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immersive Virtual Reality Learning Environments -- Embracing XR
System without Compromising on Security and Privacy -- Semantic
Explorable Representation of 3D Content Behavior -- A Conceptual
Framework for Maturity Evaluation of BIM-based AR/VR Systems based
on ISO Standards -- Design and Development of a Dynamic Fire
Signage System for Building Evacuation: A VR Simulation Study --
Effortlessly populating immersive training simulations with background
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Reality in Industrial contexts: a Bibliometric Review -- Towards the
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Twin platforms -- Artificial Intelligence -- The application of the
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Reality & Artificial Intelligence-based surgical training: a review of
reviews -- Smart Meters and Customer Consumption Behavior: An
Exploratory Analysis Approach -- User Experience in eXtended Reality
-- Are virtual reality serious games safe for children? Design keys to
avoid motion sickness and visual fatigue -- The impact of usability and
learnability on presence factors in a VR human body navigator --
Seamless Virtual Object Transitions: Enhancing User Experience in
Cross-Device Augmented Reality Environments -- Usability evaluation
of Mixed Reality applications in VET training -- Design Strategies to
Enhance Awareness in MR Collaborative Systems -- Comparison of User
Intent for Mixed Reality and Augmented Reality in Hedonistic Shopping
Experiences -- Rapid Mixed Reality Prototyping for Novel Interaction
Devices: Evaluating a Transparent Handheld Display -- Virtual Reality
for Neurofeedback, Biofeedback and Emotion Recognition -- Emotion
tracking in Virtual Reality Fashion Shows -- Measuring the Effectiveness
of Virtual Reality for Stress Reduction: Psychometric Evaluation of the
ERMES Project -- HRV-based detection of Fear of Heights in a VR
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This two-volume set LNCS 14218 and LNCS 14219 constitutes the
refereed proceedings of the International Conference on Extended
Reality, XR Salento 2023, held in Lecce, Italy, during September 6-9,
2023. The 60 full papers presented together with 11 short papers were
carefully reviewed and selected from 97 submissions. They cover a
wide range of many different research topics such as: eXtended reality;
digital twin; artificial intelligence; user experience in eXtended reality;
virtual reality for neurofeedback, biofeedback and emotion recognition;
eXtended reality in education; eXtended reality and metaverse in
cultural heritage; eXtended reality in health and medicine; and
eXtended reality in industrial field.
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A study of the Asrama system, a Hindu construct consisting of four
legitimate ways of leading a religious life. The author traces its early
history and explains how Asrama gradually established connections
with other Hindu religious institutions to emerge as a central tenet of
the Hindu dharma.
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