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This book offers a compact primer on advanced numerical flux
functions in computational fluid dynamics (CFD). It comprehensively
introduces readers to methods used at the forefront of compressible
flow simulation research. Further, it provides a comparative evaluation
of the methods discussed, helping readers select the best numerical
flux function for their specific needs. The first two chapters of the book
reviews finite volume methods and numerical functions, before
discussing issues commonly encountered in connection with each. The
third and fourth chapter, respectively, address numerical flux functions
for ideal gases and more complex fluid flow cases— multiphase flows,
supercritical fluids and magnetohydrodynamics. In closing, the book
highlights methods that provide high levels of accuracy. The concise
content provides an overview of recent advances in CFD methods for
shockwaves. Further, it presents the author’s insights into the
advantages and disadvantages of each method, helping readers
implement the numerical methods in their own research.
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Drawing on the art historical framing of Location, Place, and Identity,
this book will examine how the factors of Immersion, Presence, and
Interactivity of XR are shaping our understanding of the world and our
place within it. Location refers to the specific geographical or spatial
context in which a work of art is created or experienced. Place refers to
the saocial, cultural, and historical context of that location. Identity

refers to the ways in which individuals and communities construct and
express their sense of self and belonging within those contexts.
Through case studies and theoretical analysis, Art and Culture in the
Multiverse of Metaverses - Immersion, Presence, and Interactivity in the
Digital Age, will explore how the factors of Immersion, Presence, and
Interactivity of XR can be aligned with these art historical concepts,
providing new opportunities for understanding and engaging with
Location, Place, and Identity. For example, XR can be used to create
immersive experiences of historical locations and cultural sites,
allowing users to explore and engage with them in ways that would
otherwise be impossible. Additionally, XR can be used to create
interactive artworks that engage with issues of identity and belonging,
creating new possibilities for self-expression and exploration. .



