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Abstract: Extended Reality (XR)Virtual, augmented and mixed reality are all elements of XR technology. 

Extended reality reaches out across VR, AR and MR, as well as all future vivid advancements that empower 

an augmentation of reality while mixing virtual designs with genuine components. Such advances 

incorporate, for instance, Man-made reasoning (computer-based intelligence), Web of Things (IoT), 5G 

organization, and others. XR covers the full range of genuine and virtual conditions.To summarize 

everything, by utilizing expanded reality (XR), individuals can visit virtual conditions and take part in 

encounters in a vivid and intelligent way that can practically match what they can access in reality. This is 

the primary thought behind the metaverse and why stretched out the truth is significant to make everything 

work. 

 

Keywords: Interaction, Digital Twin world, Immersive, Mirror, Simulation, Mixed Reality, Augmented 

Reality, Virtual Reality. 

 

REFERENCES 

[1] Milgram, P., &Kishino, F. (1994). A taxonomy of mixed reality visual displays. IEICE Transactions on 

Information Systems, 77(12), 1321-1329. 

[2] Azuma, R. T. (1997). A survey of augmented reality. Presence: Teleoperators and Virtual Environments, 6(4), 

355-385. 

[3] Feiner, S., MacIntyre, B., &Seligmann, D. (2002). Knowledge-based augmented reality. Communications of the 

ACM, 45(7), 36-38. 

[4] Thomas, B. H., Close, B., Donoghue, J., Squires, J., & Haddon, C. (2005). ARQuake: an outdoor/indoor 

augmented reality first-person application. IEEE Computer Graphics and Applications, 25(1), 56-64. 

[5] Azuma, R. T., Baillot, Y., Behringer, R., Feiner, S., Julier, S.,&MacIntyre, B. (2001). Recent advances in 

augmented reality. IEEE Computer Graphics and Applications, 21(6), 34-47. 

[6] Billinghurst, M., Clark, A., & Lee, G. (2015). A survey of augmented reality. Foundations and Trends in Human–

Computer Interaction, 8(2-3), 73-272. 

[7] Milgram, P., &Kishino, F. (1994). A taxonomy of mixed reality visual displays. IEICE Transactions on 

Information Systems, 77(12), 1321-1329. 

[8] Azuma, R. T. (1997). A survey of augmented reality. Presence: Teleoperators and Virtual Environments, 6(4), 

355-385. 

[9] Feiner, S., MacIntyre, B., &Seligmann, D. (2002). Knowledge-based augmented reality. Communications of the 

ACM, 45(7), 36-38. 

[10] Thomas, B. H., Close, B., Donoghue, J., Squires, J., & Haddon, C. (2005). ARQuake: an outdoor/indoor 

augmented reality first-person application. IEEE Computer Graphics and Applications, 25(1), 56-64. 

 


