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NOTICE

This is to inform all the Students that a workshop on Leading with Immersive Technology: AR,
VR, MR, and XR as Catalysts for Industry Transformation will be organized on 12.8.2023 from
9:30 AM to 5:30 PM in the auditorium of Catalyst College.

The workshop is completely free, and no money will be charged for the Training or

Certification.

Interested students areinstructed to meet the Activity In-Charge / Class Coordinator for more

details and their registration.

By the order of

%_ :‘..ﬁ - r"i-"E“
R ALl - _-::._. L

Pi i)
B - - i Rk
Principal _ ;=
= ,-!"1-'\ "‘.. B =

i

| Y . KLY '..'“,..__'."
oyttt TG Y T}

Palig

Plot No.C16(P), Patliputra Industrial Area
Patliputra, Patna- 800013

(+91) 7250767676

0EQO

megha@cimage.in




Date: 12.10.2022

Workshop Title:

Transforming Industries with Immersive Technology: AR, VR, MR, and XR for
Change Makers

Number of Students Participated: 52

Objectives:

Immersive technologies like Augmented Reality (AR), Virtual Reality (VR), Mixed Reality
(MR)., and Extended Reality (XR) are revolutionizing mdustries, offering new ways for
businesses to engage with customers. enhance operations, and drive mnovation. These
technologies are more than just buzzwords: they are changing how we experience products,
interact with information, and visualize complex data. For change makers and industry leaders.
understanding the potential of AR, VR, ME. and XR is key to staying ahead of the curve and
harmessing their power to create impactful. transformative solutions.

This workshop, "Transformmg Industries with Immersive Technology: AR, VE, ME. and XR
for Change Makers," 15 designed to empower professionals, entrepreneurs, and decision-
makers to leverage immersive technologies in a practical, research-driven way. It will explore
how these technologies are transformmg varnous mdustries, meluding healthcare, education,
entertainment, retail, manufacturing, and more. Participants will gain actionable nsights into
developing immersive experiences that solve real-world problems and improve business
outcomes.

Workshop Agenda: Transformmg Industries with Immersive Technology: AR, VR, MR. and
XR for Change Makers

Module 1. Introduction to Immersive Technologies
+ Understanding Immersive Technologies:

o What are AR, VR, MR, and XR? Breaking down the differences between them

and understanding how they fit into the technology ecosystem.

o The technology stack: Hardware (headsets, smartphones, wearables) and
software (applications, platforms, development tools).

Q

The history and evolution of mmmersive technologies, and their nse as
mainstream tools for businesses and consumers.

e The Impact of Immersive Technologies:

o How immersive technologies are transforming industries and changing

‘% : |L consumer expectations.
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o Real-world examples: Case studies of companies that have successfully
implemented AR, VR, MR, and XR solutions (e.g., IKEA’s AR app, virtual
tours in real estate, VR in healthcare).

Module2. The Business Value of Immersive Technologies
¢ AR, VR, MR, and XR in Business:

o How businesses are leveraging these technologies to enhance customer
experiences. improve training, streamline operations, and foster collaboration.

o

AR in Retail and Marketing: Personalized shopping experiences, virtual try-ons,
and immersive advertising.

VR in Healthcare: Virtual surgeries, therapy. and rehabilitation.

o MR for Industrial Training: Virtual maintenance training. simulations for
complex tasks in industries like aviation and manufacturing,

o XR in Education: Virtual classrooms, interactive leaming, and immersive
simulations.

s ROI and Business Impact:

o How immersive technologies are contributing to bottom-line growth through
increased engagement, efficiency. and innovation.

o Metrics for measuring success: How to track the effectiveness of immersive
solutions and justify investments.

s Interactive Discussion:

o Identify potential applications of AR, VR, MR. and XR in your industry or
business. Discuss how immersive technologies could enhance your company’s
products, services, or operations.

Module3.Research-Driven Approach to Immersive Technology Design
s+ The Role of Rescarch in Immersive Technology Development:

o Why user research and behavior analysis are critical when designing immersive
exXperiences.

o Tools and techniques for user testing. mcluding eve tracking, motion capture,
and usability studies in AR/VR environments.

Understanding user experience (UX) and user mterface (Ul) in immersive
environments: How does design change when voumove from 2D 1o 3D or from
screen-based to spatial computing?

(w1}

« Key Considerations in Designing Immersive Experiences:

Ensuring accessibility and inclusivity in immersive technology: Designing for
a wide range of users and abilities.
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Q

Safety and comfort: Minimizing motion sickness in VR, ensuring physical
safety in AR environments.

o Real-world application: Translating business needs into immersive experiences
that feel natural and are intuitive to use.

« Interactive Exercise:

o Bramstorm immersive applications for yvour business or industry, considering
user research and the unique requirements of AR, VR, MR, and XR.

Module4.Practical Tools and Technologies for Immersive Development
+ Platforms and Development Tools:

o Owverview of popular tools and platforms for developing AR, VR, MR, and XR
experiences (e.g., Unity, Unreal Engine, ARKit, ARCore, Microsoft HoloLens).

o Developing for multiple platforms: How to ensure your immersive experience
works across different devices (headsets, mobile, tablets).

o Hardware Considerations: Choosing the right hardware for different use
cases—smartphones. AR glasses. VR headsets (Oculus. HTC Vive. Magic
Leap).

«  Augmented Reality (AR):

o How to integrate AR into your business: Developing AR apps with tools like
ARCore (Android) and ARKit (108).

o Use cases for AR in retail, education, and product demonstrations.
e Virtual Reality (VR) and Mixed Reality (MR):
o Bulding VR experiences with Unity or Unreal Engine.

o Creating MR environments with platforms like Microsoft HoloLens or Magic
Leap for collaborative and industrial use cases.

¢ Interactive Demo:

o Hands-on demo of a simple AR/VR application. Participants can experience a
live demo of AR or VR content and explore how they could use smilar tools
for their own industry applications.

Module5. Transforming Industry-Specific Use Cases
e Healthcare:

Virtual surgeries, medical training, patient care. and rehabilitation with VR and

MR.

o Use of AR for real-time diagnostic assistance, and remote collaboration for
doctors and surgeons.

Hl_ietai] & E-commerce:
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o Virtual showrooms, product try-ons, and AR-enhanced shopping experiences.

o Creating immersive brand experiences that engage customers and increase sales
conversion rates.

« Manufacturing and Industry 4.0:

o MR for training, remote maintenance, and real-time collaboration between
teams.

o Using XR for complex machine simulation and assembly line optimization.
« Education & Training:

o VR for immersive, hands-on learning experiences in areas like engineering.
architecture, and healthcare.

AR for interactive textbooks, on-the-job training. and collaborative leaming
environments.

e

e Interactive Exercise:

o Insmall groups. participants will develop an industry-specific AR/VEMRE/XR
use case. Discuss how immersive technology could create a competitive
advantage in that industry,

Module6. Overcommg Challenges n Immersive Technology Adoption
« Barmiers to Implementation:

o Technological limitations: Hardware requirements. development costs, and
platform fragmentation.

Q

Adoption challenges: User resistance, lack of familiarity, and overcoming the
"wow factor” to create practical solutions.

o Integration with existing business operations and systems.
« Practical Considerations for Scaling Immersive Solutions:

o Cost management and scalng: How to optimize the ROI for immersive
technologies.

o Owvercoming nfrastructure hurdles: Developing a roadmap for long-term
adoption, maintenance, and upgrades.

« Ethical and Privacy Concems in Immersive Technology:

o Data privacy. security, and ethical considerations in collecting and analyzing
data through AR/VR devices.

o Navigating the legal and regulatory landscape for mmersive technology in
different regions and industries.

« Interactive Discussion:
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o Brainstorm solutions to the most common barriers vou foresee in adopting
ARNR/MR/XR in your organization. How would you address challenges such
as cost, technical infrastructure, or user adoption?

Module7. Future Trends and Emerging Technologies in Immersive Tech
o  What's Next for AR, VR, MR, and XR?

o The evolution of immersive technologies: Trends in hardware (e.g.. lighter,
more powerful headsets). spatial computing. and Al integration with immersive
experiences,

The role of 5G in enabling real-time immersive experiences and enhanced
mobile AR.

s

o Upcoming developments in haptic feedback, brain-computer interfaces. and Al-
driven immersive environments.

o Case Studies of Cutting-Edge Immersive Innovations:
o Immersive tech in autonomous vehicles, smart cities, and artificial intelligence.

o How companies are using mixed-reality environments for team collaboration
and product design.

s Interactive Exercise;

o Future-casting session: Where do you see immersive technology taking your
industry in the next 5-10 years? What innovations would you like to explore?

Module8.Closing Remarks & Networking
» Recap and Key Takeaways:

o Summarize the key points of the workshop: How immersive technologies like
AR, VR, MR. and XR can revolutionize industnies. and the tools and strategies
for successfully implementing them.

o  OQ&A and Networking:

o Open Q&A session where participants can discuss specific challenges, share
ideas, and explore potential collaborations.

o Networking session for participants to connect with other mdustry leaders,
mnovators, and potential partners.

Target Audience

e Business Leaders and Entrepreneurs interested in exploring how AR, VR, MR, and XR
can drive mnovation i their mdustries,

« Product Managers and Designers who want to integrate immersive experiences into
- their product roadmaps.
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¢ Technology Developers looking to learn about immersive techmnology platforms and
development tools.

e Industry Change Makers looking to disrupt traditional models with cutting-edge
technology in healthcare, education, retail, manufacturing, and more.

e Investors and VCs seeking to understand the potential ROI of immersive technologies
in emerging.
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Transforming Industries with Immersive Technology: AR, VR, MR, and
XR for Change Makers
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Registration

For Workshops/Seminars/Conferences during Academic Year 2022-2023

Transforming Industries with Immersive Technology: Aﬁ, VR, MR, and XR for
Change Makers

(12 October 2022)

| s.No. D Name of the student Student's Signature _
1 | 4456928 Harsh Raj 23
2 | 445-6937 Kamya Rani
3 445-6939 Karishma Kumari
4 445-6750 Komal Kumari
5 445-7390 Krishn Mohan Kumar
3 445-7250 Manish Kumar
W 445-6877 MNur Alam
8 | 445.6862 Prakash Raj
g 445-p853 Prashant Kumar
10 445-6974 Prince Kumar Singh
11 445-6730 Raghav Raman Choudhary
12 445-6747 Ranjeet Kumar Yadav
13 445-6733 Raunak Rani
14 445-6854 Sanjeev Kumar
15 A445-7423 Satish Kumar
i6 445-6883 Saurav Kumar
17 445-6761 Shankar Kumar
18 445-6993 Shiv Jee Kumar Yadav
19 445-6728 Shivam Shekhr
20 | 445-7029 Sonal Kumar Singh
21 | 445-6770 | Subham Kumar
22 | 445-6742 Subham Shankar
23 445-7604 Tanuja
2 [ a45-6991 Ujjval Kumar Verma
25 445-7001 Vikash Kumar
26 | 445-7023 Vikash Kumar
27 445-6739 Vinayak Gupta
28 445-6759 Vishal Pandey
29 45-7432 Bolbam Kumar
D 445-6741 Kanish Kumar
31 |445-6948 | ManishRaj




32 | 445-6737 Manisha Kumari Mmd’ [,U.,
33 |445-6933 | Ravnak Kumar Ka va MW
| 34 | 445-7275 Aaseen Alam ‘ﬁjx_ﬁ-ﬂh
35 | 445-7343 Akshat Raj w—n {2
36 | 445-7027 Anish Raj A rfm:
37 445-7345 Avinash Kum L _é}
38 | 445-7384 Deeplal Ram | D - .
39 | 445-7392 Kajal Kumari %E, :‘eﬂ\ omety
40 | 445-7033 Kajal Kumari Aur ooy
| 41 | 445-6886 Kamlesh Kumar Singh Komlesla e ¢ o
42 | 445-7377 Kundan Kumar armd oy [<amer

43 445-7039

Manish Kumar

\4m~*- | L

Fm{'

Course Coordinator

44 445-7483 Md Arbaz Ansari
45 445-7252 Md Faizan M&_ me
46 | 445-7430 Mukesh Kumar Jha FAule endrne <o —Sho—on,
47 445-7469 Nitish Kumar PlIATeAA  Waaeer
48 | 445-7379 Pankaj Kumar -’r‘&,\,&{_a_\ Famrro
49 | 445-7375 Prashant Kurnar ﬁt\i\h@\_& Ko
50 445-7041 Rahul Kumar \{_}M\Mﬁ
a1 445-6979 Ramesh Kurmar
52 | 4457363 Ramesh Ranjan "waizf-/ @,;? .
o
(Sign.) ,
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