
IJFANS INTERNATIONAL JOURNAL OF FOOD AND NUTRITIONAL SCIENCES 

ISSN PRINT 2319 1775 Online 2320 7876 
 

Research paper                              © 2012 IJFANS. All Rights Reserved, UGC CARE Listed ( Group -I) Journal Volume 11, Iss 3, Mar 2022 

 

363 | P a g e  
 

Augmented Realism in Environment 

Shri Bhagwan, Assistant Professor  
Department of Mechanical Engineering, Teerthanker Mahaveer University, Moradabad, Uttar Pradesh, India 

Email id- Shribhagwanme@gmail.com 

 

ABSTRACT: In the recent sector, a growing number of applications that leverage 

virtual reality (VR) technology have arisen. Users of augmented reality (AR) will 

be able to study from a fully immersive experience. Traditional tools are 

progressively being phased out in favor of real-time interactive and sensory 

technologies. For architectural, educational, workplace, and other design tasks, 

the AR Environment is being used as a new working environment. This research 

shows how Augment Reality technology may be used in a real-time setting. 

Actualand virtual elements are combined in an AR system to produce actual 

world that is shown in the user's field of vision. They can conduct their job 

comfortably as a result of the collaborative dialogue enabled by the AR 

environment. This research will construct an AR system in the future and try to 

assess its benefits and downsides.  

KEYWORDS: Augmented reality, Environment, Mixed Reality, Technology, Virtual 

reality. 

1. INTRODUCTION 

Thanks to the advancement of higher-performance as well as lower-loss technologies, 

computers have become an integral parts of our daily lives. Higher-performance 

electronics are new as well as ubiquitous, with ever-increasing resources available to 

aid us in our daily tasks. Augmented reality offers a way to make use of these 

resources (AR). The term "augmented reality" refers to a technologically enhanced 

depiction of the real world. It is done by using a digital visual element, sound, or 

other sensory stimulation. The users may see the actual world while virtual objects 

are projected on top of it. The main goals of AR is to highpoint particular features of 
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the bodily world, increase sympathetic of those features, as well as produce smart 

and accessible info that can be utilized in the  real-life uses, despite the rapid 

expansion of data collection and analysis (Abdurakhman and Firdaus 2019; Agrawal, 

Agrawal, and Singh 2019; Alfisya 2019; Choudhary, Dwivedi, and Umang 2019; Gola, 

Dhingra, and Rathore 2019; Singh, Singh, and Singh 2018). 

For example, some early adopters in the retail industry have created technology to 

improve consumers' shopping experiences. Customers may see how specific items 

might appear in different locations by using augmented reality into catalog 

applications. Aside from that, the advantages of augmented reality might be 

extended to the healthcare industry, where it could play a far larger role. One 

method is to utilize software that allows users to superimpose very detailed three D 

pictures of various gadgets onto target photographs (Gupta and Kumar 2012; Kumar 

2019). 

Augmented reality, for example, might be a beneficial learning tool for medical 

professionals throughout their careers. Regardless of the fact that there are many 

different types of virtual reality systems available in the market, as well as a research 

area that covers the entire range from a high-end to a low-end scheme, all AR 

solutions have some similar needs and, as a result, some common hardware: one or 

more camera systems as well as tracking hardware to recognize the real world, a 

procuring unit to gather information, and a display to show users with information  

(Khan et al. 2011, 2012). 

Images are sent into the actual world through cameras, enabling the AR system to be 

aware of the area it is augmenting. To match the virtual and actual worlds, the 

object movement must be recorded in both domains. Higher precision, lower latency, 

minimal jitter, as well as resilience are all goals of tracking. The AR technology can 

now accurately superimpose virtual objects in real-world images. 

1.1. Technology for Augmented Reality (AR): 



IJFANS INTERNATIONAL JOURNAL OF FOOD AND NUTRITIONAL SCIENCES 

ISSN PRINT 2319 1775 Online 2320 7876 
 

Research paper                              © 2012 IJFANS. All Rights Reserved, UGC CARE Listed ( Group -I) Journal Volume 11, Iss 3, Mar 2022 

 

365 | P a g e  
 

AR is a relatively new technology in which extraordinary effects are superimposed on 

the real environment. The user will be able to observe and interact with big real-

world artifacts that have been improved with virtual objects as a consequence of this. 

AR is also known as Mixed Reality in a broader sense, which refers to a multi-axis 

spectrum of domains that includes computer gaming, telepresence, and other related 

technologies (Carmigniani et al. 2011; Elmqaddem 2019; Fernández-Enríquez and 

Delgado-Martín 2020; Grubert et al. 2017).   

AR systems merge digital information and, as a result, reality in such a manner that 

the user may experience both simultaneously. The Tracking System is one of the most 

crucial components of an AR system since one of the most critical parts of AR is 

identifying virtual objects in the correct location and position. An AR system must be 

capable to dynamically monitor the user's point of view in order to maintain virtual 

elements aligned with real-world objects. An AR system must include a display, a 

camera for graphic captures, and computer-installed software applications, as well as 

a variety of other pieces of hardware such as camera phones, PDAs, laptops, HMDs, as 

well as wearable computer systems (Chylinski et al. 2020; Lukosch et al. 2015; Munzer 

et al. 2019). 

The AR Tool Kit library is the most frequent way for identifying the relationship 

between the real and virtual worlds. The AR Tool Kit determines the location and 

orientation of the basic camera perspective in relation to a real-world marker using a 

computer vision algorithm. The virtual coordinates are defined and calculated by the 

AR Tool Kit. The computer pictures are then formed as an overlay on a fiducially 

Markers card based on the convergence of virtual and actual camera positions. 

As a consequence, the client is provided with a more lively impression via HMDs or a 

video transparent improved realism on the PC screen. The virtual images are added to 

the appropriate image before it is projected, which solves the OST problem of 

surrounding light while also giving the user flexibility over where the virtual elements 

are placed. However, there are other drawbacks with this technology, such as 



IJFANS INTERNATIONAL JOURNAL OF FOOD AND NUTRITIONAL SCIENCES 

ISSN PRINT 2319 1775 Online 2320 7876 
 

Research paper                              © 2012 IJFANS. All Rights Reserved, UGC CARE Listed ( Group -I) Journal Volume 11, Iss 3, Mar 2022 

 

366 | P a g e  
 

latency, which is determined by the camera image update frequency and may 

degrade the user experience of the system, causing simulator sickness. As a 

consequence, augmented reality technology offers a broad range of possible 

applications in areas including entertainment, education, medical, training, 

engineering, and manufacturing. 

1.2. In the fields of architecture, augmented realities is used in a number of 

ways: 

A live, replicated representation of a physical, real-world environment in which 

computer generated tangible data is utilized to supplement (or improve) the elements 

is known as augmented reality. In the case of engineering, a 3D model of your idea, 

computer-generated reality replaces the current reality with a replicated one, while 

enhanced reality takes the current reality and adds to it. The facts concerning the 

client's encompassing genuine world become intuitive and ready to be cautiously 

regulated with the help of cutting-edge augmented reality innovation like PC vision 

and item recognition.  

In augmented reality, computer programming should be able to deduce verifiable 

instructions without the need for a camera or camera images. AR technology is also 

being studied as another design strategy. As a result, a significant amount of AR 

research and development has been focused on the engineering configuration 

measure. 

1.3. Interaction Based On Occlusion: 

In two-dimensional interactions, a pointer is usually placed on the interaction surface, 

as well as users are given an interface tool to move it, such as a mouse or a tablet 

pen. When a user is moving the cursor across the interaction surface, the interaction 

point is the item or location where the pointer lands. A pointer-centered perspective 

and an interaction object-centered view are two ways to two D interactions. The 

system tracks the movement of a single pointer in the caret display to see whether 

there's an interaction item below it. This notion works well in a typical desktop 
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graphical interface, but it's difficult to apply to Tangible AR scenarios that demand 

natural interaction techniques. People may point with a number of objects in the real 

world, even their bare fingers. Interactivity may include several pointers in certain 

circumstances, such as when there are many participants or when bi-manual 

interactions are employed.  

1.4. Inner Designs in the Digital World: 

 Inner Design Characteristics 

The developer apply the 3 essential elements of an inner design: shade, scalea, as 

well as extending inside a set space in the case of an inside layout. The proposed AR 

framework is designed to provide the customer the freedom to customize utilizing 

these three core principles. The customer may adjusting the attributes of virtual 

furniture’s as well as create numerous game plans in the offered AR environments. 

 System Architecture 

Two different modules were constructed for execution: one for creating and dealing 

with the 3D data collection, and the other for displaying, to begin, CAD apps link data 

from an attraction to an information base. The mathematical data is subsequently 

extracted from a three-dimensional furniture data collection. Following the stacking 

of computations, the location and bearing of the client's viewpoints are identified 

based on the information marker. Vary networks are used to change the area and 

heading-based math information, resulting in visuals that adapt adjacent to diverse 

elements in the real world. In intuitive AR applications that demand client responses, 

there should be a method for communicating those reactions to the AR framework 

that is both effective and non-intrusive. The primary goal of incorporating viewpoint 

control into an AR framework is to make collaboration between the framework and 

the client more efficient and effective. 

The attributes of the furniture pictures are kept in a data set created using a CAD 

tool, such as 3DSMax programming, and the final illustrations are rendered using 
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OpenGL. In addition, the virtual furniture's 3D coordinates and orientations are 

calculated using the ARToolKit programming package. 

Position and direction trackers are significant components of the AR frameworks as 

well as the growth of AR technologies. 

 Software version 

Computer-aided design software is used to manage the structural calculation 

information and its link to a data collection. The position and direction data are then 

recovered and shown by the AR programming in the selected climate. An AR Tool Kit 

library anticipates the work of constructing the AR application at that moment. PC 

vision computations are used in AR Tool Kit programming to solve this problem. The 

virtual camera location and orientation are continually characterized by an AR Tool 

Kit video following library in comparison to real markers. The virtual goods are then 

shown using the AR Tool Kit toolkit, which was developed by HIT Lab NZ.  

In today's study, several MR frameworks utilize marker-based following techniques, in 

which the MR framework recognizes markers put in the surrounding. These markers 

instruct the framework as to where virtual things like as text, 3D models, music, 

photos, recordings, motions, and volumetric models should be placed. The ability for 

an application engineer to describe a scenario document in XML sentence structure 

has been built using unique programming. If it is beneficial to the application, the 

collaboration zone might also be non-straightforward. The scenario document 

specifies the straightforwardness, shade, image, and arrangement of the cooperation 

territories in XML language. 

 Hardware  

A normal PC with a graphics card powers the AR system. On an Intel (R) Core (TM) 

Quadra CPU Q6600 with two GB of RAM, a Windows XP working frame works is 

operating. A camera, the Logitech QuickC am Vision pro, is also used to collect 

sensory images. From a single image, the client's camera can detect recognized 
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objects and determine their 3D location and orientation in real space. Then there are 

the virtual objects (furniture, components, dividers, entryways, and so on) are 

overlaid based on marker following. 

Eye gaze connection may be restricted both temporally and geographically in the 

constructed framework - just particular components of the display will have the 

ability, and only when there is a necessity for look cooperation. The association 

areas, including eye gaze abide times and order activities, are defined in the 

application situation XML document. The look exchange zone placements may be 

fixed or dynamic, depending on the recognized marker position, allowing for a 

flexible application design. If necessary for the application, the connection zone 

might also be non-straightforward. In the scenario document, the straightness, 

shading, image, and location of the connecting sections are specified in XML 

punctuation. 

A handful of the markers in an AR Tool Kit library are very accurate and durable. A 

consumer is also given with a Head-Mounted Display (HMD) in the practical 

implementation. When augmented reality is used with a head-mounted display, the 

client may freely move around virtual furniture while observing it. 

1.5. AR system method on occlusion markers: 

This study takes a user-centered approach to 2D interactions, making it simple to 

adapt to Tangible AR settings that need natural interaction techniques. In the actual 

world, individuals can point with a number of things or their bare fingers. In Tangible 

AR settings, predefined formal markers are often utilized to monitor actual things. 

Although contemporary vision systems can successfully track markers, they can 

occasionally fail owing to insufficient light, motion blurring, deformations in the 

markers, or occlusions. To prevent this issue, vision-based tracking systems frequently 

scan a large number of objects with various markers. Some markers are associated 

with a single item in a certain spatial arrangement. Even if some of the markers in the 

marker set are not visible, the item may be tracked successfully. 
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A simple technique to ensure that a marker is inside the view volume is to verify the 

visibility of nearby markers, often known as boundary markers, while an interface 

marker is one that has been checked for occlusion. 

1.6. The Boundary Marker Method: 

This study takes a user-centered approach to 2D interactions, making it simple to 

adapt to Tangible AR settings that need natural interaction techniques. In the actual 

world, individuals can point with a number of things or their bare fingers. A fast 

technique to confirm sure a marker is within the view volume is to check the visibility 

of surrounding markers. Border markers are markers that are checked for occlusion by 

their neighbors, while interaction markers are markers that are examined for 

occlusion by themselves. An influence personal marker, for example, requires at least 

two boundary markers to be placed around it. The interaction marker may be 

validated to be inside the view volume by verifying whether these boundary markers 

are visible; thus, if it is not identified, it is occluded (Arslan, Kofoğlu, and Dargut 

2020; Huang et al. 2018; Ibáñez and Delgado-Kloos 2018). 

When a line of interaction markers is formed, the neighbors of the interactions 

marker being tested may be used as boundary markers. If there is at least 1 visible 

border marker on each side, the tested marker is inside the view volume. As a result, 

hybrid markings serve as both a barrier and a point of engagement. Hybrid markers 

serve as both a boundary and a point of engagement. This allows for the identification 

of several consecutive marker occlusions while simultaneously hiding the border 

markers. Despite the ease of use and reliability of the boundary marker strategy, 

marker waste is unavoidable owing to the necessity for additional non-intractable 

border markers. 

2. DISCUSSION 

Because the spatial connections of markers within a marker set are known, the three-

dimensional location and orientation of unseen markers relative to the camera may be 

calculated while the marker set is observed. After analyzing an unknown marker's 
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three D posture, the two-dimensional projection of that marker on the screen may be 

anticipated. Unlike the boundary marker technique, the estimated marker projection 

method just requires one visible marker from the marker set to check for unknown 

markers' visibility as well as occlusion. As a consequence, in addition to the one with 

which she is engaging, the user only has to maintain one more marker in view, 

simplifying interaction. Apart than that, none of the markers in the collection are 

useless since they may all be utilized as interaction points. 

The constant use of data as text, designs, music, or other virtual enhancements 

coordinated with genuine-world things is referred to as augmenting the truth. This 

usually means that sophisticated symbolism, or information, is transferred to real-

world objects or, on rare occasions, integrated with more traditional media such as 

live video transfers, heads-up displays, or unusual enhanced reality spectacles. The 

introduction of precisely crafted visuals into a viewer's real-world environment is 

known as Augmented Reality. Unlike Virtual Reality, which produces a fake climate, 

AR utilizes the real one and overlays new data on top of it. 

3. CONCLUSION 

Augmented reality applications are often created utilizing uncommon 3D projects that 

allow programmers to superimpose movement from PC software onto a real-world AR 

"marker." The goal of this research was to create and build an augmented reality 

game-based learning system. The framework is almost finished. The findings of the 

pilot framework assessment indicated that understudies are interested in the 

framework. AR innovation opens up a slew of new design and technical opportunities. 

AR, or augmented reality, is a virtual consequence of real innovation that may be 

used for entertainment as well as to improve real-world quality. AR technology may 

be used as another lively reproduction instrument for interior design, allowing the 

customer to observe. 
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