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2-8 computer augmented interaction with real world environments
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2-9 Reality - Virtuality (RV) Continuum

H4b: P. Milgram and A. F. Kishino, Taxonomy of Mixed Reality Visual
DisplaysIEICE Transactions on Information and Systems, E77-D(12), pp.
1321-1329, 1994.

2.1.1.8 @I L. HELHRW VREFD

ERITEN BmhFH PDA PC AREGTEAMN
=1A —&aitEmn —aitEmNn
RZH9TEAN =N RZA

2-10 EEV FELEIA
2-10 Ubiquitous Computing Continuum
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2-11 Metaverse Components
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2-12 Four Key Components
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