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Short description:

The aim of the course is to provide students with knowledge in the field of virtual reality (VR) and augmented reality (AR) and their applications in a
modern production company.

Description:

Lectures include the following content and issues:

- definition of basic concepts such as virtual reality, augmented reality, mixed reality, metaverse, immersion, etc.

- history of virtual and augmented reality,

- characteristics of different types of goggles (virtual, augmented and mixed reality) and their manufacturers

- characteristics of virtual and augmented reality applications available on the market

- characteristics of programs for creating 3D environments

- indication of the connection between production engineering and virtual and augmented reality

- characteristics of the use of virtual and augmented reality in industry, with an emphasis on production engineering, including design, prototyping
and employee training

- description of virtual and augmented reality in the context of marketing, customer service and business

- description of the directions of development of virtual and augmented reality in the context of management and production engineering
- discussion of the threats related to the use of virtual and augmented reality

The laboratory includes:

- familiarizing students with selected models of virtual and/or augmented reality goggles

- familiarizing students with selected virtual and/or augmented reality applications

- performance of tasks in a virtual environment

- preparing work related to virtual and/or augmented reality and its application in production engineering

- providing to know selected models of virtual and/or augmented reality goggles

- getting to know selected virtual and/or augmented reality applications

-performance of tasks in a virtual environment

-preparing work related to virtual and/or augmented reality and its application in production engineering

Full-time studies:
15 hours of lectures
15 hours of laboratory

ECTS points: 2.

NUMBER OF HOURS

Number of hours of classes with direct participation of academic teachers or other people conducting classes and students
- Lecture: 15 h

- Laboratory: 15 h

Number of hours allocated to the student's own work: 30 h, including:

- Acquaintance with literature: 10 h



- Preparation for laboratory classes and preparation of a final paper: 20 h
Total number of hours: 60 h
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Learning outcomes:
KNOWLEDGE: knows and understands

Basic engineering processes and technologies in the life cycle of technical equipment, objects and systems and ways of solving typical engineering
tasks, particularly in relation to the organization of production processes and production management — in connection with virtual and augmented
reality. K1A _W3

Fundamental problems of contemporary civilization relevant to the production engineering —in connection with virtual and augmented reality.
K1A W7

SKILLS: is able to

Plan and conduct experiments, including measurements and computer simulations, visualize data and interpret the obtained results and draw
conclusions —in connection with virtual and augmented reality. K1A _U3

Work individually and in a team, assuming different roles in it, plan and organize this work, as well as interact with other people as part of teamwork
(also of an interdisciplinary nature) using specialist terminology and modern information and communication technologies, and take part in the
debate — in connection with virtual and augmented reality. K1A _U7

Select and use appropriate techniques, skills and modern engineering tools — in connection with virtual and augmented reality. K1A _U9
SOCIAL COMPETENCE: is ready for

Responsible performance of professional roles, compliance with the rules of professional ethics and requiring it from others, care for the
achievements and traditions of the profession; is aware of the importance and understands non-technical aspects and effects of engineering
activities — in connection with virtual and augmented reality. K1A _K3

Assessment methods and assessment criteria:

Attendance at the laboratory is mandatory.

Requirements to pass the course:

-Completing and passing all tasks from the laboratory part.

-Preparing work related to virtual and/or augmented reality and its application in production engineering.

Practical placement:



