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Objectives of the project:

« Smart learning platform to provide students with an immersive and
interactive educational experience, fostering increased engagement
and understanding of complex concepts.

* To provide feature of interaction with the displayed 3D model such as
zoom in, zoom out and move.

* Prioritize accessibility features to ensure that the AR-VR smart
learning platform is usable by students with diverse abilities,
accommodating different learning needs.

Methodology:

Needs assessment: Determine learning goals and areas where
augmented reality and virtual reality can improve the educational
process.

Content Design: Create instructional materials that are suited for AR and
VR environments while making sure they complement curricular
objectives.

Unity Setup: Install the Unity program, then start a new project that
incorporates the augmented reality features of Vuforia.

Asset Creation: Using Unity's built-in tools or third-party software, create
3D models, animations, and interactive elements.

Scripting: Use C# scripts to manage user interfaces, animations, and
interactions in AR/VR environments.

Integration with Vuforia: To allow marker-based or markerless augmented
reality experiences, configure Vuforia within Unity.

Testing and Iteration: To guarantee compatibility and usability, test the

47t Series Student Project Programme (SPP) - 2023-24



AR/VR application frequently on a variety of devices.

User input: To enhance the AR/VR experience and raise learning
objectives, get input from teachers and students.

Deployment: Make the completed AR/VR application available to
platforms or educational institutions for general usage.

Training and Support: To enable the smooth adoption of AR/VR
technology, give instructors and students access to training materials and
technical support.

Evaluation: Using both quantitative and qualitative data, determine how well
AR and VR integration works in the classroom. Make any necessary
adjustments to the methodology.

Constant Improvement: To improve upcoming versions of AR/VR
educational experiences, stay current on developments in Unity, Vuforia,
and educational technologies.

Expected Outcome of the project:

1.Enhanced Engagement: Through immersive and interactive
learning experiences, students' motivation and engagement are
increased.

2. Better Retention: Learning content is retained better when it is presented
in multimodal ways that accommodate various learning preferences.

3.Enhanced Understanding: Visualization and interactive exploration
in AR/VR settings promote a deeper comprehension of difficult
ideas.

4. Real-world Application: By modeling real-world circumstances and
offering problem-solving tasks in an AR/VR environment, learners
can better prepare for real-world problems.

Greater Achievement: Better results and performance in the classroom as
a result of more efficient and interesting teaching strategies that make use
of AR and VR technologies
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