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Context—aware U-VR Simulator for Linking Real and Virtual Environments
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Abstract ~ In this paper we propose the U-VR Simulator which seamlessly
connects entities in real and virtual environments by exploiting context, based on
the concept of ubiquitous virtual reality, Using the U-VR Simulator, a smart home
environment can be simulated and new virtual entities such as sensors, actuators,
and services can be added to existing real entities, The proposed approach is fast
and cost—effective because the simulator effectively utilizes both existing and
simulated devices, In addition, our approach allows application developers to
rapidly develop U-VR applications and extend them to relevant domains, As a
future work, we will expand our simulator to intelligently augment virtual entities
into real environments,
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