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IMPART KNOWLEDGE IN THE
FIELD OF ELECTRONICS WITH
AMPLE OPPORTUNITIES FOR
PRACTICE, RESEARCH,
INNOVATION AND
ENTREPRENEURSHIP.
ADAPT TO TECHNOLOGICAL
ADVANCEMENTS BY REGULAR
INTERACTIONS WITH EXPERTS
FROM INDUSTRY AND
ACADEMICIANS TO GENERATE
QUALITY PROFESSIONALS.
PROVIDE VALUE BASED
EDUCATION TO DEVELOP
SOCIALLY RESPONSIBLE
ENGINEERS.

Program Educational Objectives  (PEOs)

DEPARTMENT OF ELECTRONICS 
& 

COMMUNICATION ENGINEERING

Vision

“TO GENERATE TECHNICALLY COMPETENT EMPLOYABLE ENGINEERS
FOR THE ELECTRONICS AND COMMUNICATION INDUSTRY WHO WILL
WORK TOWARDS THE BETTERMENT OF SOCIETY AND NATION.”

Mission

PEO1: DEMONSTRATE TECHNICAL APTITUDE TO IDENTIFY,
ANALYSE AND DESIGN INNOVATIVE, SUSTAINABLE AND
COST EFFECTIVE SOLUTIONS FOR COMPLEX ENGINEERING
PROBLEMS.
PEO2: FUNCTION EFFECTIVELY AS AN INDIVIDUAL AND
ATTUNE ONESELF TO DIVERSE TEAMS AND
INTERDISCIPLINARY VENTURES.
PEO3: APPLY ACQUIRED KNOWLEDGE AND ETHICAL    
 PRINCIPLES FOR THE BETTERMENT OF THE SOCIETY.

GRADUATES OF ELECTRONICS AND COMMUNICATION
ENGINEERING SHALL



 With the dawn of new semester, the waves of zeal and enthusiasm
have spread everywhere.
  This semester after the unwelcome lock down period is like an
unwritten book opened before us to write in its each page. It’s the
time to unfold new horizons, realize new dreams, and rediscover the
strength & faith within you and to gear up to face new challenges for
greater achievements. The management and staff are committed to
bring the Institution to a centre of excellence in technical education.
We have the necessary infrastructure, facilities and experienced
faculty. The College environment is conducive for high academic
achievements. 
 The youthfulness and the vigor of the department have been
rejuvenated by the enthusiastic faces of the members of the AISAT
family. The present edition of the newsletter reflects the activities,
achievements, aspirations and intellectual enthusiasm of the
students. It gives me immense pleasure to put in record through this
news-letter that the department is moving a step forward to be the
centre of excellence in technical education.

FROM HOD

From Head To Heart

Prof. Saju A



Virtual Reality (VR) is a computer-generated environment with
scenes and objects that appear to be real, making the user feel they
are immersed in their surroundings. This environment is perceived
through a device known as a Virtual Reality headset or helmet. VR
allows us to immerse ourselves in video games as if we were one of
the characters, learn how to perform heart surgery or improve the
quality of sports training to maximise performance.

Although this may seem extremely futuristic, its origins are not as
recent as we might think. In fact, many people consider that one of
the first Virtual Reality devices was called Sensorama, a machine with
a built-in seat that played 3D movies, gave off odours and generated
vibrations to make the experience as vivid as possible. The invention
dates back as far as the mid-1950s. Subsequent technological and
software developments over the following years brought with them a
progressive evolution both in devices and in interface design.

DIFFERENCES WITH AUGMENTED REALITY
Despite being a technology that originated decades ago, many
people are still unfamiliar with the concept of Virtual Reality. It is also
quite common to confuse the term Virtual Reality with augmented
reality.
The main difference between the two is that VR builds the world in
which we immerse ourselves through a specific headset. It is fully
immersive and everything we see is part of an environment artificially
constructed through images, sounds, etc. On the other hand, in
augmented reality (AR), our own world becomes the framework 
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within which objects, images or similar are placed. Everything we see
is in a real environment and it may not be strictly necessary to wear a
headset. The clearest and most mainstream example of this concept
is Pokémon Go.

However, there is also a combination of both realities called mixed
reality. This hybrid technology makes it possible, for example, to see
virtual objects in the real world and build an experience in which the
physical and the digital are practically indistinguishable.

MAIN APPLICATIONS OF VIRTUAL REALITY
That's enough about the theory that is projecting us into the future.
Which sectors is Virtual Reality actually being used in today?
Medicine, culture, education and architecture are some of the areas
that have already taken advantage of this technology. From guided
museum visits to the dissection of a muscle, VR allows us to cross
boundaries that would otherwise be unimaginable.

THE FUTURE OF VIRTUAL REALITY
Virtual Reality is one of the technologies with the highest projected
potential for growth. According to the latest forecasts from IDC
Research (2018), investment in VR and AR will multiply 21-fold over
the next four years, reaching 15.5 billion euros by 2022. In addition,
both technologies will be key to companies' digital transformation
plans and their spending in this area will exceed that of the consumer
sector by 2019. It is, therefore expected that by 2020 over half of the
larger European companies will have a VR and RA strategy.
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Nowadays, the market is demanding applications that go beyond
leisure, tourism or marketing and are more affordable for users.
Virtual interfaces also need to be improved to avoid defects such as
clipping, which makes certain solid objects appear as though they
can be passed through. Or to minimise the effects that VR produces
in people, among them motion sickness, which consists of a dizziness
induced by the mismatch between the movement of our body and
what is being seen in the virtual world.

The big technology companies are already working to develop
headsets that do not need cables and that allow images to be seen in
HD. They are developing Virtual Reality headsets in 8K and with
much more powerful processors. There is even talk that in the next
few years they could integrate Artificial Intelligence. The latest 5G
standard can also provide very interesting scenarios for the evolution
of VR. This standard will allow more devices and large user
communities to be connected. In addition, its almost imperceptible
latency will make it possible for consumers to receive images in real
time, almost as if they were seeing them with their own eyes.

All this means that Virtual Reality is no longer science fiction. It is
integrated into our present and, in the coming years, it will lead to
advances that will shape the future.
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What is a Quantum Computer?
The field of quantum computing focuses on the development of
computer technologies based on the principles of quantum theory.
Quantum theory explains the behavior and nature of matter and its
energy at the quantum level.

Quantum computers can handle more than just the binary
information which conventional computers operate on. Quantum
computers can also handle data in between a 0 or 1 bit, which should,
in turn, provide new types of simulation and calculations.

In quantum computations the spin direction, which is either up or
down, serves as the basic information unit which is similar to the 0 or
1 bit in a classical computing system. Electron spin can assume both
0 and 1 simultaneously, as a result of quantum entanglement, which
greatly enhances the ability to perform complex computations.

Silicon-Based Quantum Computer
A lot of work in the field of quantum computing is still in the
theoretical stages, as there are still a lot of obstacles to overcome. In
2010, a team of researchers from the University of Surrey, UCL, the
FOM Institute for Plasma Physics and the Heriot-Watt University in
Edinburgh, made a crucial step towards the production of an
economical quantum computer.

WHAT IS A
QUANTUM

COMPUTER?



The team published a paper in Nature, which illustrated how the
collaborators designed a version of Schrodinger’s cat - which is both
dead and alive simultaneously - from silicon; the same material used
to produce ordinary computer chips. The team used a  high-intensity,
short pulse from the Dutch FELIX laser in order to place an electron
orbiting in silicon into two states at the same time, which is also
known as a quantum superposition state.
The superposition state can be controlled so that electrons emit light
at a specific time after superposition is created. This is known as a
photon echo and allows for complete control over the atoms. This
work shows that the same quantum engineering used by atomic
physicists in advanced instruments known as cold metal traps can
also be applied to the silicon chip which can be used to create the
common transistor. As a result, the development of a silicon-based
quantum computer may be just over the horizon.

WHAT IS A
QUANTUM

COMPUTER?

K J Manuval Jezwin 
S4 ECE



A Cave Automatic Virtual Environment is an immersive virtual reality
environment where projectors are directed to between three and six
of the walls of a room-sized cube. The name is also a reference to the
allegory of the Cave in Plato's Republic in which a philosopher
contemplates perception, reality, and illusion. 

HISTORY:
The first CAVE was invented by Carolina Cruz-Neira, Daniel J. Sandin
and Thomas A. De-Fanti at the University of Illinois, Chicago
Electronic Visualization Laboratory in 1992. A CAVE is typically a video
theater situated within a larger room. The walls of a CAVE are
typically made up of rear-projection screens, however flat panel
displays are becoming more common. The floor can be a downward-
projection screen, a bottom projected screen or a flat panel display.
The projection systems are very high-resolution due to the near
distance viewing which requires very small pixel sizes to retain the
illusion of reality. The user wears 3D glasses inside the CAVE to see 3D
graphics generated by the CAVE. People using the CAVE can see
objects apparently floating in the air, and can walk around them,
getting a proper view of what they would look like in reality. This was
initially made possible by electromagnetic sensors, but has converted
to infrared cameras. The frame of early CAVEs had to be built from
non-magnetic materials such as wood to minimize interference with
the electromagnetic sensors; the change to infrared tracking has
removed that limitation. A CAVE user's movements are tracked by
the sensors typically attached to the 3D glasses and the video
continually adjusts to retain the viewers perspective. 

THE VR CAVE



Computers control both this aspect of the CAVE and the audio
aspect. There are typically multiple speakers placed at multiple
angles in the CAVE, providing 3D sound to complement the 3D video.

TECHNICAL CREATION:
A lifelike visual display is created by projectors positioned outside the
CAVE and controlled by physical movements from a user inside the
CAVE. A motion capture system records the real time position of the
user. Stereoscopic LCD shutter glasses convey a 3D image. The
computers rapidly generate a pair of images, one for each of the
user's eyes, based on the motion capture data. The glasses are
synchronized with the projectors so that each eye only sees the
correct image. Since the projectors are positioned outside the cube,
mirrors are often used to reduce the distance required from the
projectors to the screens. 
Software and libraries designed specifically for CAVE applications are
used for rendering the scene. There are 3 popular scene graphs in use
today: Open SG, Open Scene Graph, and OpenGL Performer.

CAVE CALIBERATION:
To be able to create an image that will not be distorted or out of
place, the displays and sensors must be calibrated. The calibration
process depends on the motion capture technology being used.
Optical or Inertial-acoustic systems only requires to configure the
zero and the axes used by the tracking system. In this case a person
will put on the special glasses needed to see the images in 3D. The
projectors then fill the CAVE with many one-inch boxes set one foot
apart. 
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The person then takes an instrument called an "ultrasonic
measurement device" which has a cursor in the middle of it, and
positions the device so that the cursor is visually in line with the
projected box. This process can go on until almost 400 different
blocks are measured. Each time the cursor is placed inside a block, a
computer program records the location of that block and sends the
location to another computer. If the points are calibrated accurately,
there should be no distortion in the images that are projected in the
CAVE. 

REAL WORLD IMPLEMENT:
The concept of the original CAVE has been reapplied and is currently
being used in a variety of fields. Many universities own CAVE systems.
CAVEs have many uses. Many engineering companies use CAVEs to
enhance product development. Prototypes of parts can be created
and tested, interfaces can be developed, and factory layouts can be
simulated, all before spending any money on physical parts. This
gives engineers a better idea of how a part will behave in the product
in its entirety. CAVEs are also used more and more in the
collaborative planning in construction sector. Researchers can use .

THE VR CAVE
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An industrial visit was organized for S8 electronics and
communication engineering students (Batch 7) of AISAT,
Kalamassery. The journey was accompanied by two faculties, Mr.
Vineesh and Ms. Neethu Rose.

The group of 13 students with two faculties, started their journey on
Thursday, 24th March 2022. The journey was to Teccap electronics pvt
ltd,Industrial development area Edayar,Binanipuram Ernakulam.
Students were excited to enter the industry.The Head of industry
explained about the various processes taking place in the industry.
Students came to know and see the live manufacturing of various
capacitors and electronics components. He also showed different
machines and explained about the functioning of those machines in
the manufacturing of the components. Students cleared their doubts
and took notes. After receiving the certificates we started our journey
to Goa. The Train was at 1 p.m. Everyone had their lunch on the Train.
By 9 pm dinner was done, everyone slept by 11 p.m and the journey
continued.

INDUSTRIAL VISIT



Joel Jenson
S2 ECE

Nevin K Sunil
S2 ECE

EDITORIAL BOARD

Mrs. Sonu K Varghese
Associate Professor, ECE

Annet Maria Cyriac
S6 ECE

Savanth P.S
S6 ECE

Jisna Maria
S8 ECE

Alen V Varghese
S4 ECE

Feveetta Frony
S2 ECE



NSS UNIT NO. 506 & 301

NOT ME, BUT YOU



Anybody Can Dream High
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