PREFACE

Almost ten years have past since we wrote the first edition of Virtual Reality Technol-
ogy. Since then Virtual Reality has proven to be fast-changing, largely misunderstood
(outside the technical community), and still awaiting full-spread application.

Computing technology, especially the Personal Computer, has seen dramatic im-
provements, and laid the foundation for worldwide VR development. Formal educa-
tion in colleges and universities, aimed at preparing specialists capable of creating
useful VR applications, has unfortunately lagged behind. This is due to the absence
of good VR textbooks, as well as a lack of instructors with first-hand knowledge of
the subject.

In writing this book, we were aware of the fast-changing technology of the field,
and consequently, we updated the material presented in the first edition and included
new developments in hardware, software, and applications. Haptics merits a particular
mention, since it has now entered “mainstream” VR and is treated in an integrative
manner in our book.

Our main motivation in writing a second edition was, however, to offer a com-
plete, structured book that follows the rigors of texts written in related fields, such
as Mathematics, Electrical Engineering, or Computer Science. Therefore Virtual
Reality Technology, Second Edition includes definitions, mathematical formulae, and
review questions. It also provides the reader with video clips, because we felt that
seeing examples of actual simulations will allow the student to better understand
the concepts. These video clips are found on the CD accompanying the book, and
are cross-referenced in text with the special icon % A laboratory manual with
six chapters, each intended for a different experiment and programming skill is also
included on the CD. The Laboratory Manual uses VRML and Java 3D, since they
are freely available on the Web, without additional license expenses for schools and
universities. The experiments are designed for PC-based VR stations incorporating
sensing gloves, stereo glasses, 3-D trackers, and haptic joysticks, in order to give the
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