
 

                                                                                                                                 

VisonARy 2025  

Name of the event:  VISIONARY 
Date of event: 17th April 2025 
Time of event: 1:30 pm to 2.30 pm 
Location of the event: 708 
Number of Participants: 75 Participants 
Name of Speaker: Prof. Priti Rumao 

Overview 

The Game Development and Animation (GDA) Council organized a highly engaging and informative 
session titled "VISIONARY", which focused on the rising influence of Augmented Reality (AR) and 
Virtual Reality (VR) in today's digital landscape. Held on 17th April 2025, the session was led by Prof. 
Priti Rumao, who brought extensive knowledge and practical insight into these immersive technologies. 

With 75 enthusiastic participants in attendance, the event aimed to introduce students to the foundational 
concepts, industry relevance and real-world applications of AR and VR. The session was designed to 
spark creativity and curiosity among students about how these technologies can transform user 
experiences across various domains. 

1. Introduction to AR & VR 

Prof. Rumao began the session by distinguishing between AR and VR in a clear and interactive manner. 
Using real-world examples like Pokémon Go to illustrate AR and Beat Saber for VR, she helped students 
understand how these technologies function and differ in user engagement and hardware requirements. 

AR, she explained, enhances the real world by overlaying digital content, while VR creates a completely 
immersive digital environment. This foundational clarity set the stage for deeper exploration into their 
applications. 

2. Industry Applications 



The speaker provided a comprehensive overview of how AR and VR are impacting industries beyond 
gaming. She highlighted their use in: 

●​ Education: Virtual labs, AR-based learning modules and immersive history experiences. 
●​ Healthcare: Surgical simulations, phobia treatments and patient education. 
●​ Military: Combat simulations and training programs. 
●​ Tourism: Virtual heritage tours and AR-enhanced museum exhibits. 

The students were particularly fascinated by how these technologies are reshaping how we learn, work, 
and interact.​

 



 

 



 

3. Game Development with AR/VR 

Moving deeper into the field of game development, Prof. Rumao discussed the powerful tools used to 
create AR/VR experiences. She introduced platforms such as: 

●​ Unity – A versatile game engine that supports both AR and VR development. 
●​ Unreal Engine – Known for high-fidelity graphics and used widely in VR simulation projects. 

The session included demonstrations of simple AR scenes built using Unity, showing how camera inputs 
and object tracking work together to deliver augmented content. 

This section motivated many budding developers to explore AR/VR development hands-on, especially 
within the gaming and animation spheres. 

4. Q&A Session 

The event concluded with a highly interactive Q&A session, where students raised questions about 
development tools, career paths in AR/VR, hardware compatibility and ethical concerns. Prof. Rumao 
addressed each query in detail, encouraging students to start experimenting with basic AR/VR projects 
using free tools and open-source resources. 



She also shared useful links to tutorials and communities where students could learn and collaborate 
further. 

Conclusion 

The VISIONARY session proved to be a valuable experience for all attendees. It not only expanded their 
technical understanding of AR and VR but also opened their eyes to the limitless possibilities in 
immersive technology. 

Participants left the session inspired to explore AR/VR development, integrate it into their academic 
projects and possibly pursue careers in this rapidly evolving field. The event was a significant step by the 
GDA Council toward nurturing future-ready tech talent with skills aligned to emerging global trends. 
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