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PRINCIPAL’S DESK

Dear Students, Faculty and Staff members,
| wish best for the next issue of e-newsletter .

Dr. M.S. Gujral

HOD'S MESSAGE

As we move forward, | encourage each of you to take full advantage of the
resources and opportunities available. Stay curious, stay engaged.

Dr. D. S. Saini

Greetings, Readers! E D ITO RIAL D ES K

We are delighted to present the latest edition of our e-Newsletter, "Bits and
Bytes," from the ECE Department at Chandigarh College of Engineering and
Technology (Degree Wing), Sector-26, Chandigarh.

Our department continues to cultivate a dynamic environment for future
engineers to achieve their aspirations and excel in Electronics and
Communication Engg. This newsletter serves to unite and engage budding
engineers, crucial to India's self-reliance vision.

Your feedback is valuable to us, please share any suggestions for improvement
with our editorial board. Thank you for your continued support.

Dr. Shilpa Jindal
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OUR TEAM

Ruman Sidhu (CO20550) Palak Prasher (CO21551) Dhruv (CO22518)
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Pravneet Kaur Bujrall (CO20544) Arjun (CO21518) Santosh Shukla (CO22541)
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IN THE NEWS

» CES 2024 Highlights : CES 2024, held in Las Vegas, showcased numerous cutting-edge technologies.
Notable unveilings included Samsung's world-first transparent micro-LED display and the company's
wireless 8K projector. LG impressed with its Signature OLED T, a transparent TV, and Panasonic
revealed its Z95A OLED TV featuring Fire OS
(CES 2024-April)

« India-US Drone Deal: India is negotiating a deal with the US to acquire 31 high-tech drones, aimed at
bolstering its defense capabilities and surveillance operations.
(Hindustan Times-April24)

« Silicon Excellence: MosChip Technologies is advancing its physical design offerings for semiconductors,
aiming to enhance the efficiency and performance of silicon chips used in various applications. (May24)

* Neural Headphones: CES 2024 also showcased neural headphones capable of reading brain waves to
control devices, representing a significant leap in wearable technology and user interaction
(Techradar-May24).

» Self-Powered Sensors: Researchers developed self-powered sensors that harvest energy from ambient
magnetic fields around electrical wires, which could revolutionize industrial sensor networks by
reducing maintenance costs. (All about circuits-May24)

o 3D Processors for Wireless Communication: The University of Florida developed a 3D processor that
could transform wireless communication by offering compact and efficient data transmission essential
for applications like smart city infrastructures and remote healthcare . ( All about circuits-May24)

* 10. Electric Tractors in Agriculture: India is seeing a rise in electric tractors, promoting sustainability in
agriculture by reducing reliance on fossil fuels and improving energy efficiency in farming operations
(Timestech-May24).

« Synology Solution Exhibition 2024: Synology unveiled advanced data protection, management, and
surveillance solutions, showcasing three new product lines aimed at enhancing data security and
efficiency in various sectors (Times Tech-June24).

» Adobe Edge Security Camera: Adobe Systems launched a security camera with an impressive range of
1.5 miles, significantly exceeding the typical 100 feet range of standard wireless cameras (Popular
Science). (Adobe Edge-June24)

e Onsemi's Power Solution: onsemi introduced a comprehensive power solution to improve energy

efficiency for data centers, addressing the high power demands driven by Al workloads.
(Time tech-June24).
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Virtual Reality (VR) and Augmented Reality (AR) in Training and Education

Shubhadeep(C0O22545)
Introduction

Virtual Reality (VR) and Augmented Reality (AR) technologies have rapidly evolved, offering
immersive and interactive experiences that are transforming various sectors, particularly
training and education. These technologies provide innovative ways to engage learners,
enhance comprehension, and improve retention of information.

Virtual Reality in Education

1. Immersive Learning Experiences: VR provides a fully immersive environment that can
transport students to different places and times. For example, history lessons can come alive
by taking students on virtual tours of ancient civilizations, or science classes can include virtual
dissections of organisms, offering a deeper understanding than traditional methods.

2. Simulation and Practical Training: VR is highly effective for practical training in fields like
medicine, aviation, and engineering. Medical students can perform virtual surgeries, pilots can
train on flight simulators, and engineers can work on virtual models of machinery, all without
the risk associated with real-world training.

3. Personalized Learning: VR enables personalized learning experiences tailored to individual
students' pace and learning styles. Interactive VR lessons can adapt to the user's responses,
providing additional challenges or support as needed.

4, Engagement and Motivation: The interactive nature of VR keeps students engaged and
motivated. The novelty and excitement of VR experiences can make learning more appealing,
potentially improving attendance and participation.

Augmented Reality in Education

1. Enhanced Interaction with Learning Materials: AR overlays digital information onto the
physical world, enhancing how students interact with learning materials. For instance, AR apps
can bring textbooks to life with 3D models, animations, and interactive elements that make
complex concepts easier to understand.

2. Real-Time Feedback and Assessment: AR can provide instant feedback and assessments
during learning activities. For example, language learning apps can use AR to provide real-time
corrections and suggestions, while math apps can guide students through problem-solving
processes interactively.

3. Collaboration and Social Learning: AR facilitates collaborative learning by enabling students
to interact with the same augmented content simultaneously. This can be particularly useful in
subjects requiring teamwork and collaboration, such as science labs or group projects.

4, Accessibility and Inclusion: AR can make learning more accessible for students with
disabilities. For example, AR applications can provide visual or auditory aids to help students
with visual or hearing impairments engage with the content.
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Applications and Case Studies

1. Medical Training: VR and AR are widely used in medical training. Surgeons use VR to practice
complex procedures, and AR helps in anatomy classes by overlaying detailed anatomical
information onto physical models or even live patients during surgery.

2. Engineering and Technical Education: Engineering students use VR to design and test virtual
prototypes, allowing them to experiment with different scenarios without the cost of physical
materials. AR assists in technical education by overlaying instructions and diagrams onto
machinery, aiding in assembly and maintenance tasks.

3. Language Learning: AR language apps provide immersive experiences by overlaying
translations and contextual information onto real-world objects. VR environments offer complete
language immersion, allowing learners to practice in realistic scenarios.

4, Workforce Training: Industries such as manufacturing, construction, and retail use VR and AR
for employee training. Workers can learn to operate machinery, follow safety protocols, or handle
customer interactions in a controlled, risk-free environment.

Challenges and Considerations

1. Cost and Accessibility: The cost of VR and AR equipment can be a barrier for some educational
institutions. Ensuring accessibility and affordability is crucial for widespread adoption.

2. Technical Challenges: Implementing VR and AR requires robust technical infrastructure and
expertise. Schools and training centers need to invest in the necessary hardware, software, and
technical support.

3. Content Development: Creating high-quality VR and AR educational content is time-consuming
and expensive. Collaboration between educators, content developers, and technology experts is
essential to produce effective learning materials.

4, Resistance to Change: There can be resistance from educators and institutions accustomed to
traditional teaching methods. Providing adequate training and demonstrating the benefits of VR
and AR can help overcome this resistance.

Future Prospects

The future of VR and AR in education looks promising, with continuous advancements in
technology making these tools more accessible and effective. Potential developments include:

e Improved Hardware: Lighter, more affordable, and more comfortable VR and AR devices.

e Enhanced Content: More sophisticated and interactive educational content tailored to various
learning needs.

e Greater Integration: Seamless integration of VR and AR with existing educational systems and
curricula.

® Expanded Accessibility: Increased efforts to make VR and AR tools available to underprivileged
and remote areas.

Conclusion

VR and AR are revolutionizing training and education by offering immersive, interactive, and
personalized learning experiences. While challenges remain, the potential benefits for students
and educators are substantial. As technology continues to evolve, VR and AR are poised to
become integral components of modern education, enhancing learning outcomes and preparing
students for the future.
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Event held :
Dated 24/04/2024 : The Institution's Innovation Council (IIC) in collaboration with ECE

Department had organized an expert talk by Mr. Rajesh Kumar Jindal, working in Infosys and
having 25+ years of experience for the students of CCET (Degree Wing), Chandigarh. The theme
of the talk was "Innovation/Prototype Validation - Converting Innovation into a Start-up".

The talk was quite interactive and ended on high note .

Bits and Bytes
Volume 3/ Issue 2 / April'24- June'24




CCET

Chandigarh College of Engineering and Technology
(Degree Wing) Sector-26, Chandigarh, India

Principal: Dr. M.S.Gujral OUR TEAM:

Published By: ECE Department IRE nerzes R SallzEiclieel
Designers: Pravneet Kaur Bujrall (CO20544)

Arjun (CO21518)
Santosh Shukla (CO22541)

Editor: Ruman Sidhu (CO20550)
Palak Prasher (CO21551)

Dhruv (C022518)
Q P &
0172-2750947 principal@ccet.ac.in www.ccet.ac.in

Bits and Bytes
Volume 3 / Issue 2 / April'24- June'24 7



