 31T HIGTerAl & virtual tours
HT Heholol AT gl 3T Al FUX fGT foid W Felh ik & Tdht ¢ |

b. Paint in 3D space with virtual reality

https://www.tiltbrush.com

Sl 3TST deh 3MT9eT 39T STSeT Hidl W & 35T &elrs g, 9 ae3el Raferdr
6T Heg T 319 3T 3D TG H 39T SS9 T Hhd & | Google Tiltbrush TH O]
3D Te3rel RAferdr Gfear ufterhers &1 UT & WY g3 & 3TANT FXeh 39
T &A A fAPeeT G & &2, erra 3R g T Fgraar & 3D O 9ar Hehd €

. VR Frog Dissection: Ribbit-ing Discoveries Microsoft app available for free

I Ush virtual reality frog dissection software (19T fS&eIT AIFea) & 5 users T3
RITAEr & gfFT & ATGH § §3H-311eT 3@l &I 3HeIs1d A Tehd &



REMEMBER

1. Immersive Technologies #ifcier gferam & f8feee a1 Aeels areafashar & Ay
fACTRT 3709 Teh T 37e787d aicl &1 Augmented Reality (Hafeic aredidendn) 3R
Virtual Reality (3eIEl arecidend) & 9@ YehR I immersive technologies &1
2. arEdtas gfarar # 3THR a3 F real time WIFANUT augmented reality FgelTe 8
3. Virtual Reality (3THMET aFdidshdl) §AR IRT X% UHh AT -3607f Bfoea
JIATaRoT §ATdT &, S JIEdiden ofdrdT gl

4. AR Computer SIfad STHAPRT HI §AR AEAAS ardraior # AHT Far §, s&fd VR
Computer SIfeld SITeThRY T YT G RE & immersive dTATAROT & IITd FAA &

forr &t g

Fill the following assessment sheet with the activity and grades awarded by the student(self)
and peer group according to the grade scheme mentioned below.

Note: Teachers shall supervise the completion of activities by all students and ensure that all
activities are self- and peer-assessed. Peer assessment must be done by one peer from the
student’s group.

Peer Assessment
Student

Activity Assessment

Name of Grade
the Pear

39e] ITEY augmented reality & 3¢Tg0ll &l YgdTT
AR T O 3R & aR 7 ot

IETeT 1A & ATEIA § augmented reality T 3UTaT

Google Cardboard a0

Grade Remedial Remarks

D Need Teacher’s Help

Requires occasional peers’ help

Can work independently.

C
B
A

Is able to help others.




M

r—————--\}\'}ﬂ _—mmm T

| 1. sghweta s e |
| i 3ifTomsa AT RS @A T $92 @les @ 96 6 3% ¢S X ot 3@ weha ¥ g Al |
dr CFATcTST T 3GI80T &
l a. AR b. VR c. TR d. DR l
| i, VR & full form T @xer ¥? |
| a. Virtual Real b. Very Real l
| c. Virtual Reality d. Vertical Reality |
ii. 360 -degree video technology T 3&IgI0T &7
| a. Paragraph b. Rows and Columns |
| c. Images d. Video |
l iv. technology &T 37(37d e & foIT g# g3 P WA &Il 8 |
a. AR b. NR c. DR d VR
| 2. @Y 3clT WA l
| 1. Education # Immersive Technologies &T &aT 39AN4T g2 |
l 2. Augmented Reality FIT §? dEdfdeh Siidel H ST & 3GI8X0T Gl |
l 3. Virtual Reality a7 §? d&dfdeh Sildel H 38 &l 3GI6I0T ¢l |

4.  Augmented Reality 31X Virtual Reality # &1 37X § ?
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Suggested Projects: |
Creating an immersive experience |

This project aims to make students explore the effectiveness of learning through the creation |
of an AR experience. Students can use an app like ArLoopa or YD Bear or Devar or any other
suitable app and create an immersive learning experience. For example, they can place a

virtual solar system in the real world and record a video while explaining it in detail (students
can record themselves while standing alongside the experience and explaining)

OR

create a simple story. For example they can choose any two characters, a suitable background
and create a story where the two characters are communicating.

Note : Teachers should use google drive space to upload the projects and share the links

Create a simple story in scratch. Students can choose any number of Sprite characters and |
whenever asked by the department |
<
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