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Learn to create augmented reality apps using Processing open-source
programming language Augmented reality (AR) is used all over, and

you may not even realize it. Smartphones overlay data onto live camera
views to show homes for sale, restaurants, or historical sites. American
football broadcasts use AR to show the invisible first-down line on the
field to TV viewers. Nike and Budweiser, among others, have used AR in
ads. Now, you can learn to create AR prototypes using 3D data,
Processing open-source programming language, and other languages.
This unique book is an easy-to-follow gui



