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This two-volume set LNCS 13317 and 13318 constitutes the
thoroughly refereed proceedings of the 14th International Conference
on Virtual, Augmented and Mixed Reality, VAMR 2022, held virtually as
part of the 24rd HCI International Conference, HCII 2022, in June/July
2022.The total of 1276 papers and 241 posters included in the 39 HCII
2021 proceedings volumes was carefully reviewed and selected from
5222 submissions. The 56 papers included in this 2-volume set were
organized in topical sections as follows: Developing VAMR
Environments; Evaluating VAMR environments; Gesture-based, haptic
and multimodal interaction in VAMR; Social, emotional, psychological
and persuasive aspects in VAMR; VAMR in learning, education and
culture; VAMR in aviation; Industrial applications of VAMR. The first
volume focuses on topics related to developing and evaluating VAMR
environments, gesture-based, haptic and multimodal interaction in
VAMR, as well as social, emotional, psychological and persuasive
aspects in VAMR, while the second focusses on topics related to VAMR
in learning, education and culture, VAMR in aviation, and industrial
applications of VAMR.


