Hugmented reality AR refers o a wide spectrum of technologies that
project computer generated materials, such as text, images, and video, onto
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Pedagogy of the Twenty-fFirst Century: Inmovative Teaching Methods
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Twentieth century generation New generation
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visual, and the time of image processing by the human brain is only 13
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Ihe concept of Uirtual Reality was created by Jaron Zepel Lanier, an
American computer scientist, writer and composer. [he most commonly
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