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Project 2 
This augmented reality project introduces the use of animation, physics and lifesize models using plane 

finders in Unity and Vuforia. The first part of the project uses animation to augment a model of myself in a basic 
playset with background sounds. The second part of the project uses physics for the user to interact with the real 
world and the virtual models using physical objects such as balls in this project. The third part of the project makes 
use of a plane finder and ground plane stage to augment a real life size version of what was done in part one of the 
project. There are many applications for this technology in this world. Analysing the first part of the project we 
could make use of the real life model of the user and augment them into a real world plane. We could make use of 
this technology by meeting virtual calls, which is mainly popular nowadays. People will be able to augment the 
person they are calling into their real world using the model of the person. This innovation can be a step further to 
what is currently in the market for just using video calls. This can be more fun and there can be multiple applications 
to this. While this would take more hardware than what is usually required for just an online call. Another 
application of this technology can be used by online personalities such as streamers and youtubers, as there has been 
an increase in virtual youtubers, where they use virtual models instead of a webcam to show their physical 
appearance on the internet. They will be able to make use of  the AR human model with animation in their streams 
to make their content more entertaining and fun. Looking at the application of the augmentation of human models in 
a life size model with a basic play set, it would help in the future where companies could make use of this 
technology in AR glasses in such a way that advertisement models could be augmented into the real world, where 
the user will be able to interact with them. This adds an extra layer of interaction to marketing techniques companies 
can use to advertise their products. This technology can also be useful in the future when artists such as musicians 
will be able to perform at multiple locations at the same time by just augmenting their models into the real world, 
this would allow for more people to attend a concert as well as less strenuous work for the artist to travel to multiple 
locations in a short amount of time for their concerts. This would also lower the prices of concerts making it possible 
for more people to attend because of how economical the prices are. Looking at the incorporation of physics into 
AR, it has many applications. One of the main things being used in education to teach students without having to 
make them spend money on real models to interact with them. They will be able to observe the same results with 
changing variables for the models using a AR space.  


