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ABSTRACT 

In Our daily lives an Augmented Reality Application are common, such as in smartphones This AR application 

can be used in entertainment, engineering, medicine and education. The main moto of this project is to 

awareness of area where the corona had been positive and their relevant results with respect to digital format 

which gives an immersive experience to the user to see run time cases of corona in virtual format with 

augmented world which is an existing world. This Project is for Android device and the climax of this 

application is to track the covid-19 data and show in digital form with the help of augmented reality. Currently 

India is facing problem related to controlling of the virus outbreak and has managed its growth rate. With the 

help of exponential and polynomial regression modelling, the predictions can be done for infected people for 

next 30 days. 

Keywords: Augmented Reality Technology, Machine Learning. Mixed Reality, Gamification, Visitor 

Engagement. 

I. INTRODUCTION 
Augmented Reality is visual influence to 3d real world environment where the objects that reside in the real 

world are enhanced by computer-generated, auditory, sometimes across multiple sensory modalities, including 

visual, perceptual information somatosensory and haptic. Today India is facing a huge problem of pandemic 

situation in this period, new infection occurs in a person who has not been in contact with an infected person or 

someone who travel through the virus-hit countries. At this stage, the virus spread is practically uncontrollable, 

and the country can have many major clusters of infection, but with the help of predictions can be done for 

infected people for next 30 days. Now a day’s covid19 virus speeding all over India and more cases of the 

coronavirus disease has been recorded, according to the Union health ministry data.  

The major goal of this project is to save COVID–19 data; therefore, it provides data in the form of augmented 

reality, which depicts data such as recovery rate, active case, confirmed case, and death rate. Through this 

application, the all details of Covid-19 virus that is confirmed cases data all over India in augmented reality, 

which makes immersive view. For example, when we open this application we will see a India map on which we 

can touch that particular state through android mobile on which is application will run.  

II. LITERATURE REVIEW 

Augmented reality is a type of technology that intelligently combines virtual and real-world data. Multimedia, 

three-dimensional modelling, real-time tracking and registration, intelligent interaction, and sensing have all 

been employed extensively [1], 

Most of the libraries for creating augmented reality applications are accessible in the development world; their 

capability varies based on the technology used to identify and track an item, points, or characteristics in a 

scene. In this, we will look at the ARCore open source frameworks that let you see a virtual object in real life. 

Their purpose is to combine digital and real-world material and information. They can interface with the 

device's components (camera and screen) to identify and track scene features and insert virtual content. This 

research implements and concretizes the various augmented reality features that can be used to enhance the 

real environment with new information [2].It is a branch of Augmented Reality in which three-dimensional 

virtual items are seamlessly blended into a three-dimensional real-world environment in real time. It describes 

the applications that have been investigated in the fields of medicine, manufacturing, visualization, path 



                                                                                                                  e-ISSN: 2582-5208 
International Research Journal  of  Modernization in Engineering  Technology  and  Science 

( Peer-Reviewed, Open Access, Fully Refereed International Journal ) 

Volume:03/Issue:09/September-2021             Impact Factor- 6.752                 www.irjmets.com    

www.irjmets.com                              @International Research Journal of Modernization in Engineering, Technology and Science 

 [268] 

planning, entertainment, and military. A full examination of the tradeoffs between optical and video blending 

technologies is included in this description of the characteristics of Augmented Reality systems. Two of the 

most significant challenges in developing functional Augmented Reality systems are registration and sensing 

mistakes [3]. Augmented reality, which is frequently constructed in a 3D environment, aims to add virtual 

content to the real world while also allowing users to engage in real time. Virtual objects' objective is to provide 

useful and courageous information to an Augmented Reality system's user, giving it new meaning. Using 

electrical gadgets with a camera sensor, this combination is conceivable. Virtual images are superimposed on 

the reality captured by the camera of the tablet or smartphone, which is now the most extensively utilized [4]. 

In the development realm, ARFoundation offers a variety of frameworks and SDKs for creating Augmented 

Reality Applications. The user's ability to identify, track, and position one or more objects, points, or features in 

a scene affects their functionality. In this article, we will learn about ARFoundation and one of its SDKs, ARCore, 

an open framework that not only shows virtual information in the actual environment, but also identifies it. By 

adding virtual content, it may interact with the device's components and the actual environment [5]. Virtual 

objects may be smoothly inserted into a picture sequence using augmented reality (AR). In order to achieve this 

aim, synthetic components must be generated and positioned in the picture in a precise and aesthetically 

appealing manner. This problem's solution can be linked to a posture estimation or, more precisely, a camera 

localization method [6]. According to the study in [7].Augmented reality is a relatively new technology 

development that can be used in a variety of sectors [8]. Methods for using the brain through games to prevent 

the elderly's head and body hypo function have been proposed [9]. A Marker-less application [10], recognizes 

unregistered items. This method's implementation is extremely difficult. The algorithm that recognizes the 

items must be able to distinguish a variety of features in the scene, such as patterns, colors, and other qualities 

[11]. Due to fast technological advancements, today's applications choose marker-less techniques. Augmented 

reality has been a part of our daily lives for some years, with apps like Snapchat and Messenger, the IKEA 

catalogue, and the Pokemon GO! Game, as well as various scientific articles employing the technology 

[12][13][14][15]. ARCore supports the following 3D file types: .obj.glTF.fbx [16]. Blender, for example, is used 

to produce these 3D formats [17]. The libraries want to create augmented reality application that use a 

smartphone to add 3D digital information to the actual environment for both platforms offer advantages and 

disadvantages[18]. Augmented reality is created using image processing and 3D rendering technology. 

Developing augmented reality apps necessitates the use of software that allows for 3D rendering. Unity has 

responded by launching ARFoundation [19]. 

III. IMPLEMENTATION 

Step-1: The application should launch with a camera, which will enhance the 3D line graph in the existing 

surroundings, creating a more immersive line graph experience. 

Step-2: The graph is made up of one month's worth of confirm covid-19 data, from which a probabilistic 

analysis is generated using a Machine-learning algorithm that generates the next month's graph. 

Step-3: The data from India's Covid-19 is visualized via augmented reality, which displays real-time data on 

confirmed, active, recovered, and death rates.  

Step-4: The covid-19 detailed data is displayed not only on an Indian map, but also on a state map with district 

information for the covid-19 case using interactive 3D augmented reality. 

Step-5: For the user who is concerned about India's Covid-19 data, there is a fun or entrainment view. The 

game features a covid-19 3D model that is Shoot in augmented reality at a certain moment. 

IV. RESULT 

According to the findings, the project is based on a probabilistic analysis of Indian COVID-19 data combined 

with an interactive real-time augmented reality model for viewing in an existing context. This program uses 

augmented reality to interact with data from Covid-19 confirmed, deceased, recovered, and active cases in a 

virtual environment. It also has a feature called enhance. When we open the app, the camera mode that comes 

with it activates. This is the start of my application, which represents the program's menu. About, Warning, 

Probabilistic, Covid-19 Data, Game Mode, Exit, and Credits are all available via this menu item. Each menu 

choice has its own set of attributes. 
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4.1 About 

About gives a comprehensive introduction of the application, as well as details on Probabilistic Analysis of 

Indian COVID-19 Data with Interactive Real-Time Augmented Reality.. 

4.2 Warning 

When we click the warning button, the following message appears, containing details about the alert. Vai a 

gadget, augmented reality connects the actual world with digital data. The user must be aware of his or her 

surroundings when using the application. The user is not required to move physically in order to use the 

application. For users under the age of 15. While using this application for the augmented reality experience, it 

is recommended that you have parental supervision. 

4.3 Probabilistic 

When we select the Probabilistic button which will show in a graphical manner, this probabilistic presents the 

monthly information of Covid-19 data. The prediction button will show once the graph has been plotted in 

augmented reality with the correct monthly data. The prediction button will be visible once the graph is fully 

displayed. The forecast of covid-19 data is shown by the blue color line, as I employed a machine learning 

method to provide future knowledge of covid-19 data, resulting in a probabilistic approach for the following 

month. 

4.4 Covid-19 Data 

We may acquire an Indian 3d map with state and city details by clicking on the covid-19 data button. This 

graphic is about Indian covid-19 data and features a 3D immersive view of all Indian states and cities with 

current covid-19 instances. The different states of India are represented by the red blocks in this illustration. 

The red block situated above the state of India will pop-up with detail information of state name covid-19 

instances such as confirmed, active, recovered, and death rate when the middle red marker is moved as per the 

camera or mobile movement of the application. When we click on the right side of the application, we receive a 

marker enable option. Because the marker option is enabled by default in this application, we can disable it if 

we don't require it. When we click on a red block, such as Maharashtra, we will be sent to a new window with a 

3D view map of Maharashtra. This map is accompanied by a detailed Maharashtra city list that appears above 

the map. In augmented reality, you can navigate through this city list. The city list includes information on 

confirmed, active, recovered, and death rate covid-19 cases. In Maharashtra, for example, we have cities like 

Solapur and Beed. 

 

4.5 Game Mode 

There is a gaming option called Corona Shooting that is used for entertainment. This corona shooting game 

features a variety of corona colors as well as an augmented reality experience in 3D space. At the left of the 

program, there is a shoot button that reacts to the central red marker. If we place the marker just above the 

corona 3d object and press the shot button at the same time, the corona will be destroyed and we will receive 
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some points. When there is a time constraint, such as 2 minutes, the game becomes more engaging. We only 

have 2 minutes to finish the game. Because we fire a lot of Corona, we'll gain points in a short amount of time. 

Once the timer runs out, the game ends and the last score is displayed based on the user's performance. 

4.6 Credits 

Displays information for a developer. 

4.7 Exit 

This button, as the name implies, will terminate the application with an exit sound. 

V. CONCLUSION 

This Android app combines a probabilistic analysis of Indian COVID-19 data with an interactive immersive 

Augmented Reality experience. This is an augmented reality covid-19 cases detail of Indian state with digital 

format that is augmented in existing environment to provide an immersive experience with 3-d view that 

allows users to learn about covid-19 cases of Indian state of confirmed, recovered, dead, and active cases. 

Corona shooting is a game mode in which you can fire coronas at other players. This game makes advantage of 

augmented reality to make all corona models appear genuine in their surroundings, letting us to play a shooting 

game in the real world without the use of any external equipment. We only require a smartphone. 
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