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The Fourth Transformation How Augmented Reality Artificial Intelligence Will
Change Everything
ITJEMAST publishes a wide spectrum of research and technical articles as well as reviews, experiments, experiences,
modelings, simulations, designs, and innovations from engineering, sciences, life sciences, and related disciplines as
well as interdisciplinary/cross-disciplinary/multidisciplinary subjects. Original work is required. Article submitted must not
be under consideration of other publishers for publications.
Apply the techniques needed to build VR applications for mobile and standalone head-mounted displays (HMDs) using
the Unreal Engine. This book covers the entire VR ecosystem including production tools, Unreal engine, workflows,
performance and optimization, and presents two fully-developed projects to reinforce what you've learned. Media
designers, CG artists and other creatives will be able to take advantage of real-time engine techniques and easy-to-learn
visual scripting logic to turn their creations into immersive and interactive VR worlds. Gear VR, the Oculus Go and other
Android based VR HMDs are becoming exciting new platforms for immersive business presentations, entertainment and
educational solutions. The Unreal engine, one of the world’s most powerful and popular game engines, is now free to
use and has become increasingly popular for real-time visualizations and enterprise solutions in recent years. With
Unreal's powerful blueprint visual scripting system, non-coders can now design blueprints in Unreal, unlock the power of
rapid prototyping, and create complex interactions without a line of code. Get your copy of Unreal for Mobile and
Standalone VR today and begin using this powerful tool-set to create high-end VR apps for a wide range of applications
from games, B2B, to education. What You'll Learn Explore the VR ecosystem, including history, recent trends and future
outlook Review tool set, graphics and animation pipeline (Blender, Zbrush, Substance Painter and others) Examine
graphics optimization techniques Set up a project and the target platform Design interaction with Unreal blueprints
Deployments, testing, further optimization Who This Book Is For Multimedia designers, CG artists, producers, app
developers. No coding experience is required.
The purpose of this book is to provide an overview of the new industrial revolution: the "Industry 4.0." Globalization and
competitiveness are forcing companies to review and improve their production processes. Industry 4.0 is a revolution that
involves many different sectors and is still evolving. It represents the integration of tools already used in the past (big
data, cloud, robot, 3D printing, simulation, etc.) that are now connected to a smart network by transmitting digital data at
high speeds. The implementation of a 4.0 system represents a huge change for companies, which are faced with big
investments. The idea of the book is to present practices, challenges, and opportunities related to the Industry 4.0. This
book is intended to be a useful resource for anyone who deals with this issue.
Now in its fourth edition, this book is one of the leading texts on the evolution of electronic mass communication in the
last century, giving students a clear understanding of how the media of yesterday shaped the media world of today. Now
Media, Fourth Edition (formerly Electronic Media: Then, Now, Later) provides a comprehensive view of the beginnings of
electronic media in broadcasting and the subsequent advancements into ‘now’ digital media. Each chapter is organized
chronologically, starting with the electronic media of the past, then moving to the media of today, and finally, exploring the
possibilities for the media of the future. Topics include the rise of social media, uses of personal communication devices,
the film industry, and digital advertising, focusing along the way on innovations that laid the groundwork for ‘now’
television and radio and the Internet and social media. New to the fourth edition is a chapter on the amazing world of
virtual reality technology, which has spawned a ‘now’ way of communicating with the world and becoming a part of
video content, as well as a discussion of the impacts of the COVID-19 pandemic on media consumption habits. This book
remains a key text and trusted resource for students and scholars of digital mass communication and communication
history alike. The new ‘now’ edition also features updated online instructor materials, including PowerPoint slides and
test banks. Please visit www.routledge.com/cw/medoff to access these support materials.
Like virtual reality, augmented reality is becoming an emerging platform in new application areas for museums,
edutainment, home entertainment, research, industry, and the art communities using novel approaches which have taken
augmented reality beyond traditional eye-worn or hand-held displays. In this book, the authors discuss spatial augmented
r
“OM”, a fundamental meditation sound present in the cultures of Buddhism, is a syllable full of philosophical and
transcendental meanings. The category of the Orient, as contrasted, antithetical and complementary to the Occident
(West) and its culture, appears to be one of the most interesting and long-lasting issues discussed in the humanities.
European fascination with Oriental cultures has found multifaceted manifestations in science, art, fashion and beliefs.
Music, as an important element of cultural communication, has always been well suited for transitions and inspirations.
The relationship between the Orient and Western music encompasses a wide and fascinating scope of problems, a field
of various multidimensional influences which brings an opportunity not only to study particular questions, but also to
search for universal and fundamental values. This collection of essays is a result of an International Conference titled
“OM: Orient in Music – Music of the Orient”, held at the Gra?yna and Kiejstut Academy of Music in ?ód?, Poland, in
March 2016. The volume provides insight into the many ways in which the music of the East and West can be
understood and treated by both Western and Eastern scholars.
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,
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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 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
Despite popular forays into augmented and virtual reality in recent years, spatial computing still sits on the cusp of
mainstream use. Developers, artists, and designers looking to enter this field today have few places to turn for expert
guidance. In this book, Erin Pangilinan, Steve Lukas, and Vasanth Mohan examine the AR and VR development pipeline
and provide hands-on practice to help you hone your skills. Through step-by-step tutorials, you’ll learn how to build
practical applications and experiences grounded in theory and backed by industry use cases. In each section of the book,
industry specialists, including Timoni West, Victor Prisacariu, and Nicolas Meuleau, join the authors to explain the
technology behind spatial computing. In three parts, this book covers: Art and design: Explore spatial computing and
design interactions, human-centered interaction and sensory design, and content creation tools for digital art Technical
development: Examine differences between ARKit, ARCore, and spatial mapping-based systems; learn approaches to
cross-platform development on head-mounted displays Use cases: Learn how data and machine learning visualization
and AI work in spatial computing, training, sports, health, and other enterprise applications
Ecology, Artificial Intelligence, and Virtual Reality argues that we need to examine the connect global world we live in and our
technological advances to discern the potential solutions to the environmental, epidemiological, political, and social challenges we
face.
Augmented reality (AR) is one of today's most fascinating and future-oriented areas of computer science and technology. By
overlaying computer-generated information on views of the real world, AR amplifies human perception and cognition in remarkable
new ways. Do you like the virtual first-down line in football games on TV? That's AR. And AR apps are rapidly coming to billions of
smartphones, too. Working in AR requires knowledge from diverse disciplines, including computer vision, computer graphics, and
human-computer interaction (HCI). Augmented Reality: Principles and Practice integrates all this knowledge into a single-source
reference, presenting the most significant AR work with scrupulous accuracy. Dieter Schmalstieg, a pioneer of both AR foundation
and application, is drawing from his two decades of AR experience to clearly present the field. Together with mobile AR pioneer
and research colleague Tobias Höllerer, the authors address all aspects of the field, illuminating AR from both technical and HCI
perspectives. The authors review AR's technical foundations, including display and tracking technologies, show how AR emerges
from the symbiosis of computer vision and computer graphics, introduce AR-specific visualization and 3D interaction techniques,
and showcase applications from diverse industries. They conclude with an outlook on trends and emerging technologies, including
practical pointers for beginning practitioners. This book is an indispensable resource for everyone interested in AR, including
software and app developers, engineers, students and instructors, researchers, and hobbyists. For use in educational
environments, the authors will provide a companion website containing slides, code examples, and other source materials.
The Internet and smartphone are just the latest in a 250-year- long cycle of disruption that has continuously changed the way we
live, the way we work and the way we interact. The coming Augmented Age, however, promises a level of disruption, behavioural
shifts and changes that are unparalleled. While consumers today are camping outside of an Apple store waiting to be one of the
first to score a new Apple Watch or iPhone, the next generation of wearables will be able to predict if we’re likely to have a heart
attack and recommend a course of action. We watch news of Google’s self-driving cars, but don’t likely realise this means
progressive cities will have to ban human drivers in the next decade because us humans are too risky. Following on from the
Industrial or machine age, the space age and the digital age, the Augmented Age will be based on four key disruptive
themes—Artificial Intelligence, Experience Design, Smart Infrastructure, and HealthTech. Historically the previous ‘ages’ bought
significant disruption and changes, but on a net basis jobs were created, wealth was enhanced, and the health and security of
society improved. What will the Augmented Age bring? Will robots take our jobs, and AI’s subsume us as inferior intelligences, or
will this usher in a new age of abundance? Augmented is a book on future history, but more than that, it is a story about how you
will live your life in a world that will change more in the next 20 years than it has in the last 250 years. Are you ready to adapt?
Because if history proves anything, you don't have much of a choice.
The main target of this book is to raise the awareness about social networking systems design, implementation, security
requirements, and approaches. The book entails related issues including computing, engineering, security, management, and
organization policy. It interprets the design, implementation and security threats in the social networks and offers some solutions in
this concern. It clarifies the authentication concept between servers to identity users. Most of the models that focus on protecting
users’ information are also included. This book introduces the Human-Interactive Security Protocols (HISPs) efficiently.
Presenting different types of the social networking systems including the internet and mobile devices is one of the main targets of
this book. This book includes the social network performance evaluation metrics. It compares various models and approaches
used in the design of the social networks. This book includes various applications for the use of the social networks in the
healthcare, e-commerce, crisis management, and academic applications. The book provides an extensive background for the
development of social network science and its challenges. This book discusses the social networks integration to offer online
services, such as instant messaging, email, file sharing, transferring patients’ medical reports/images, location-based
recommendations and many other functions. This book provides users, designers, engineers and managers with the valuable
knowledge to build a better secured information transfer over the social networks. The book gathers remarkable materials from an
international experts’ panel to guide the readers during the analysis, design, implementation and security achievement for the
social network systems. In this book, theories, practical guidance, and challenges are included to inspire designers and
researchers. The book guides the engineers, designers, and researchers to exploit the intrinsic design of the social network
systems.
Ten years from today, the center of our digital lives will no longer be the smart phone, but device that looks like ordinary
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eyeglasses: except those glasses will have settings for Virtual and Augmented Reality. What you really see and what is computer
generated will be mixed so tightly together, that we won't really be able to tell what is real and what is illusion.Instead of touching
and sliding on a mobile phone, we will make things happen by moving our eyes or by brainwaves. When we talk with someone or
play an online game, we will see that person in the same room with us. We will be able to touch and feel her or him through haptic
technology.We won't need to search online with words, because there will be a new Visual Web 100 times larger than the current
Internet, and we will find things by images, buy things by brands, or just by looking at a logo on the jacket of a passerby. Language
will be irrelevant, and a merchant in a developing world will have access to global markets.Medical devices will cure schizophrenia,
allow quadriplegics to walk. People will be able to touch and feel objects and other people who are not actually there for
conversations, games and perhaps intimate experiences. From Kindergarten to on-the-job, learning will become experiential.
Children will visit great battlefields and tour historic places in VR rather than read about them in text books. Med students and
surgeons will learn and practice on virtual humans rather than cadavers; oil rig workers will understand how to handle
emergencies, before the ever leave the home office.The Fourth Transformation is based on two years of research and about 400
interviews with technologists and business decision makers. It explains the technology and product landscape on a level designed
to be interesting and useful to business thinkers and general audiences. Mostly it talks about how VR and AR are already being
used, or will be used in the next one-to-three years. It explains how this massive and fundamental transformation will be driven, nit
just by Millennials, but by the generation following them, which the authors have named the Minecraft Generation.Robert Scoble
and Shel Israel have written this book in the hope that it will serve as a business thinker's guidebook to the near-term future. They
hope readers will walk away understanding the massive changes rapidly arising, so that they will navigate a successful course
through the changes they will be facing sooner than they-or their competitors-- may realize just yet.
A perfect introduction to the topic, this book will encourage libraries to look beyond their own reality and adapt the ideas inside.
Charlie Fink's Metaverse - An AR Enabled Guide to VR & AR
As virtual reality approaches mainstream consumer use, a vibrant development ecosystem has emerged in the past few years.
This hands-on guide takes you through VR development essentials for desktop, mobile, and browser-based applications. You’ll
explore the three go-to platforms—OculusVR, Gear VR, and Cardboard VR—as well as several VR development environments,
programming tools, and techniques. If you’re an experienced programmer familiar with mobile development, this book will help
you gain a working knowledge of VR development through clear and simple examples. Once you create a complete application in
the final chapter, you’ll have a jumpstart on the next major entertainment medium. Learn VR basics for UI design, 3D graphics,
and stereo rendering Explore Unity3D, the current development choice among game engines Create native applications for
desktop computers with the Oculus Rift Develop mobile applications for Samsung’s Gear VR with the Android and Oculus Mobile
SDKs Build browser-based applications with the WebVR Javascript API and WebGL Create simple and affordable mobile apps for
any smartphone with Google’s Cardboard VR Bring everything together to build a 360-degree panoramic photo viewer
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.
A compelling and insightful look at the future of Spatial Computing, and how this cutting-edge technology is changing the way we
do business across seven primary industries, and what it means for humanity as a whole. Key Features Discover how Spatial
Computing is changing the face of technology Get a roadmap for the disruptions caused by Spatial Computing and how it will
affect seven major industries Gain insights about the past, present, and future of technology from the world’s leading experts and
innovators Book Description What is Spatial Computing and why is everyone from Tesla, Apple, and Facebook investing heavily in
it? In The Infinite Retina, authors Irena Cronin and Robert Scoble attempt to answer that question by helping you understand
where Spatial Computing?an augmented reality where humans and machines can interact in a physical space?came from, where
it's going, and why it's so fundamentally different from the computers or mobile phones that came before. They present seven
visions of the future and the industry verticals in which Spatial Computing has the most influence?Transportation; Technology,
Media, and Telecommunications; Manufacturing; Retail; Healthcare; Finance; and Education. The book also shares insights about
the past, present, and future from leading experts an other industry veterans and innovators, including Sebastian Thrun, Ken
Bretschneider, and Hugo Swart. They dive into what they think will happen in Spatial Computing in the near and medium term, and
also explore what it could mean for humanity in the long term. The Infinite Retina then leaves it up to you to decide whether Spatial
Computing is truly where the future of technology is heading or whether it's just an exciting, but passing, phase. What you will
learn Look back at historical paradigms that changed the face of technology Consider how Spatial Computing could be the new
technology that changes our lives See how Virtual and Augmented Reality will change the way we do healthcare Learn how
Spatial Computing technology will lead to fully automated transportation Think about how Spatial Computing will change the
manufacturing industry Explore how finance and retail are going to be impacted through Spatial Computing devices Hear accounts
from industry experts on what they expect Spatial Computing to bring to their sectors Who this book is for The Infinite Retina is for
anyone interested in the future of technology and how Augmented Reality and Spatial Computing (among other developments) will
affect both businesses and the individual.
Politics in the Twentieth Century was dominated by a single question: how much of our collective life should be determined by the
state, and what should be left to the market and civil society? Now the debate is different: to what extent should our lives be
directed and controlled by powerful digital systems - and on what terms? Digital technologies - from artificial intelligence to
blockchain, from robotics to virtual reality - are transforming the way we live together. Those who control the most powerful
technologies are increasingly able to control the rest of us. As time goes on, these powerful entities - usually big tech firms and the
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state - will set the limits of our liberty, decreeing what may be done and what is forbidden. Their algorithms will determine vital
questions of social justice. In their hands, democracy will flourish or decay. A landmark work of political theory, Future Politics
challenges readers to rethink what it means to be free or equal, what it means to have power or property, and what it means for a
political system to be just or democratic. In a time of rapid and relentless changes, it is a book about how we can - and must regain control. Winner of the Estoril Global Issues Distinguished Book Prize.
Delve into industrial digital transformation and learn how to implement modern business strategies powered by digital technologies
as well as organization and cultural optimization Key Features Identify potential industry disruptors from various business domains
and emerging technologies Leverage existing resources to identify new avenues for generating digital revenue Boost digital
transformation with cloud computing, big data, artificial intelligence (AI), and the Internet of Things (IoT) Book Description Digital
transformation requires the ability to identify opportunities across industries and apply the right technologies and tools to achieve
results. This book is divided into two parts with the first covering what digital transformation is and why it is important. The second
part focuses on how digital transformation works. After an introduction to digital transformation, you will explore the transformation
journey in logical steps and understand how to build business cases and create productivity benefit statements. Next, you'll delve
into advanced topics relating to overcoming various challenges. Later, the book will take you through case studies in both private
and public sector organizations. You'll explore private sector organizations such as industrial and hi-tech manufacturing in detail
and get to grips with public sector organizations by learning how transformation can be achieved on a global scale and how the
resident experience can be improved. In addition to this, you will understand the role of artificial intelligence, machine learning and
deep learning in digital transformation. Finally, you'll discover how to create a playbook that can ensure success in digital
transformation. By the end of this book, you'll be well-versed with industrial digital transformation and be able to apply your skills in
the real world. What you will learn Get up to speed with digital transformation and its important aspects Explore the skills that are
needed to execute the transformation Focus on the concepts of Digital Thread and Digital Twin Understand how to leverage the
ecosystem for successful transformation Get to grips with various case studies spanning industries in both private and public
sectors Discover how to execute transformation at a global scale Find out how AI delivers value in the transformation journey Who
this book is for This book is for IT leaders, digital strategy leaders, line-of-business leaders, solution architects, and IT business
partners looking for digital transformation opportunities within their organizations. Professionals from service and management
consulting firms will also find this book useful. Basic knowledge of enterprise IT and some intermediate knowledge of identifying
digital revenue streams or internal transformation opportunities are required to get started with this book.
This book provides a comprehensive guide to Industry 4.0 applications, not only introducing implementation aspects but also
proposing a conceptual framework with respect to the design principles. In addition, it discusses the effects of Industry 4.0, which
are reflected in new business models and workforce transformation. The book then examines the key technological advances that
form the pillars of Industry 4.0 and explores their potential technical and economic benefits using examples of real-world
applications. The changing dynamics of global production, such as more complex and automated processes, high-level
competitiveness and emerging technologies, have paved the way for a new generation of goods, products and services. Moreover,
manufacturers are increasingly realizing the value of the data that their processes and products generate. Such trends are
transforming manufacturing industry to the next generation, namely Industry 4.0, which is based on the integration of information
and communication technologies and industrial technology.The book provides a conceptual framework and roadmap for decisionmakers for this transformation
This edited book presents scientific results of the International Semi-Virtual Workshop on Data Science and Digital Transformation
in the Fourth Industrial Revolution (DSDT 2020) which was held on October 15, 2020, at Soongsil University, Seoul, Korea. The
aim of this workshop was to bring together researchers and scientists, businessmen and entrepreneurs, teachers, engineers,
computer users, and students to discuss the numerous fields of computer science and to share their experiences and exchange
new ideas and information in a meaningful way. Research results about all aspects (theory, applications and tools) of computer
and information science, and to discuss the practical challenges encountered along the way and the solutions adopted to solve
them. The workshop organizers selected the best papers from those papers accepted for presentation at the workshop. The
papers were chosen based on review scores submitted by members of the program committee and underwent further rigorous
rounds of review. From this second round of review, 17 of the conference’s most promising papers are then published in this
Springer (SCI) book and not the conference proceedings. We impatiently await the important contributions that we know these
authors will bring to the field of computer and information science.
This book gives educators a view into the kinds of methods to use in the twenty-first century. Higher Education will need to make a
transition from what is accepted practice today, to what will become successful methods in the near future. The new emphasis
places the student in the center of the educational process.
A leading doctor unveils the groundbreaking potential of virtual medicine. Brennan Spiegel has spent years studying the medical
power of the mind, and in VRx he reveals a revolutionary new kind of care: virtual medicine. It offers the possibility of treating
illnesses without solely relying on intrusive surgeries or addictive opioids. Virtual medicine works by convincing your body that it's
somewhere, or something, it isn't. It's affordable, widely available, and has already proved effective against everything from burn
injuries to stroke to PTSD. Spiegel shows how a simple VR headset lets a patient with schizophrenia confront the demon in his
head, how dementia patients regain function in a life-size virtual town, and how vivid simulations of patients' experiences are
making doctors more empathic. VRx is a revelatory account of the connection between our bodies and ourselves. In an age of
overmedication and depersonalized care, it offers no less than a new way to heal.
Winner of best book by a foreign author (2019) at the Business Book of the Year Award organised by PwC Russia The future of
banking is already here — are you ready? Bank 4.0 explores the radical transformation already taking place in banking, and follows
it to its logical conclusion. What will banking look like in 30 years? 50 years? The world’s best banks have been forced to adapt to
changing consumer behaviors; regulators are rethinking friction, licensing and regulation; Fintech start-ups and tech giants are
redefining how banking fits in the daily life of consumers. To survive, banks are having to develop new capabilities, new jobs and
new skills. The future of banking is not just about new thinking around value stores, payment and credit utility — it’s embedded in
voice-based smart assistants like Alexa and Siri and soon smart glasses which will guide you on daily spending and money
decisions. The coming Bank 4.0 era is one where either your bank is embedded in your world via tech, or it no longer exists. In this
final volume in Brett King’s BANK series, we explore the future of banks amidst the evolution of technology and discover a
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revolution already at work. From re-engineered banking systems, to selfie-pay and self-driving cars, Bank 4.0 proves that we’re
not on Wall Street anymore. Bank 4.0 will help you: Understand the historical precedents that flag a fundamental rethinking in
banking Discover low-friction, technology experiences that undermine the products we sell today Think through the evolution of
identity, value and assets as cash and cards become obsolete Learn how Fintech and tech “disruptors” are using behaviour,
psychology and technology to reshape the economics of banking Examine the ways in which blockchain, A.I., augmented reality
and other leading-edge tech are the real building blocks of the future of banking systems If you look at individual technologies or
startups disrupting the space, you might miss the biggest signposts to the future and you might also miss that most of we’ve
learned about banking the last 700 years just isn’t useful. When the biggest bank in the world isn’t any of the names you’d
expect, when branch networks are a burden not an asset, and when advice is the domain of Artificial Intelligence, we may very
well have to start from scratch. Bank 4.0 takes you to a world where banking will be instant, smart and ubiquitous, and where
you’ll have to adapt faster than ever before just to survive. Welcome to the future.
“Enough with speculation about our digital future. Infinite Reality is the straight dope on what is and isn’t happening to us right
now, from two of the only scientists working on the boundaries between real life and its virtual extensions.” —Douglas Rushkoff,
author of Program or Be Programmed How achievable are the virtual experiences seen in The Matrix, Tron, and James
Cameron’s Avatar? Do our brains know where “reality” ends and “virtual” begins? In Infinite Reality, Jim Blascovich and Jeremy
Bailenson, two pioneering experts in the field of virtual reality, reveal how the human brain behaves in virtual environments and
examine where radical new developments in digital technology will lead us in five, fifty, and five hundred years.
Digital transformation is no longer news--it's a necessity. Despite the widespread threat of disruption, many large companies in
traditional industries have succeeded at digitizing their businesses in truly transformative ways. The New York Times, formerly a
bastion of traditional media, has created a thriving digital product behind a carefully designed paywall. Best Buy has transformed
its business in the face of Amazon's threat. John Deere has formed a data-analysis arm to complement its farm-equipment
business. And Goldman Sachs and many others are using digital technologies to reimagine their businesses. In Driving Digital
Strategy, Harvard Business School professor Sunil Gupta provides an actionable framework for following their lead. For over a
decade, Gupta has studied digital transformation at Fortune 500 companies. He knows what works and what doesn't. Merely
dabbling in digital or launching a small independent unit, which many companies do, will not bring success. Instead you need to
fundamentally change the core of your business and ensure that your digital strategy touches all aspects of your organization: your
business model, value chain, customer relationships, and company culture. Gupta covers each aspect in vivid detail while
providing navigation tips and best practices along the way. Filled with rich and illuminating case studies of companies at the
forefront of digital transformation, Driving Digital Strategy is the comprehensive guide you need to take full advantage of the
limitless opportunities the digital age provides.
Become a digital-first organization—and avoid disruption. If you read nothing else on the principles and practices that lead to
successful digital transformation, read these 10 articles. We've combed through hundreds of Harvard Business Review articles
and selected the most important ones to help you reinvent your digital strategy, overcome barriers to change, and win in the
continuously connected world. This book will inspire you to: Devise an industry-transforming business model Minimize risk using
discovery-driven transformation Leverage torrents of data more strategically Prepare your employees for the future of work
Prioritize the right initiatives Compete in the age of AI This collection of articles includes "Discovery-Driven Digital Transformation,"
by Rita McGrath and Ryan McManus; "The Transformative Business Model," by Stelios Kavadias, Kostas Ladas, and Christoph
Loch; "Digital Doesn't Have to Be Disruptive," by Nathan Furr and Andrew Shipilov; "What's Your Data Strategy?," by Leandro
DalleMule and Thomas H. Davenport; "Competing in the Age of AI," by Marco Iansiti and Karim R. Lakhani; "Building the AIPowered Organization," by Tim Fountaine, Brian McCarthy, and Tamim Saleh; "How Smart, Connected Products Are
Transforming Companies," by Michael E. Porter and James E. Heppelmann; "The Age of Continuous Connection," by Nicolaj
Siggelkow and Christian Terwiesch; "The Problem with Legacy Ecosystems," by Maxwell Wessel, Aaron Levie, and Robert Siegel;
"Your Workforce Is More Adaptable Than You Think," by Joseph B. Fuller, Judith K. Wallenstein, Manjari Raman, and Alice de
Chalendar; "How Apple Is Organized for Innovation," by Joel M. Podolny and Morten T. Hansen; and "Digital Transformation
Comes Down to Talent in Four Key Areas," by Thomas H. Davenport and Thomas C. Redman. HBR's 10 Must Reads paperback
series is the definitive collection of books for new and experienced leaders alike. Leaders looking for the inspiration that big ideas
provide, both to accelerate their own growth and that of their companies, should look no further. HBR's 10 Must Reads series
focuses on the core topics that every ambitious manager needs to know: leadership, strategy, change, managing people, and
managing yourself. Harvard Business Review has sorted through hundreds of articles and selected only the most essential
reading on each topic. Each title includes timeless advice that will be relevant regardless of an ever?changing business
environment.
The Fourth TransformationHow Augmented Reality and Artificial Intelligence Will Change Everything
The fundamental mathematical tools needed to understand machine learning include linear algebra, analytic geometry, matrix
decompositions, vector calculus, optimization, probability and statistics. These topics are traditionally taught in disparate courses,
making it hard for data science or computer science students, or professionals, to efficiently learn the mathematics. This selfcontained textbook bridges the gap between mathematical and machine learning texts, introducing the mathematical concepts with
a minimum of prerequisites. It uses these concepts to derive four central machine learning methods: linear regression, principal
component analysis, Gaussian mixture models and support vector machines. For students and others with a mathematical
background, these derivations provide a starting point to machine learning texts. For those learning the mathematics for the first
time, the methods help build intuition and practical experience with applying mathematical concepts. Every chapter includes
worked examples and exercises to test understanding. Programming tutorials are offered on the book's web site.
This book explores mobile learning as a form of learning particularly suited to our ever more mobile world, presenting a new
conceptualisation of the value of mobile devices in education through the metaphor of lenses on learning. With a principal focus on
mobile-assisted language learning (MALL), it draws on insights derived from MALL language, literacy and cultural projects to
illustrate the possibilities inherent in all mobile learning. In its broad sweep the book takes in new and emerging technologies and
tools from robots to holograms, virtual reality to augmented reality, and smart glasses to embeddable chips, considering their
potential impact on education and, indeed, on human society and the planet as a whole. While not shying away from discussing
the risks, it demonstrates that, handled appropriately, mobile, context-aware technologies allow educators to build on the
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personalised and collaborative learning facilitated by web 2.0 and social media, but simultaneously to go much further in promoting
authentic learning experiences grounded in real-world encounters. In this way, teachers can better prepare students to face a
global, mobile future, with all of its evolving possibilities and challenges.
‘Young People and Social Media: Contemporary Children’s Digital Culture’ explores the practices, relationships, consequences,
benefits, and outcomes of children’s experiences with, on, and through social media by bringing together a vast array of different
ideas about childhood, youth, and young people’s lives. These ideas are drawn from scholars working in a variety of disciplines,
and rather than just describing the social construction of childhood or an understanding of children’s lives, this collection seeks to
encapsulate not only how young people exist on social media but also how their physical lives are impacted by their presence on
social media. One of the aims of this volume in exploring youth interaction with social media is to unpack the structuring of digital
technologies in terms of how young people access the technology to use it as a means of communication, a platform for
identification, and a tool for participation in their larger social world. During longstanding and continued experience in the broad
field of youth and digital culture, we have come to realize that not only is the subject matter increasing in importance at an
immeasurable rate, but the amount of textbooks and/or edited collections has lagged behind considerably. There is a lack of
sources that fully encapsulate the canon of texts for the discipline or the rich diversity and complexity of overlapping subject areas
that create the fertile ground for studying young people’s lives and culture. The editors hope that this text will occupy some of that
void and act as a catalyst for future interdisciplinary collections. ‘Young People and Social Media: Contemporary Children’s
Digital Culture’ will appeal to undergraduate students studying Child and Youth Studies and—given the interdisciplinary nature of
the collection— scholars, researchers and students at all levels working in anthropology, psychology, sociology, communication
studies, cultural studies, media studies, education, and human rights, among others. Practitioners in these fields will also find this
collection of particular interest.

If you want a basic understanding of computer vision’s underlying theory and algorithms, this hands-on introduction is
the ideal place to start. You’ll learn techniques for object recognition, 3D reconstruction, stereo imaging, augmented
reality, and other computer vision applications as you follow clear examples written in Python. Programming Computer
Vision with Python explains computer vision in broad terms that won’t bog you down in theory. You get complete code
samples with explanations on how to reproduce and build upon each example, along with exercises to help you apply
what you’ve learned. This book is ideal for students, researchers, and enthusiasts with basic programming and standard
mathematical skills. Learn techniques used in robot navigation, medical image analysis, and other computer vision
applications Work with image mappings and transforms, such as texture warping and panorama creation Compute 3D
reconstructions from several images of the same scene Organize images based on similarity or content, using clustering
methods Build efficient image retrieval techniques to search for images based on visual content Use algorithms to
classify image content and recognize objects Access the popular OpenCV library through a Python interface
As the use of remote work has recently skyrocketed, digital transformation within the workplace has gone under a
microscope, and it has become abundantly clear that the incorporation of new technologies in the workplace is the future
of business. These technologies keep businesses up to date with their capabilities to perform remote work and make
processes more efficient and effective than ever before. In understanding digital transformation in the workplace there
needs to be advanced research on technology, organizational change, and the impacts of remote work on the business,
the employees, and day-to-day work practices. This advancement to a digital work culture and remote work is rapidly
undergoing major advancements, and research is needed to keep up with both the positives and negatives to this
transformation. The Research Anthology on Digital Transformation, Organizational Change, and the Impact of Remote
Work contains hand-selected, previously published research that explores the impacts of remote work on business
workplaces while also focusing on digital transformation for improving the efficiency of work. While highlighting work
technologies, digital practices, business management, organizational change, and the effects of remote work on
employees, this book is an all-encompassing research work intended for managers, business owners, IT specialists,
executives, practitioners, stakeholders, researchers, academicians, and students interested in how digital transformation
and remote work is affecting workplaces.
World-renowned economist Klaus Schwab, Founder and Executive Chairman of the World Economic Forum, explains
that we have an opportunity to shape the fourth industrial revolution, which will fundamentally alter how we live and work.
Schwab argues that this revolution is different in scale, scope and complexity from any that have come before.
Characterized by a range of new technologies that are fusing the physical, digital and biological worlds, the
developments are affecting all disciplines, economies, industries and governments, and even challenging ideas about
what it means to be human. Artificial intelligence is already all around us, from supercomputers, drones and virtual
assistants to 3D printing, DNA sequencing, smart thermostats, wearable sensors and microchips smaller than a grain of
sand. But this is just the beginning: nanomaterials 200 times stronger than steel and a million times thinner than a strand
of hair and the first transplant of a 3D printed liver are already in development. Imagine "smart factories" in which global
systems of manufacturing are coordinated virtually, or implantable mobile phones made of biosynthetic materials. The
fourth industrial revolution, says Schwab, is more significant, and its ramifications more profound, than in any prior period
of human history. He outlines the key technologies driving this revolution and discusses the major impacts expected on
government, business, civil society and individuals. Schwab also offers bold ideas on how to harness these changes and
shape a better future--one in which technology empowers people rather than replaces them; progress serves society
rather than disrupts it; and in which innovators respect moral and ethical boundaries rather than cross them. We all have
the opportunity to contribute to developing new frameworks that advance progress.
With Augmented Reality, also termed AR, a view of the real world is augmented by superimposing computer-generated
graphics, thereby enriching or enhancing the perception of the reality. Today, lots of applications benefit from AR in
different areas, such as education, medicine, navigation, construction, gaming, and multiple other areas, using primarily
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head-mounted AR displays and AR on hand-held smart devices. Tablets and phones are highly suitable for AR, as they
are equipped with high resolution screens, good cameras and powerful processing units, while being readily available to
both industry and home use. They are used with video see-through AR, were the live view of the world is captured by a
camera in real time and subsequently presented together with the computer graphics on the display. In this thesis I put
forth our recent work on improving video see-through Augmented Reality graphics and interaction for hand-held devices
by applying and utilizing user perspective. On the rendering side, we introduce a geometry-based user perspective
rending method aiming to align the on screen content with the real view of the world visible around the screen.
Furthermore, we introduce a device calibration system to compensate for misalignment between system parts. On the
interaction side we introduce two wand-like direct 3D pose manipulation techniques based on this user perspective. We
also modified a selection technique and introduced a new one suitable to be used with our introduced manipulation
techniques. Finally, I present several formal user studies, evaluating the introduced techniques and comparing them with
concurrent state-of-the-art alternatives.
“If you want to understand the most immersive new communications medium to come along since cinema… I’d suggest
starting with Mr. Bailenson’s [book].” —Wall Street Journal Virtual reality is able to effectively blur the line between reality
and illusion, granting us access to any experience imaginable. These experiences, ones that the brain is convinced are
real, will soon be available everywhere. In Experience on Demand, Jeremy Bailenson draws upon two decades spent
researching the psychological effects of VR to help readers understand its upsides and possible downsides. He offers
expert guidelines for interacting with VR, and describes the profound ways this technology can be put to use to hone our
performance, help us recover from trauma, improve our learning, and even enhance our empathic and imaginative
capacities so that we treat others and ourselves better.
How can companies survive and prosper in the new economic age of the 4th Industrial Revolution? This book collects a
variety of cases and quality management strategies for companies to put in place in the face of Industry 4.0. It argues
that organizations that practice good quality management throughout the whole organization, and focus on satisfying
their customers, employees and other stakeholders better than their competitors, are well equipped with the necessary
capabilities to survive. It is a must read book for academicians, practitioners, managers and students interested in
learning about the quality management philosophy, principles, tools and methods to be used in building a sustainable
future where the challenges of the 4th Industrial Revolution — Industry 4.0 —are regarded and used as opportunities for
survival and further growth.
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