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Report on Workshop 
 

Topic of one day workshop: Workshop on Augmented Reality 

Speaker: Mr. Shiraz Khurana, 9466786100 

Date: 29th May, 2020 

Time: 10.00 am to 5.00 pm 

No. of students attended: 121 

Coordinator: Dr. Anju Bhandari Gandhi, CSE 

 

The department of Computer Science and Engineering organized an online workshop on 

“Augmented Reality” on May 29, 2020. The workshop aimed to introduce students to Augmented 

Reality (AR) and Virtual Reality (VR) highlighting their differences, roles in business, production 

processes, challenges and future scopes. 

 

The workshop commenced at 10 AM on the Microsoft Teams platform. The event began with a 

welcoming address and honoring of the speaker, Mr. Shiraz Khurana, an expert in AR/VR 

technologies. 

Main goal of the workshop was introduction to AR and VR and clear the difference between AR 

and VR. And other purposes of the workshop were: 

• Role of AR and VR on Business 

• AR/VR Production Process 

• Learn to install AR/VR platforms 

• AR/VR Challenges for Business and Technology 

• Scope for AR/VR 

• Future for AR/VR 

 

Augmented reality and virtual reality are reality technologies that either enhance or replace a real-

life environment with a simulated one. 

• Augmented reality (AR) augments your surroundings by adding digital elements to a live 

view, often by using the camera on a smartphone.  

• Virtual reality (VR) is a completely immersive experience that replaces a real-life 

environment with a simulated one. 

• In AR, a virtual environment is designed to coexist with the real environment, with the goal 

of being informative and providing additional data about the real world, which a user can 

access without having to do a search. For example, industrial AR apps could offer instant 

troubleshooting information when a handset is aimed at a piece of failing equipment. 

• Virtual reality encompasses a complete environmental simulation that replaces the user’s 

world with an entirely virtual world. Because these virtual environments are entirely 

fabricated, they are often designed to be larger than life. For example, VR could let a user 

box with a cartoon version of Mike Tyson in a virtual boxing ring. 



 

• While both virtual reality and augmented reality are designed to bring a simulated 

environment to the user, each concept is unique and involves different use cases. In addition 

to entertainment scenarios, augmented reality is also increasingly being used by businesses, 

because of its ability to generate informational overlays that add useful, real-world 

scenarios. 

The workshop concluded with a felicitation ceremony for the speaker, Mr. Shiraz Khurana 

conducted by Dr. S.C. Gupta, the Head of the Department. The workshop was a resounding 

success, providing insights on AR/VR technologies to the students.  
 

 

 

 

 

 

 
 

Pic: Screenshot during the workshop 
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