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Title of the Program: "AR/VR and Game Workshop", GDG, GITS 

Date and Time: 29-03-2025, 12:30 PM 

Venue: B2-07 AI Lab GITS 

Objective:  
The primary objective of this workshop was to introduce students to Augmented Reality (AR), 
Virtual Reality (VR), and Game Development concepts. The session aimed to provide hands-on 
experience with AR/VR tools, game engines, and real-world applications, enabling students to 
understand and explore career opportunities in these emerging technologies. 
 

Poster: 

 

 

Details of the Program:  
The workshop, organized by Google Developer Group (GDG) and the Department of Computer 
Science & Engineering (CSE) at GITS, Udaipur, was structured into three sessions: 

Session 1: Introduction to AR/VR 

 Understanding AR and VR technologies. 

 Real-world applications in gaming, education, healthcare, and simulations. 
Session 2: Basics of Game Development 

 Introduction to game engines such as Unity (C#) and Unreal Engine (C++). 

 Key game development concepts: physics, AI, animations, and 3D modeling. 



 
Session 3: Hands-on Activity and Demo 

 Development of a basic AR application using WebAR, ARCore, or ARKit. 

 Creation of a VR scene in Unity, integrating object interactions and game mechanics. 

 Practical exercises on game physics and character movement. 

 Q&A and networking session with GDG mentors. 
 

Additionally, the Director of GITS, S.M. Prasanna Kumar, and the HOD of CSE, Dr. Mayank Patel, 
interacted with the participants, sharing valuable insights and advice. Their guidance motivated 
students and provided them with a broader perspective on AR/VR and game development 
opportunities. 
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Participants: A total of 48 students participated in the workshop, actively engaging in discussions 
and practical exercises. The event was facilitated by GDG team and faculty members who provided 
guidance throughout the sessions. 
 
Outcome:  

 Participants gained a foundational understanding of AR/VR and game development. 

 Hands-on exposure to AR/VR tools and game engines. 
 Increased awareness of career opportunities in AR/VR and game development industries. 
 Enhanced collaboration among students and interaction with industry experts. 
 Positive feedback from attendees, with requests for advanced-level workshops in the 

future. 
The workshop was a great success, providing students with valuable insights and practical skills 
that will help them explore innovative opportunities in AR/VR and game development fields. 
  
 


