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Designing smart applications
using Augmented Reality
Kimberly De La Santa (Student), Professor S. Marco Pinto (Mentor)
Department of Computer Systems

ABSTRACT:
Augmented Reality is rapidly developing in
popularity because it brings elements of the virtual
world and also, into our real world. Augmented
Reality (AR) is a variation of Virtual Reality (VR).
VR technologies immerses the user inside of an
imaginary environment. While immersed, the user
cannot see the real world around them. In contrast,
AR allows the user to see the real world, with
virtual objects with information combined.
Therefore, AR supplements reality and
enhances the things we see, hear, and feel.

These squares/markers are encoded with an ID
which displays the skeleton model onto the physical
world model seamlessly and accurately.
For the coding part of this project, I used C#. I
wanted to make my skeleton model to walk around
the marker so I added a joystick to allow the user to
move the virtual object around.
Here is the script for the joystick:

GOAL:
o To implement a application that gives
the user the opportunity to experiment
with AR.
o Explore alternative AR methods:
• Graphics, audio, and other
sensory enhancements from
computer screen into real time
environments
• Combining virtual reality and the
user’s reality together.
• Using rendering and calibration
methods

APPLICATION:
Image recognition is an crucial component of
AR. The application that I created was a marker
based AR application. It is able to determine the
position of a camera and applies a marking tracking
technique. This allows my three-dimensional
skeleton model, to pinpoint optical squares/markers
and adjust their orientation to the camera.

CONCLUSION:
Augmented Reality can allow us to interact
with the real objects digitally. This system of
technology has reached its goals half way and in
no time, with powerful displays and tracking
approaches, our world can become fully
virtualized and we can experience this ”new”
technology in our everyday lives.

