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Here are the refereed proceedings of the Third International Workshop on Medical Imaging
and Augmented Reality, MIAR 2006, held in Shanghai, China, August 2006. The book
presents 45 revised full papers together with 4 invited papers. The papers are organized in
topical sections on shape modeling and morphometry, patient specific modeling and
quantification, surgical simulation and skills assessment, surgical guidance and navigation,
image registration, PET image reconstruction, and image segmentation.
2012 International Conference on Environment Science and 2012 International Conference on
Computer Science (ICES 2012/ICCS 2012) will be held in Australia, Melbourne, 15?16 March,
2012.Volume 1 contains some new results in computational environment science. There are
47 papers were selected as the regular paper in this volume. It contains the latest
developments and reflects the experience of many researchers working in different
environments (universities, research centers or even industries), publishing new theories and
solving new technological problems on computational environment science. The purpose of
volume 1 is interconnection of diverse scientific fields, the cultivation of every possible scientific
collaboration, the exchange of views and the promotion of new research targets as well as the
further dissemination, the dispersion, the diffusion of the environment science, including but
not limited to Ecology, Physics, Chemistry, Biology, Soil Science, Geology, Atmospheric
Science and Geography We are sure that the efforts of the authors as well as the reviewers to
provide high level contributions will be appreciated by the relevant scientific community. We
are convinced that presented volume will be a source of knowledge and inspiration for all
academic members, researchers and practitioners working in a field of the topic covered by the
book.
This book presents innovative ideas, cutting-edge findings, and novel techniques, methods,
and applications in a broad range of cybersecurity and cyberthreat intelligence areas. As our
society becomes smarter, there is a corresponding need to secure our cyberfuture. The book
describes approaches and findings that are of interest to business professionals and
governments seeking to secure our data and underpin infrastructures, as well as to individual
users.
"Machine intelligence will eclipse human intelligence within the next few decades extrapolating from Moores Law - and our world will enjoy limitless computational power and
ubiquitous data networks. Todays iPod devices portend an era when biology and information
technology will fuse to create a human experience radically different from our own. Already,
our healthcare system now appears on the verge of crisis; accelerating change is part of the
problem. Each technological upgrade demands an investment of education and money, and a
costly infrastructure more quickly becomes obsolete. Practitioners can be overloaded with
complexity: therapeutic options, outcomes data, procedural coding, drug names etc.
Furthermore, an aging global population with a growing sense of entitlement demands that
each medical breakthrough be immediately available for its benefit: what appears in the
morning paper is expected simultaneously in the doctors office. Meanwhile, a third-party payer
system generates conflicting priorities for patient care and stockholder returns. The result is a
healthcare system stressed by scientific promise, public expectation, economic and regulatory
constraints and human limitations. Change is also proving beneficial, of course. Practitioners
are empowered by better imaging methods, more precise robotic tools, greater realism in
training simulators, and more powerful intelligence networks. The remarkable
accomplishments of the IT industry and the Internet are trickling steadily into healthcare. The
Medicine Meets Virtual Reality series can readily see the progress of the past fourteen years:
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more effective healthcare at a lower overall cost, driven by cheaper and better computers."
The 33rd Annual German Conference on Arti?cial Intelligence (KI 2010) took place at the
Karlsruhe Institute of Technology KIT, September 21–24, 2010, under the motto
“Anthropomatic Systems.” In this volume you will ?nd the keynote paper and 49 papers of oral
and poster presentations. The papers were selected from 73 submissions, resulting in an
acceptance rate of 67%. As usual at the KI conferences, two entire days were allocated for
targeted workshops—seventhis year—andone tutorial. The workshopand tutorialma- rials are not
contained in this volume, but the conference website, www.ki2010.kit.edu,will provide
information and references to their contents. Recent trends in AI research have been focusing
on anthropomatic systems, which address synergies between humans and intelligent
machines. This trend is emphasized through the topics of the overall conference program.
They include learning systems, cognition, robotics, perception and action, knowledge repsentation and reasoning, and planning and decision making. Many topics deal with uncertainty
in various scenarios and incompleteness of knowledge. Summarizing, KI 2010 provides a
cross section of recent research in modern AI methods and anthropomatic system
applications. We are very grateful that Jos ? edel Mill ? an, Hans-Hellmut Nagel, Carl Edward
Rasmussen, and David Vernon accepted our invitation to give a talk.
The four volume set assembled following The 2005 International Conference on Computational
Science and its Applications, ICCSA 2005, held in Suntec International Convention and
Exhibition Centre, Singapore, from 9 May 2005 till 12 May 2005, represents the ?ne collection
of 540 refereed papers selected from nearly 2,700 submissions. Computational Science has
?rmly established itself as a vital part of many scienti?c investigations, a?ecting researchers
and practitioners in areas ranging from applications such as aerospace and automotive, to
emerging technologies such as bioinformatics and nanotechnologies, to core disciplines such
as ma- ematics, physics, and chemistry. Due to the shear size of many challenges in
computational science, the use of supercomputing, parallel processing, and - phisticated
algorithms is inevitable and becomes a part of fundamental t- oretical research as well as
endeavors in emerging ?elds. Together, these far reaching scienti?c areas contribute to shape
this Conference in the realms of state-of-the-art computational science research and
applications, encompassing the facilitating theoretical foundations and the innovative
applications of such results in other areas.
Rocks and soils can behave as discontinuous materials, both physically and mechanically, and
for such discontinuous nature and behaviour there remain challenges in numerical modelling
methods and techniques. Some of the main discontinuum based numerical methods, for
example the distinct element method (DEM) and the discontinuous deformation analysi

With the technical advancement of digital media and the medium of communication in
recent years, there is a widespread interest in digital entertainment. An emerging tenical research area edutainment, or educational entertainment, has been accepted as
education using digital entertainment. Edutainment has been recognized as an eff- tive
way of learning using modern digital media tools, like computers, games, mobile
phones, televisions, or other virtual reality applications, which emphasizes the use of
entertainment with application to the education domain. The Edutainment conference
series was established in 2006 and subsequently - ganized as a special event for
researchers working in this new interest area of e-learning and digital entertainment.
The main purpose of Edutainment conferences is to facilitate the discussion,
presentation, and information exchange of the scientific and technological development
in the new community. The Edutainment conference series becomes a valuable
opportunity for researchers, engineers, and graduate s- dents to communicate at these
international annual events. The conference series - cludes plenary invited talks,
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workshops, tutorials, paper presentation tracks, and panel discussions. The
Edutainment conference series was initiated in Hangzhou, China in 2006. Following the
success of the first event, the second (Edutainment 2007 in Hong Kong, China), third
(Edutainment 2008 in Nanjing, China), and fourth editions (Edutainment 2009 in Banff,
Canada) were organized. Edutainment 2010 was held during August 16–18, 2010 in
Changchun, China. Two workshops were jointly org- ized together with Edutainment
2010.
Collision detection is a challenging and important multi-discipline problem in robotics,
medical analysis and most importantly video games. Collision detection is not just a
true or false answer to the question if two objects are touching, it is essential to detect
the physical interaction between objects and the environment accurately, such as,
contact points, penetration depths, and separating normals. In fact, not only does the
collision data need to be accurate for games, it needs to be fast. We explain collision
detection algorithm principles and implementation details for use in interactive
environments and physic-based simulators. We explain basic mathematical concepts
and geometric principles (e.g., vectors, cross product, and plane equation). This
textbook is designed to introduce the reader to the exciting topic of collision detection in
virtual environments from a practical perspective. Organized around the central concept
of collision detection, the book includes numerous practical examples in the body of the
text as well as explaining technical limitations and engineering solutions. It is also one
of the purposes of this book to introduce the reader to the development aspect of game
and real-time interactive software.
This book constitutes the thoroughly refereed post-conference proceedings of the 11th
International Conference on Computer Supported Cooperative Work in Design,
CSCWD 2007, held in Melbourne, Australia, in April 2007. This book, as the fourth
volume of its series on Computer-Supported Cooperative Work in Design, includes 60
articles that are the expanded versions of the papers presented at CSCWD 2007. The
book is organized in topical sections on CSCW techniques and methods, collaborative
design, collaborative manufacturing and enterprise collaboration, agents and multiagent systems, Web services, Semantic Web, and Grid computing, knowledge
management, security, privacy, and trust in CSCW systems, workflow management, elearning, and other applications.
Recent developments in computer visualisation mean that it is now possible to combine
computer-generated image sequences with real video, in real time, for broadcast quality
production. This will not only revolutionise the broadcast industry, by making "electronic
film sets" possible for example, but also has important implications for related fields
such as virtual reality, multi-media, industrial vision, and medical image processing.
This volume contains papers from the European Workshop on Combined Real and
Synthetic Image Processing for Broadcast and Video Production, held in Hamburg,
23-24 November 1994. The papers cover three main aspects of research: hardware,
image analysis, and image synthesis, and include several key contributions from the
EU RACE II supported MONA LISA (MOdelling NAturaL Images for Synthesis and
Animation) project. The resulting volume gives a comprehensive overview of this
important area of research, and will be of interest to practitioners, researchers, and
postgraduate students.
??????“???”???????????????
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This proceedings set contains selected Computer, Information and Education
Technology related papers from the 2015 International Conference on Computer,
Intelligent Computing and Education Technology (CICET 2015), to be held April 11-12,
2015 in Guilin, P.R. China. The proceedings aims to provide a platform for researchers,
engineers and academics
This is the second volume in the HCI International Conference Proceedings 2003. See
following arrangement for details.
?????:?????
A manual for both designers and users, comprehensively presenting the current state of
experts' knowledge on virtual reality (VR) in computer science, mechanics, optics,
acoustics, physiology, psychology, ergonomics, ethics, and related area. Designed as a
reference book and design guide to help the reader develop a VR project, it presents
the reader with the importance of the user’s needs and various aspects of the human
computer interface (HCI). It further treats technical aspects of VR, hardware and
software implementations, and details on the sensory and psycho-sensory interfaces.
Providing various concepts and technologies, including mathematics and modelling
techniques, it allows the reader to formalize, conceptualize and construct a virtual
reality project from original thought to application. This book is intended for engineers,
computer scientists and computer game developers working on various VR
applications. It can further serve as an educational tool in Virtual Reality courses for
senior graduate and postgraduate students.
This book presents the set of papers accepted for presentation at the International
Conference Automation, held in Warsaw, 2-4 March of 2016. It presents the research
results presented by top experts in the fields of industrial automation, control, robotics
and measurement techniques. Each chapter presents a thorough analysis of a specific
technical problem which is usually followed by numerical analysis, simulation, and
description of results of implementation of the solution of a real world problem. The
presented theoretical results, practical solutions and guidelines will be valuable for both
researchers working in the area of engineering sciences and for practitioners solving
industrial problems.
Computer graphics is now used in various fields; for industrial, educational, medical and
entertainment purposes. The aim of computer graphics is to visualize real objects and
imaginary or other abstract items. In order to visualize various things, many
technologies are necessary and they are mainly divided into two types in computer
graphics: modeling and rendering technologies. This book covers the most advanced
technologies for both types. It also includes some visualization techniques and
applications for motion blur, virtual agents and historical textiles. This book provides
useful insights for researchers in computer graphics.
This book presents the state of the art technology in Serious Games which is driven
extensive by applications and research in simulation. The topics in this book include: (1)
Fashion simulation; (2) Chinese calligraphy ink diffusion simulation; (3) Rehabilitation
(4) Long vehicle turning simulation; (5) Marine traffic conflict control; (6) CNC
simulation; (7) Special needs education. The book also addresses the fundamental
issues in Simulation and Serious Games such as rapid collision detection, game
engines or game development platforms. The target audience for this book includes
scientists, engineers and practitioners involved in the field of Serious Games and
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Simulation. The major part of this book comprises of papers presented at the 2012 AsiaEurope Workshop on Serious Games and Simulation held in Nanyang Technological
University, Singapore (May 9, 2012). All the contributions have been peer reviewed and
by scientific committee members with report about quality, content and originality.
Open world games have tremendously become a demanding criterion for computer
games development as user be able to freely roam through land and sea virtually. One
of the elements involving computer games development is to bring applicable real-time
collision detection for each object. Collision detection required sophisticated process of
using hierarchical approach of Bounding-Volume Hierarchies (BVH) for detecting
procedure. BVH is one of the most challenging issues in collision detection area that
critically undergoing multiple splitting process. Splitting process requires an object with
their set of triangles to be split into two parts using binary type tree. It is very crucial to
make sure that the BVH tree construction is always in balanced as the speed of BVH
tree traversal algorithm is dropped for unbalanced tree. In this thesis, we introduced
Spatial Object Median Splitting (SOMS) to enhance the capability of BVH construction.
Hence, SOMS creates an optimum level of BVH where most leaf nodes that was
bounded with AABB contained one triangle compared to Spatial Median technique.
From the BVH construction experiments, SOMS managed to perform faster as
compared to other common technique. Furthermore, experiment to create one BV one
triangle also showed that SOMS produced more nodes. As a conclusion, BVH can
easily be constructed using SOMS approach together to create higher level of balanced
tree for collision detection.
Real-Time Collision DetectionCRC Press
This book presents state-of-the-art research, challenges and solutions in the area of
human-robot collaboration (HRC) in manufacturing. It enables readers to better
understand the dynamic behaviour of manufacturing processes, and gives more insight
into on-demand adaptive control techniques for industrial robots. With increasing
complexity and dynamism in today's manufacturing practice, more precise, robust and
practical approaches are needed to support real-time shop-floor operations. This book
presents a collection of recent developments and innovations in this area, relying on a
wide range of research efforts. The book is divided into five parts. The first part
presents a broad-based review of the key areas of HRC, establishing a common
ground of understanding in key aspects. Subsequent chapters focus on selected areas
of HRC subject to intense recent interest. The second part discusses human safety
within HRC. The third, fourth and fifth parts provide in-depth views of relevant
methodologies and algorithms. Discussing dynamic planning and monitoring, adaptive
control and multi-modal decision making, the latter parts facilitate a better
understanding of HRC in real situations. The balance between scope and depth, and
theory and applications, means this book appeals to a wide readership, including
academic researchers, graduate students, practicing engineers, and those within a
variety of roles in manufacturing sectors.
the 10th anniversary of Chinese Journal of Construction Machinery. In order to
celebrate the 20th anniversary of the association and the 10th anniversary of the
journal, we will hold the following activities this year. 1. Continue to convene the fourth
International Conference Symposium of 2013 on Construction Machinery and Vehicle
Engineering Research Progress. 2. Continue to convene the fifth National Mechanical
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Engineering Doctoral Forum. This forum will be held in Xuzhou and the time is from
August 20 to August 24 in 2013. 3. The highlevel expert forum will be held during
Changsha Engineering Machinery Parts Expo. A dialogue will be taken on the issues of
industry scientific innovation, accessories, testing and quality among universities,
research institutes and enterprises. 4. The celebrations about the 20th anniversary of
the association and the 10th anniversary of the journal will be conducted in Shanghai.
The coun cil of the new editorial board and the executive director is convened for
summing up the work of the association since it was founded 20 years ago and the
work of the journal since it was founded 10 years ago, and planning for the future
development. This International Conference is held in the circumstance of international
economic crisis and domestic industrial structure adjustment. In the past year, sales
market of construction machinery has been subjected to a certain shocks, and the
enterprises have en countered a certain difficulties. For the future, however, I believe
that such difficulties are temporary, and the prospect is bright. The construction
machinery is to serve the mining and state infrastructure construction, and for China,
along with most c ountries in the world which are developing countries, the
infrastructure construction is still a significant part in the course of development, and the
sound infrastructure will promote the development of their economies, even these
countries which are in the leading position in economy development also attach great
importance to the improvement of infrastructure. Therefore, construction machinery is
indispensable and has a rigid demand. Currently, the international competition has not
been only limited to terrestrial, since the possession of terrestrial was a foregone
conclusion, but there will be more
CSIE2012 is an integrated conference concentrating its focus on Computer Science
and Information Engineering . In the proceeding, you can learn much more knowledge
about Computer Science and Information Engineering of researchers from all around
the world. The main role of the proceeding is to be used as an exchange pillar for
researchers who are working in the mentioned fields. In order to meet the high quality
of Springer, AISC series, the organization committee has made their efforts to do the
following things. Firstly, poor quality paper has been refused after reviewing course by
anonymous referee experts. Secondly, periodically review meetings have been held
around the reviewers about five times for exchanging reviewing suggestions. Finally,
the conference organizers had several preliminary sessions before the conference.
Through efforts of different people and departments, the conference will be successful
and fruitful.
This book constitutes the refereed proceedings of the International Symposium on
Surgery Simulation and Soft Tissue Modeling, IS4TM 2003, held in Juan-Les-Pins,
France in June 2003. The 33 revised full papers presented together with 3 invited
papers were carefully reviewed and selected from 45 submissions. The papers are
organized in topical sections on soft tissue models, haptic rendering, cardiac modeling,
and patient specific simulators.
Written by an expert in the game industry, Christer Ericson's new book is a
comprehensive guide to the components of efficient real-time collision detection
systems. The book provides the tools and know-how needed to implement industrialstrength collision detection for the highly detailed dynamic environments of applications
such as 3D games, virtual reality applications, and physical simulators. Of the many
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topics covered, a key focus is on spatial and object partitioning through a wide variety
of grids, trees, and sorting methods. The author also presents a large collection of
intersection and distance tests for both simple and complex geometric shapes. Sections
on vector and matrix algebra provide the background for advanced topics such as
Voronoi regions, Minkowski sums, and linear and quadratic programming. Of utmost
importance to programmers but rarely discussed in this much detail in other books are
the chapters covering numerical and geometric robustness, both essential topics for
collision detection systems. Also unique are the chapters discussing how graphics
hardware can assist in collision detection computations and on advanced optimization
for modern computer architectures. All in all, this comprehensive book will become the
industry standard for years to come.
Consolidating recent research in the area, the Handbook on Mobile and Ubiquitous
Computing: Status and Perspective illustrates the design, implementation, and
deployment of mobile and ubiquitous systems, particularly in mobile and ubiquitous
environments, modeling, database components, and wireless infrastructures.Supplying
an overarching perspecti
This Three-Volume-Set constitutes the refereed proceedings of the Second
International Conference on Software Engineering and Computer Systems, ICSECS
2011, held in Kuantan, Malaysia, in June 2011. The 190 revised full papers presented
together with invited papers in the three volumes were carefully reviewed and selected
from numerous submissions. The papers are organized in topical sections on software
engineering; network; bioinformatics and e-health; biometrics technologies; Web
engineering; neural network; parallel and distributed; e-learning; ontology; image
processing; information and data management; engineering; software security; graphics
and multimedia; databases; algorithms; signal processing; software design/testing; etechnology; ad hoc networks; social networks; software process modeling;
miscellaneous topics in software engineering and computer systems.
A data structure and update algorithm are presented for a prototype real time collision
detection safety system for a multi-robot environment. The data structure is a variant of the
octree, which serves as a spatial index. An octree recursively decomposes 3-D space into
eight equal cubic octants until each octant meets some decomposition criteria. The octree
stores cylspheres (cylinders with spheres on each end) and rectangular solids as primitives
(other primitives can easily be added as required). These primitives make up the two seven
degrees-of-freedom robot arms and environment modeled by the system. Octree nodes
containing more than a predetermined number N of primitives are decomposed. This rule
keeps the octree small, as the entire environment for the application can be modeled using a
few dozen primitives. As robot arms move, the octree is updated to reflect their changed
positions. During most update cycles, any given primitive does not change which octree nodes
it is in. Thus, modification to the octree is rarely required. Incidents in which one robot arm
comes too close to another arm or an object are reported. Cycle time for interpreting current
joint angles, updating the octree, and detecting/reporting imminent collisions averages 30
milliseconds on an Intel 80386 processor running at 20 MHz. Shaffer, Clifford A. and Herb,
Gregory M. Unspecified Center NAG5-1183...
"This book provides research related to the concept of virtual reality and developing business
models using this concept"--Provided by publisher.
The two-volume set LNAI 12319 and 12320 constitutes the proceedings of the 9th Brazilian
Conference on Intelligent Systems, BRACIS 2020, held in Rio Grande, Brazil, in October 2020.
The total of 90 papers presented in these two volumes was carefully reviewed and selected
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from 228 submissions. The contributions are organized in the following topical section: Part I:
Evolutionary computation, metaheuristics, constrains and search, combinatorial and numerical
optimization; neural networks, deep learning and computer vision; and text mining and natural
language processing. Part II: Agent and multi-agent systems, planning and reinforcement
learning; knowledge representation, logic and fuzzy systems; machine learning and data
mining; and multidisciplinary artificial and computational intelligence and applications. Due to
the Corona pandemic BRACIS 2020 was held as a virtual event.
Successful games merge art and technology in truly unique ways. Fused under tight
production deadlines and strict performance requirements, shaped by demanding player
expectations, games are among the most complex software projects created today. Game AI
Pro: Collected Wisdom of Game AI Professionals covers both the art and the technology of
game AI. Nothing covered is theory or guesswork. The book brings together the accumulated
wisdom, cutting-edge ideas, and clever tricks and techniques of 54 of today’s top game AI
professionals. Some chapters present techniques that have been developed and passed down
within the community for years while others discuss the most exciting new research and ideas
from today’s most innovative games. The book includes core algorithms that you’ll need to
succeed, such as behavior trees, utility theory, spatial representation, path planning, motion
control, and tactical reasoning. It also describes tricks and techniques that will truly bring your
game to life, including perception systems, social modeling, smart camera systems, player
prediction, and even an AI sound designer. Throughout, the book discusses the optimizations
and performance enhancements that enable your game to run while maintaining 60 frames per
second.
This book includes the volume 2 of the proceedings of the 2012 International Conference on
Mechanical and Electronic Engineering(ICMEE2012), held at June 23-24,2012 in Hefei, China.
The conference provided a rare opportunity to bring together worldwide researchers who are
working in the fields. This volume 2 is focusing on Mechatronic Engineering and Technology,
Electronic Engineering and Electronic Information Technology .
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