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Augmented Reality offers the magical effect of blending the physical
world with the virtual world. On the other hand, Unity is now the

leading platform to develop augmented reality experiences since it
provides a great pipeline to work with 3D assets. This book will educate
you about the specifics of augmented reality development in Unity
2018.
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This book presents a collection of the latest studies on and applications
for the sustainable development of urban energy systems. Based on the
20th International Scientific Conference on Energy Management of
Municipal Facilities and Sustainable Energy Technologies, held in
Voronezh and Samara, Russia from 10 to 13 December 2018, it
addresses a range of aspects including energy modelling, materials and
applications in buildings; heating, ventilation and air conditioning
systems; renewable energy technologies (photovoltaic, biomass, and
wind energy); electrical energy storage; energy management; and life
cycle assessment in urban systems and transportation. The book is
intended for a broad readership: from policymakers tasked with
evaluating and promoting key enabling technologies, efficiency policies
and sustainable energy practices, to researchers and engineers involved
in the design and analysis of complex systems. .






