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In the fast-developing world of Industry 4.0, which combines Extended Reality (XR)
technologies, such as Virtual Reality (VR) and Augmented Reality (AR), creating
location aware applications to interact with smart objects and smart processes via
Cloud Computing strategies enabled with Artificial Intelligence (AI) and the Internet of
Things (IoT), factories and processes can be automated and machines can be enabled
with self-monitoring capabilities. Smart objects are given the ability to analyze and
communicate with each other and their human co-workers, delivering the opportunity
for much smoother processes, and freeing up workers for other tasks. Industry 4.0
enabled smart objects can be monitored, designed, tested and controlled via their
digital twins, and these processes and controls are visualized in VR/AR. The Industry
4.0 technologies provide powerful, largely unexplored application areas that will
revolutionize the way we work, collaborate and live our lives. It is important to
understand the opportunities and impact of the new technologies and the effects from a
production, safety and societal point of view.
Virtual and augmented reality is the next frontier of technological innovation. As
technology exponentially evolves, so do the ways in which humans interact and depend
upon it. Virtual and Augmented Reality: Concepts, Methodologies, Tools, and
Applications is a comprehensive reference source for the latest scholarly material on
the trends, techniques, and uses of virtual and augmented reality in various fields, and
examines the benefits and challenges of these developments. Highlighting a range of
pertinent topics, such as human-computer interaction, digital self-identity, and virtual
reconstruction, this multi-volume book is ideally designed for researchers, academics,
professionals, theorists, students, and practitioners interested in emerging technology
applications across the digital plane.
Virtual Reality (VR) and Augmented Reality (AR) tools and techniques supply virtual
environments that have key characteristics in common with our physical environment.
Viewing and interacting with 3D objects is closer to reality than abstract mathematical
and 2D approaches. Augmented Reality (AR) technology, a more expansive form of VR
is emerging as a cutting-edge technology that integrates images of virtual objects into a
real world. In that respect Virtual and Augmented reality can potentially serve two
objectives: reflecting realism through a closer correspondence with real experience,
and extending the power of computer-based technology to better reflect abstract
experience. With the growing amount of digital data that can be stored and accessed
there is a rising need to harness this data and transform it into an engine capable of
developing our view and perception of the world and of boosting the economic activity
across domain verticals. Graphs, pie charts and spreadsheet are not anymore the
unique medium to convey the world. Advanced interactive patterns of visualization and
representations are emerging as a viable alternative with the latest advances in
emerging technologies such as AR and VR. And the potential and rewards are
tremendous. This book discusses the opportunities and challenges facing the
development of this technology.
This book reports on research and developments in human-technology interaction. A
special emphasis is given to human-computer interaction, and its implementation for a
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wide range of purposes such as healthcare, manufacturing, transportation, and
education, among others. The human aspects are analyzed in detail. Innovative studies
related to human-centered design, wearable technologies, augmented, virtual and
mixed reality simulation, as well as developments and applications of machine learning
and AI for different purposes, represent the core of the book. Emerging issues in
business, security, and infrastructure are also critically examined, thus offering a timely,
scientifically-grounded, but also professionally-oriented snapshot of the current state of
the field. The book is based on contributions presented at the 4th International
Conference on Human Interaction and Emerging Technologies: Future Applications,
IHIET-AI 2021, held on April 28-30, 2021, in Strasbourg, France. It offers a timely
survey and a practice-oriented reference guide to researchers and professionals
dealing with design and/or management of the new generation of service systems.
Learn how to make your ideas industry sensation. Tips on how to become a millenial
technology rev
The emergent phenomena of virtual reality, augmented reality, and mixed reality is
having an impact on ways people communicate with technology and with each other.
Schools and higher education institutions are embracing these emerging technologies
and implementing them at a rapid pace. The challenge, however, is to identify welldefined problems where these innovative technologies can support successful solutions
and subsequently determine the efficacy of effective virtual learning environments.
Emerging Technologies in Virtual Learning Environments is an essential scholarly
research publication that provides a deeper look into 3D virtual environments and how
they can be developed and applied for the benefit of student learning and teacher
training. This book features a wide range of topics in the areas of science, technology,
engineering, arts, and math to ensure a blend of both science and humanities research.
Therefore, it is ideal for curriculum developers, instructional designers, teachers, school
administrators, higher education faculty, professionals, researchers, and students
studying across all academic disciplines.
Learn Augmented Reality technology from the ground up Augmented Reality is the
hottest new technology around, and this Wrox guide teaches you how to put it to work.
The straightforward style of Wrox beginner's guides will walk you through the different
AR technologies, helping you understand their application in various industries. Then
you'll work with actual coding examples to build apps for the iPhone and iPad. AR
expert Lester Madden shows you how to utilize a broad range of AR technologies, how
to work with the different available platforms, how to use other emerging technologies
with AR, and much more. Augmented Reality is complex; this book helps beginners
gain a solid understanding of AR and how to use it Explains all the details of this hot
technology and how it is used in different industries, particularly in marketing
campaigns Covers a wide array of tools for Visual AR, used for both iPhone and iPad
Provides hands-on coding examples for the leading AR platforms Teaches how to use
advanced haptic techniques to provide touch feedback to users Explores the use of
other emerging technologies with AR to provide an enhanced user experience Written
by Lester Madden, one of the leading authorities on Augmented Reality and a popular
AR blogger Beginning Augmented Reality for iOS gives AR beginners the knowledge
and confidence they need to take advantage of this extremely popular tool.
This report was commissioned by the Australian Government Department of Education and
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Training to examine the literature, and provide advice to teachers, on artificial intelligence (AI)
and the emerging technologies (virtual, augmented and mixed reality) in school education. The
project was conceived of as translational research; that is, the purpose was to explore and
explain often complex technical, social and ethical issues associated with the technologies in
an accessible manner for the teaching profession. The project comprised: Three literature
reviews, written for teachers on artificial intelligence (AI), virtual reality (VR) and augmented
reality (AR); Two 'short read' documents which distilled the messages from the AI and VR/AR
literature reviews; Four classroom poster infographics, two on AI and one each on VR and AR;
A mapping of quality online resources and their alignment to the Australian Curriculum on each
technology; A selection of case studies, written by teachers, on using AI and VR for learning;
and A targeted national consultation with experts on the implications of AI and emerging
technologies for schools. [Executive summary, ed]
This book provides extensive research into the use of augmented reality in the three
interconnected and overlapping fields of the tourism industry, museum exhibitions, and cultural
heritage. It is written by a virtual team of 50 leading researchers and practitioners from 16
countries around the world. The authors explore the opportunities and challenges of
augmented reality applications, their current status and future trends, informal learning and
heritage preservation, mixed reality environments and immersive installations, cultural heritage
education and tourism promotion, visitors with special needs, and emerging post-COVID-19
museums and heritage sites. Augmented Reality in Tourism, Museums and Heritage: A New
Technology to Inform and Entertain is essential reading not only for researchers, application
developers, educators, museum curators, tourism and cultural heritage promoters, but also for
students (both graduates and undergraduates) and anyone who is interested in the efficient
and practical use of augmented reality technology.
This book constitutes the refereed proceedings of the Second International EAI Conference on
Emerging Technologies for Developing Countries, AFRICATEK 2018, held in Cotonou, Benin,
in May 2018. The 12 revised full papers and 4 short papers were selected from 27
submissions. The papers are organized thematically in tracks, starting with ITS and security,
applications and IT services, gaming and user experience.
Online gaming is widely popular and gaining more user attention every day. Computer game
industries have made considerable growth in terms of design and development, but the
scarcity of hardware resources at player or client side is a major pitfall for the latest high-end
multimedia games. Cloud gaming is one proposed solution, allowing the end-user to play
games using a variety of platforms with less demanding hardware requirements. Emerging
Technologies and Applications for Cloud-Based Gaming explores the opportunities for the
gaming industry through the integration of cloud computing. Focusing on design
methodologies, fundamental architectures, and the end-user experience, this publication is an
essential reference source for IT specialists, game developers, researchers, and graduatelevel students.
Augmented Reality (AR) blurs the boundary between the physical and digital worlds. In AR’s
current exploration phase, innovators are beginning to create compelling and contextually rich
applications that enhance a user’s everyday experiences. In this book, Dr. Helen
Papagiannis—a world-leading expert in the field—introduces you to AR: how it’s evolving, where
the opportunities are, and where it’s headed. If you’re a designer, developer, entrepreneur,
student, educator, business leader, artist, or simply curious about AR’s possibilities, this
insightful guide explains how you can become involved with an exciting, fast-moving
technology. You’ll explore how: Computer vision, machine learning, cameras, sensors, and
wearables change the way you see the world Haptic technology syncs what you see with how
something feels Augmented sound and hearables alter the way you listen to your environment
Digital smell and taste augment the way you share and receive information New approaches to
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storytelling immerse and engage users more deeply Users can augment their bodies with
electronic textiles, embedded technology, and brain-controlled interfaces Human avatars can
learn our behaviors and act on our behalf
The recent digital and mobile revolutions are a minor blip compared to the next wave of
technological change, as everything from robot swarms to skin-top embeddable computers and
bio printable organs start appearing in coming years. In this collection of inspiring essays,
designers, engineers, and researchers discuss their approaches to experience design for
groundbreaking technologies. Design not only provides the framework for how technology
works and how it’s used, but also places it in a broader context that includes the total
ecosystem with which it interacts and the possibility of unintended consequences. If you’re a
UX designer or engineer open to complexity and dissonant ideas, this book is a revelation.
Contributors include: Stephen Anderson, PoetPainter, LLC Lisa Caldwell, Brazen UX Martin
Charlier, Independent Design Consultant Jeff Faneuff, Carbonite Andy Goodman, Fjord US
Camille Goudeseune, Beckman Institute, University of Illinois at Urbana-Champaign Bill
Hartman, Essential Design Steven Keating, MIT Media Lab, Mediated Matter Group Brook
Kennedy, Virginia Tech Dirk Knemeyer, Involution Studios Barry Kudrowitz, University of
Minnesota Gershom Kutliroff, Omek Studio at Intel Michal Levin, Google Matt Nish-Lapidus,
Normative Erin Rae Hoffer, Autodesk Marco Righetto, SumAll Juhan Sonin, Involution Studios
Scott Stropkay, Essential Design Scott Sullivan, Adaptive Path Hunter Whitney, Hunter
Whitney and Associates, Inc. Yaron Yanai, Omek Studio at Intel
Virtual Immersive and 3D Learning Spaces: Emerging Technologies helps push the conceptual
and applied boundaries of virtual immersive learning. Virtual immersive spaces bring with them
plenty of promise, of sensory information-rich learning experiences that will enable a much
wider range of experiential learning and training—delivered to computer desktops, augmented
reality spaces, digital installations, and mobile projective devices. This work explains how
these spaces may be exploited for effective learning in terms of the technologies, pedagogical
strategies, and directions.

The Springer Handbook of Augmented Reality presents a comprehensive and
authoritative guide to augmented reality (AR) technology, its numerous applications,
and its intersection with emerging technologies. This book traces the history of AR from
its early development, discussing the fundamentals of AR and its associated science.
The handbook begins by presenting the development of AR over the last few years,
mentioning the key pioneers and important milestones. It then moves to the
fundamentals and principles of AR, such as photogrammetry, motion and objects
tracking, and marker-based and markerless registration. The book discusses both
software toolkits and techniques and hardware related to AR, before presenting the
applications of AR. This includes both end-user applications like education and fashion,
and professional applications within engineering fields, medicine and archecture,
amongst others. The book concludes with the convergence of AR with other emerging
technologies such as Industrial Internet of Things and big data. The handbook presents
a comprehensive reference on AR technology from an academic, industrial and
commercial perspective, making it an invaluable resource for audiences from a variety
of backgrounds.
Find the Leading Edge in a Disrupted World. Planning our response to disruption
seems impossible. Most new and emerging technologies have been in development for
decades, but as soon as they land on our doorstep, they inspire “the shock of the
new.” How do you, as a learning professional, prepare for what you don’t know is
coming? How do you judge what is important and what is just a fad? In Shock of the
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New: The Challenge and Promise of Emerging Learning Technologies, Chad Udell and
Gary Woodill create a new framework for anticipating emerging learning technologies,
outlining six key perspectives you should consider with any new technology. They
examine some of the day’s most commonly discussed emerging technologies and
pose the questions that will point the way to your own strategy. These insights aren’t
limited to specific applications; they give you an approach you can apply to any new
tech coming your way, so you’re always braced for the shock of the new. Udell and
Woodill optimistically point out that emerging technologies will help us make sense of
our increasingly complex world; many more changes will occur over the next decade,
so buckle up! What was once science fiction has just become real—and now is your
opportunity to be on the leading edge.
Written by a team of world-renowned artists, researchers and practitioners - all pioneers
in using augmented reality based creative works and installations as a new form of art this is the first book to explore the exciting new field of augmented reality art and its
enabling technologies. As well as investigating augmented reality as a novel artistic
medium the book covers cultural, social, spatial and cognitive facets of augmented
reality art. Intended as a starting point for exploring this new fascinating area of
research and creative practice it will be essential reading not only for artists,
researchers and technology developers, but also for students (graduates and
undergraduates) and all those interested in emerging augmented reality technology and
its current and future applications in art.
"This book provides a good grounding of the main concepts and terminology for
Augmented Reality (AR), with an emphasis on practical AR techniques (from trackingalgorithms to design principles for AR interfaces). The targeted audience is computerliterate readers who wish to gain an initial understanding of this exciting and emerging
technology"--Provided by publisher.
Emerging technologies can intimidate with their cost and uncertainty—this book provides
flexible options for adopting the most popular ones. Introducing new technologies to
your library can be a daunting process; they can be costly, they may be unfamiliar to
many staff members, and their success is far from assured. To address these
concerns, Best Technologies for Public Libraries accommodates budgets large and
small, providing options for both the ambitious and the cost-conscious. Authors
Christopher DeCristofaro, James Hutter, and Nick Tanzi provide a resource for staff
looking to incorporate a number of emerging technologies into their library and
makerspaces. Each chapter explores a new technology, including 3D printing, drones,
augmented reality, and virtual reality, covering how it works, the selection process,
training, sample programming, best practices, and relevant policy. By describing a
variety of program and service ideas across age groups, the book gives readers the
ability to first evaluate them within the context of their own organization before
incorporating ideas à la carte. This approach helps readers to adopt these new
technologies and create policies with uses already in mind. Learn the basics of how
emerging technologies, including 3D printing, augmented reality, virtual reality, and
drones work Read recommendations for how these emerging technologies can be used
to develop library programs and services Build a framework for developing policy
pursuant to these emerging technologies Understand best practices in adopting the
aforementioned emerging technologies
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Augmented reality (AR) has emerged as a powerful computing paradigm in recent
years. These technologies enable users to interact with digital content in new and
exciting ways by continuously capturing sensory input from a user's surroundings and
overlaying digital feedback atop the user's perception of the physical world. With
application domains ranging from entertainment and education to automotive
assistance and countless others, AR has the potential to fundamentally change how we
engage with technology as part of our daily lives. Unfortunately, AR technologies may
also expose users to new security and privacy risks that stem from the unique
capabilities that make these technologies so powerful, and we currently lack a deep
understanding of these risks or how to defend against them. This dissertation identifies
and addresses several key gaps in the AR security and privacy landscape, which
represent critical impediments to realizing the full potential of these emerging
technologies. First, it identifies the risks of visual output generated by immersive AR
applications that may be malicious or buggy, and it describes the design of Arya -- an
AR platform that my collaborators and I created to constrain the output capabilities of
AR applications while still supporting flexible application behaviors. Through our
prototype implementation and evaluation, we find that Arya provides a promising basis
for securing the output of AR applications. Second, this dissertation presents a
qualitative user study that my collaborators and I conducted to investigate the security
and privacy concerns that users have surrounding emerging AR technologies, in the
context of both single-user applications and shared, multi-user experiences. Our study
uncovers a wide range of perspectives and concerns, as well as opportunities for
further technical defenses. Finally, this dissertation explores the challenge of enabling
multiple AR applications to augment a user's world simultaneously, identifies ways in
which AR applications may conflict with each other as they attempt to display content,
and proposes multiple design paths for AR platforms to better support multi-application
ecosystems. By analyzing today's state-of-the-art consumer AR headsets, we discover
a nascent multi-application landscape ripe for further exploration. Taken together, these
thrusts of research lay a foundation for better understanding the security and privacy
risks of emerging AR technologies, and for designing these technologies to better
protect users from harm.
With the explosive growth in mobile phone usage and rapid rise in search engine
technologies over the last decade, augmented reality (AR) is poised to be one of this
decade's most disruptive technologies, as the information that is constantly flowing
around us is brought into view, in real-time, through augmented reality. In this cuttingedge book, the authors outline and discuss never-before-published information about
augmented reality and its capabilities. With coverage of mobile, desktop, developers,
security, challenges, and gaming, this book gives you a comprehensive understanding
of what augmented reality is, what it can do, what is in store for the future and most
importantly: how to benefit from using AR in our lives and careers. Educates readers
how best to use augmented reality regardless of industry Provides an in-depth
understanding of AR and ideas ranging from new business applications to new crime
fighting methods Includes actual examples and case studies from both private and
government application
In an environment where some countries are coming out of the recession at different speeds
and others remain in a gloomy economic environment, education plays a vital role in reducing
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the negative impact of the global economic problems. In this sense, new technologies help to
generate human resources with a better quality of education. Augmented Reality for Enhanced
Learning Environments provides emerging research on using new technologies to encourage
education and improve learning quality through augmented reality. While highlighting issues
such as global economic problems impacting schools and insufficient aid, this publication
explores new technologies in emerging economies and effective means of knowledge and
learning transfer. This book is a vital resource for teachers, students, and aid workers seeking
current research on creating a new horizon in science and technology to strengthen the current
system of learning.
This book presents a collection of the latest research in the area of immersive technologies,
presented at the International Augmented and Virtual Reality Conference 2018 in Manchester,
UK, and showcases how augmented reality (AR) and virtual reality (VR) are transforming the
business landscape. Innovations in this field are seen as providing opportunities for businesses
to offer their customers unique services and experiences. The papers gathered here advance
the state of the art in AR/VR technologies and their applications in various industries such as
healthcare, tourism, hospitality, events, fashion, entertainment, retail, education and gaming.
The volume collects contributions by prominent computer and social sciences experts from
around the globe. Addressing the most significant topics in the field of augmented and virtual
reality and sharing the latest findings, it will be of interest to academics and practitioners alike.
This is the first comprehensive research monograph devoted to the use of augmented reality in
education. It is written by a team of 58 world-leading researchers, practitioners and artists from
15 countries, pioneering in employing augmented reality as a new teaching and learning
technology and tool. The authors explore the state of the art in educational augmented reality
and its usage in a large variety of particular areas, such as medical education and training,
English language education, chemistry learning, environmental and special education, dental
training, mining engineering teaching, historical and fine art education. Augmented Reality in
Education: A New Technology for Teaching and Learning is essential reading not only for
educators of all types and levels, educational researchers and technology developers, but also
for students (both graduates and undergraduates) and anyone who is interested in the
educational use of emerging augmented reality technology.
An easy-to-understand primer on Virtual Reality and Augmented Reality Virtual Reality (VR)
and Augmented Reality (AR) are driving the next technological revolution. If you want to get in
on the action, this book helps you understand what these technologies are, their history, how
they’re being used, and how they’ll affect consumers both personally and professionally in the
very near future. With VR and AR poised to become mainstream within the next few years, an
accessible book to bring users up to speed on the subject is sorely needed—and that’s where
this handy reference comes in! Rather than focusing on a specific piece of hardware (HTC
Vive, Oculus Rift, iOS ARKit) or software (Unity, Unreal Engine), Virtual & Augmented Reality
For Dummies offers a broad look at both VR and AR, giving you a bird’s eye view of what you
can expect as they continue to take the world by storm. * Keeps you up-to-date on the pulse of
this fast-changing technology * Explores the many ways AR/VR are being used in fields such
as healthcare, education, and entertainment * Includes interviews with designers, developers,
and technologists currently working in the fields of VR and AR Perfect for both potential
content creators and content consumers, this book will change the way you approach and
contribute to these emerging technologies.
Today's Comprehensive and Authoritative Guide to Augmented Reality By overlaying computergenerated information on the real world, augmented reality (AR) amplifies human perception
and cognition in remarkable ways. Working in this fast-growing field requires knowledge of
multiple disciplines, including computer vision, computer graphics, and human-computer
interaction. Augmented Reality: Principles and Practice integrates all this knowledge into a
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single-source reference, presenting today's most significant work with scrupulous accuracy.
Pioneering researchers Dieter Schmalstieg and Tobias Höllerer carefully balance principles
and practice, illuminating AR from technical, methodological, and user perspectives. Coverage
includes Displays: head-mounted, handheld, projective, auditory, and haptic Tracking/sensing,
including physical principles, sensor fusion, and real-time computer vision
Calibration/registration, ensuring repeatable, accurate, coherent behavior Seamless blending
of real and virtual objects Visualization to enhance intuitive understanding Interaction-from
situated browsing to full 3D interaction Modeling new geometric content Authoring AR
presentations and databases Architecting AR systems with real-time, multimedia, and
distributed elements This guide is indispensable for anyone interested in AR, including
developers, engineers, students, instructors, researchers, and serious hobbyists.
Using Virtual Reality in English Language Arts Education provides researched-based teaching
practices and strong theoretical support for teaching English Language Arts with Virtual and
Augmented Reality tools. It is perfect for teachers of any experience level, with or without prior
experience with VR/AR.
Technological advances have helped to enhance disaster resilience through better risk
reduction, response, mitigation, rehabilitation and reconstruction. In former times, it was local
and traditional knowledge that was mainly relied upon for disaster risk reduction. Much of this
local knowledge is still valid in today’s world, even though possibly in different forms and
contexts, and local knowledge remains a shared part of life within the communities. In contrast,
with the advent of science and technology, scientists and engineers have become owners of
advanced technologies, which have contributed significantly to reducing disaster risks across
the globe. This book analyses emerging technologies and their effects in enhancing disaster
resilience. It also evaluates the gaps, challenges, capacities required and the way forward for
future disaster management. A wide variety of technologies are addressed, focusing
specifically on new technologies such as cyber physical systems, geotechnology, drone, and
virtual reality (VR)/ augmented reality (AR). Other sets of emerging advanced technologies
including an early warning system and a decision support system are also reported on.
Moreover, the book provides a variety of discussions regarding information management,
communication, and community resilience at the time of a disaster. This book’s coverage of
different aspects of new technologies makes it a valuable resource for students, researchers,
academics, policymakers, and development practitioners.

Do you believe that traditional education could be improved with the development of
new technologies? Are you interested in learning the best practices of running a
successful and effective online course? Have you ever thought about the potential
impact that artificial intelligence could have on classrooms around the world? In today's
world, changes in technology are happening much faster than we can appreciate, and
we have a unique opportunity to learn from and apply these tools in new and creative
ways, impacting the ways that we learn every day. After reading this book you will
know: Best practices and techniques for e-learning that you can quickly implement for
your own Online courses. How artificial intelligence will impact our world in the not-sodistant future and the changes it will generate in the field of education. How immersive
technologies like virtual reality and augmented reality can be implemented in education.
A summary of skills that will be most sought after in the world of the future. And a whole
lot more... You will also find valuable opinions on the world of technology and education
from various experts in their fields. Take action today! Scroll to the top and select the
"BUY" button.
With the current advances in technology innovation, the field of medicine and
healthcare is rapidly expanding and, as a result, many different areas of human health
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diagnostics, treatment and care are emerging. Wireless technology is getting faster and
5G mobile technology allows the Internet of Medical Things (IoMT) to greatly improve
patient care and more effectively prevent illness from developing. This book provides
an overview and review of the current and anticipated changes in medicine and
healthcare due to new technologies and faster communication between users and
devices. This groundbreaking book presents state-of-the-art chapters on many subjects
including: A review of the implications of VR and AR healthcare applications A review of
current augmenting dental care An overview of typical human-computer interaction
(HCI) that can help inform the development of user interface designs and novel ways to
evaluate human behavior to responses in virtual reality (VR) and other new
technologies A review of telemedicine technologies Building empathy in young children
using augmented reality AI technologies for mobile health of stroke monitoring &
rehabilitation robotics control Mobile doctor brain AI App An artificial intelligence mobile
cloud computing tool Development of a robotic teaching aid for disabled children
Training system design of lower limb rehabilitation robot based on virtual reality
The Internet serves as an essential tool in promoting health awareness through the
circulation of important research among the medical professional community. While
digital tools and technologies have greatly improved healthcare, challenges are still
prevalent among diverse populations worldwide. Emerging Technologies and WorkIntegrated Learning Experiences in Allied Health Education is a critical scholarly
resource that examines constructivist teaching methods and active learning strategies
in allied health education to enhance student knowledge and prepare them for the
digital age. Featuring coverage on a broad range of topics, such as e-learning,
microscopic morphology, and virtual reality, this book is geared towards researchers,
academicians, medical professionals, and upper level students interested in the
advancement and dissemination of medical knowledge.
State-of-the-Art Virtual Reality and Augmented Reality Knowhow is a compilation of
recent advancements in digital technologies embracing a wide arena of disciplines.
Amazingly, this book presents less business cases of these emerging technologies, but
rather showcases the scientific use of VR/AR in healthcare, building industry and
education. VR and AR are known to be resource intensive, namely, in terms of
hardware and wearables - this is covered in a chapter on head-mounted display (HMD).
The research work presented in this book is of excellent standard presented in a very
pragmatic way; readers will appreciate the depth and breadth of the methodologies and
discussions about the findings. We hope it serves as a springboard for future research
and development in VR/AR and stands as a lighthouse for the scientific community.
Augmented reality (AR) is regarding embedding digital information to the real world. It is
another medium for communication between people and machines. Augmented reality
is presently going through a massive international hype. Although augmented reality
has been around for years, it wasn't until Android and iOS smartphones came equipped
with GPS, camera and AR capability that augmented reality came into its own with the
public. This technology combines virtual reality with the real world in the type of live
video imagery that is digitally improved with computer-generated graphics. AR can be
experienced through headsets that people wear and through displays on mobile
devices. AR applications can become the backbone of the education industry. Apps are
being developed which embed text, images, and videos, in addition to real-world
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curriculums. Printing and advertising industries are developing apps to display digital
content on top of real world magazines. With help of AR, travelers can access real-time
information of historical places just by pointing their camera viewfinder to subjects. AR
is helpful in development of translation apps that can interpret text in other languages
for you.Practical Augmented Reality aims to understand the practical aspects in
augmented reality and see how it fits into real world applications. It presents an
approach for developing Augmented Reality systems for Art, Design & Cultural Heritage
and integrated E-learning systems, helping to carry out the practical work by
establishing a virtual laboratory that all tools and products can be manipulated by
learners and teachers like in real practical activity, based on an augmented reality
system. It will present examples of state-of-the-art display configurations, appropriate
real-time rendering techniques, details about hardware and software implementations,
and current areas of application. Furthermore, it presents techniques for projector
based augmentation of geometrically complex and textured display surfaces, and
methods for achieving consistent illumination and occlusion effects. Emerging
technologies that have the potential of enhancing future augmented reality displays will
be surveyed.
Book describes online experimentation, using fundamentally emergent technologies to
build the resources and considering the context of IoT.Online Experimentation:
Emerging Technologies and IoT is suitable for all who is involved in the development
design
This essay sheds light on the future of the video game industry and explicates how
emerging technologies will revolutionize the video game industry. Moreover, why
Esports have become popular is delineated in this essay. Furthermore, how to earn
substantial money online so that you can afford to procure your own modern video
games is expounded upon in this essay. The future of the video industry will not only be
characterized by dynamism as it continues to metaphorically evolve, but will also be
eminently auspicious for video game publishers, video game developers, and
customers. The future of the video game industry will be more grandiose than ever
envisioned, especially as emerging technologies further revolutionize the behemoth
video game industry. In other words, the future of the video game industry will not be
solely limited to shovelware mobile games pervading the video game industry. "The
global gaming market was valued at $151,550,000,000 in 2019 and is expected to
reach a value of $256,970,000,000 by 2025, registering a compound annual growth
rate of 9.17% over the forecast period of 2020-2025. Game developers across
emerging economies are continually striving to enhance gamer's experience, launching,
and rewriting codes for diverse console/platforms, such as PlayStation, Xbox, and
Windows PC, which are incorporated into one product provided to the gamers through
the cloud platform. The emergence of cloud gaming" ("Gaming Market - Growth," n.d.)
has helped to substantially drive video game industry growth. In the coming years,
cloud gaming, mobile gaming, PC gaming, and even console gaming will become all
the more prevalent. "Recent advances in advanced cloud technology have turned the
idea of cloud gaming into reality. In cloud gaming, the server, where all the games are
stored, does all the computation work, which includes game scene rendering, game
logic processing video encoding, and video streaming" ("Gaming Market - Growth,"
n.d.). The rising popularity of Esports, gaming streams, and gameplay videos have also
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contributed to the growth of the behemoth video game industry. It stands to
preponderantly reason that the future of the video game industry will not only allow the
video game industry to reach an unprecedented pinnacle of success, but will also
attract more competitors to enter the sizable video game industry. In the coming years,
similarly to video streaming subscription services, such as Netflix and Amazon Prime
Video, customers will have more video game streaming subscription services available
to them with a broader selection of titles to choose from playing. In other words, for a
monthly subscription fee of $5-$10 per month, customers will be able to have the option
to stream a myriad of video games on their consoles or their PCs. In the coming years,
video game streaming subscription services will not be limited to "Xbox Game Pass,
PlayStation Now, Geoforce Now" ("The Impact Of," 2019), and Google Stadia. "This
new sector is also seen as a serious competitor for the traditional game market" ("The
Impact Of," 2019). The traditional game market is no longer the utmost lucrative
segment of the sizable video game industry. The future of the video game industry will
offer far more to customers than merely just traditional console games. The future of
the video game industry will also offer more to gamers than "virtual reality and
augmented reality" (Koss, 2020) video game experiences. In 2019, the video game
industry generated over $6,300,000,000 in revenue (Koss, 2020) from "augmented
reality and virtual reality" (Koss, 2020) video games. Much to the relief of gamers,
"companies are busy making virtual reality experiences more consumer-friendly, and it
is only a matter of time before both the weight and price of virtual reality headsets drop"
(Koss, 2020). Augmented reality video games on the other hand do not require a bulky
headset to play and allow gamers to "interact with reality" (Koss, 2020).
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