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Abstract— Augmented Reality applications, such as those 

seen on smartphones, are prevalent in our daily lives. This 

augmented reality software has applications in entertainment, 

engineering, medicine, and education. The major goal of this 

project is to raise awareness of areas where corona has been 

positive and their associated outcomes in a digital format that 

provides an immersive experience for the user to witness real-

time corona instances in a virtual format with an actual 

environment. This project is for Android devices, and the goal 

of the software is to track Covid-19 data and display it in 

digital form using augmented reality. India is now dealing 

with viral outbreak control issues and has maintained its 

growth pace. Predictions for infected persons over the 

following 30 days may be made using exponential and 

polynomial regression modelling. 
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I. INTRODUCTION 

Augmented Reality is a visual effect on a three-dimensional 

real-world environment in which things in the actual world 

are improved by computer-generated, aural, and sometimes 

several sensory modalities, such as visual, perceptual 

information, somatosensory, and haptic information. Today, 

India is dealing with a major pandemic crisis. During this 

time, new infections can arise in people who have not been 

into touch with an infected individual or who travel through 

virus-affected regions. The virus's spread is essentially 

unregulated at this point, and the country might see several 

large clusters of infection, although projections for sick 

persons over the next 30 days can be made. According to 

statistics from the Union health ministry, the covid19 virus is 

spreading across India and more instances of coronavirus 

illness are being reported. 

 The main objective of this project is to conserve 

COVID–19 data, thus it displays data such as recovery rate, 

active case, confirmed case, and death rate in the form of 

augmented reality. This application displays the details of the 

Covid-19 virus, which has been verified in instances across 

India, in augmented reality, creating an immersive 

experience. For example, when we launch this app, we will 

see a map of India on which we may touch any state using the 

Android phone on which it is running. 

II. LITERATURE REVIEW 

Augmented reality is a technology that blends virtual and 

real-world data intelligently. Multimedia, three-dimensional 

modelling, real-time tracking and registration, intelligent 

interaction, and sensing have all been used extensively in this 

project. [1], Most augmented reality libraries are available in 

the developing world; their capabilities vary depending on the 

technology used to detect and track an object, location, or 

feature in a scene. We'll look at the ARCore open source 

frameworks in this article, which allow you to visualize a 

virtual item in real life. Their goal is to bring together digital 

and real-world content and information. They can use the 

device's components (camera and screen) to recognize and 

track scene characteristics, as well as inject virtual content. 

The numerous augmented reality elements that may be 

utilized to improve the actual world with fresh information 

are implemented and concretized in this study. [2]. 

 It's a type of Augmented Reality in which three-

dimensional virtual things are merged smoothly into a three-

dimensional real-world environment in real time. It covers 

applications in medical, industry, visualization, path 

planning, entertainment, and the military. This overview of 

the features of Augmented Reality systems includes a 

thorough discussion of the tradeoffs between optical and 

video mixing methods. Registration and detecting errors are 

two of the most difficult difficulties in building functioning 

Augmented Reality systems. [3]. Augmented reality, which 

is often built in 3D, attempts to add virtual material to the 

actual world while also allowing users to interact in real time. 

The goal of virtual objects is to offer valuable and brave 

information to the user of an Augmented Reality system, 

giving it new meaning. This combination is possible if 

electrical devices with a camera sensor are used. Virtual 

pictures are superimposed on reality taken by the tablet or 

smartphone camera, which is presently the most widely used. 

[4]. ARFoundation provides a range of frameworks and 

SDKs for developing Augmented Reality Applications in the 

development world. The capacity of a user to recognise, 

track, and place one or more objects, points, or features in a 

scene has an impact on their functioning. In this post, we'll 

learn about ARFoundation and one of its SDKs, ARCore, an 

open framework that not only displays but also recognises 

virtual information in the real world. It may interact with the 

device's components and the actual surroundings by adding 

virtual content. [5]. Using augmented reality, virtual items 

may be seamlessly integrated into a photographic sequence 

(AR). Synthetic components must be created and placed in 

the image in a precise and visually pleasing manner in order 

to achieve this goal. The answer to this problem may be traced 

back to a posture estimation approach or, more accurately, a 

camera localization method. [6]. According to the study in 

[7]. Augmented reality is a relatively new technology that 

may be applied to a wide range of industries. [8]. Methods for 

engaging the brain through games to avoid head and body 

hypofunction in the elderly have been proposed. [9]. A 

Marker-less application recognizes unregistered objects. 

[10]. The implementation of this technique is quite complex. 

The item recognition algorithm must be able to discern a 
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range of elements in the scene, such as patterns, colors, and 

other characteristics. [11]. Today's applications prefer 

marker-less approaches due to rapid technology 

developments. With applications like Snapchat and 

Messenger, the IKEA catalogue, and the Pokemon GO! 

game, as well as many scientific publications utilizing the 

technology, augmented reality has been a part of our daily 

lives for a few years. [12][13][14][15]. ARCore supports the 

following 3D file types: .obj.glTF.fbx [16]. Blender, for 

example, is used to create these three-dimensional forms. 

[17]. The libraries aim to build an augmented reality software 

that uses a smartphone to add 3D digital information to the 

real world. Both systems have benefits and drawbacks. [18]. 

Image processing and 3D rendering technology are used to 

produce augmented reality. The usage of software that 

enables for 3D rendering is required while developing 

augmented reality apps. Unity has retaliated by establishing 

the ARFoundation. [19]. 

III. IMPLEMENTATION 

1) Step 1: The app should start with a camera, which will 

improve the 3D line graph in the current environment, 

making it more immersive. 

2) Step 2: The graph is constructed out using one month's 

worth of confirm covid-19 data, from which a 

probabilistic analysis is created using a Machine-

learning algorithm, which then creates the graph for the 

following month. 

3) Step 3: The Covid-19 data is displayed using augmented 

reality, which shows real-time data on confirmed, active, 

recovered, and mortality rates. 

4) Step 4: Using interactive 3D augmented reality, the 

covid-19 comprehensive data is presented not only on an 

Indian map, but also on a state map with district 

information for the covid-19 instance. 

5) Step 5: There is a fun or entrainment perspective for the 

user who is concerned about India's Covid-19 data. At a 

particular point in the game, a Covid-19 3D model is shot 

in augmented reality. 

RESULT 

The project is based on a probabilistic analysis of Indian 

COVID-19 data, as well as an interactive real-time 

augmented reality model for viewing in an existing 

environment, according to the findings. In a virtual 

environment, this software employs augmented reality to 

interact with data from Covid-19 confirmed, dead, recovered, 

and ongoing cases. It includes a function called boost as well. 

The camera mode that comes with the app is activated when 

we launch it. This is the start of my application, which is also 

the menu for the software. This menu item provides access to 

information such as About, Warning, Probabilistic, Covid-19 

Data, Game Mode, Exit, and Credits. Each option on the 

menu has its own set of characteristics. 

A. About provides a thorough overview of the programme, 

as well as information on Probabilistic Analysis of Indian 

COVID-19 Data with Interactive Real-Time Augmented 

Reality. 

B. Caution 

The following message displays when we click the caution 

button, and it contains information about the alert. 

Augmented reality is a technology that links the physical 

world with digital data. When using the programme, the user 

must be mindful of his or her surroundings. The programme 

does not require the user to move physically in order to utilise 

it. Users under the age of 15 are not permitted to use this 

service. It is suggested that you have parental supervision 

when using this programme for the augmented reality 

experience. 

C. Probabilistic  

This probabilistic offers the monthly information of Covid-

19 data when we choose the Probabilistic button, which will 

exhibit in a graphical style. Once the graph has been drawn in 

augmented reality with the right monthly data, the prediction 

button will appear. Once the graph is fully shown, the 

prediction button will appear. The blue color line represents 

the forecast of covid-19 data, as I used a machine learning 

method to offer future knowledge of covid-19 data, resulting 

in a probabilistic approach for the next month. 

D. Covid-19 Data 

We may get an Indian 3d map with state and city details by 

picking the covid-19 data option. This picture displays Indian 

covid-19 data and contains a three-dimensional panoramic 

view of all current covid-19 occurrences in Indian states and 

cities. The red blocks in this picture represent India's many 

states. The red block above the state of India will pop-up with 

comprehensive information about state name covid-19 

occurrences such as confirmed, active, recovered, and death 

rate when the centre red marker is altered in accordance with 

the camera or mobile movement of the application. A marker 

enable option appears when we click on the right side of the 

application. Because this application's marker option is 

enabled by default, we may turn it off if we don't need it. 

When we click on a red block, such as Maharashtra, a new 

window with a 3D view map of Maharashtra will open. This 

map comes with a full Maharashtra city list that displays 

above it. You may navigate around this city list using 

augmented reality. The list of cities includes confirmed, 

active, recovered, and fatality rate covid-19 cases. Solapur 

and Beed, for example, are cities in Maharashtra. 

 

E. Game Mode 

Corona Shooting is a game option that may be utilised for 

enjoyment. This corona shooting game includes a 3D 
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augmented reality experience as well as a selection of corona 

colours. A shoot button is located to the left of the application 

and reacts to the central red marker.  The corona will be 

destroyed and we will earn some points if we put the marker 

right above the corona 3d object and click the shoot button at 

the same time. The game gets more fascinating when there is 

a time limit, such as 2 minutes. We have barely two minutes 

to complete the game. We will get points quickly since we 

will be firing a lot of Corona. The game ends when the timer 

runs out, and the last score depending on the user's 

performance is displayed. 

F. Credits 

A developer's information is displayed. 

G. Exit 

The application will be terminated with an exit sound if you 

press this button, as the name suggests. 

IV. 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 in digital format that is augmented 

in the present surroundings to provide an immersive 3-d 

viewpoint that allows users to learn about confirmed, 

recovered, dead, and active instances of covid-19 in Indian 

state. 

 Corona shooting is a game mode in which players 

can shoot coronas at one other. This game uses augmented 

reality to make all of the corona models look real in their 

surroundings, allowing us to play a shooting game in the 

actual world without the need for any additional equipment. 

All we need is a smartphone. 
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