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Whilee-collaboration technologies
have been around for morethan 30 years,
the advent of the Internet and the World
WideWeb hasrevolutionized theway in
which thesetechnol ogiesareimplemented
and used (Kock, 2005, 2005b), arguably
inaway that many technology trailblazers
see assomewhat disappointing. Initidly,
inthe 1960s and 1970s, these technolo-
giessupported primarily geographically
distributed interactionamong arelatively
small number of individualshousedinre-
search centersand universities. The so-
phistication of e-collaboration technolo-
giessteadily increased inthe 1980s, par-
ticularly intermsof task-specific features
(Bannon, 1993; Grudin, 1994). Thispe-
riod saw the devel opment of new e-col-
|aborationtechnology paradigms(Briggs
etd., 2003; Markus, 2005) such asthose

underlying group decis on support sysems
(e.g., Meetingworks) and e-collaboration
development suites(e.g., LotusNotes).
Sincethelnternet-based infrastruc-
tureto support distributed interactionwas
not fully in placeinthe 1980sor evenin
the early 1990s, powerful and sophisti-
cated e-collaborationtechnologiesinthis
period becamelargely restricted to sup-
porting collaborative work and commu-
nication among collocated or quasi-col-
located groupsof individuals(e.g., indi-
vidualsworking in the same campusand
interacting through an extended local area
network). L ater, especialy sincethemid-
1990s, and inan gpparent technologicaly
backward move, much lesspowerful and
sophisticated Internet- and Web-based e-
collaboration technologiesgppearedinthe
market, primarily becauseof therdatively
low bandwidth available. Thisisthe pe-
riodinwhichweareliving now, wherethe
promiseof ingtant and high-quality movie
watching, conference participation, and
other bandwidth-intensive activitiesover
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thelnternetisstill adream. Arguably, we
are getting closer to that dream, though,
asbandwidth availability increases. How-
ever, soisthenumber of userscompeting
for that bandwidth.

Paralle tothese e-collaboration de-
velopments, anexciting field hasbeenqui-
etly accumulaing discoveries mogt of which
havebeen discussedinamall academicand
industry researchcircles That fiddisvir-
tud redlity. It seemsthat thefidd of virtud
redlity hasthepotentid torevolutionizee-
collaboration, aslong asenough bandwidth
isavailable. Therearemany aspectsof vir-
tual reality technol ogiesthat makethem
exciting. Froman e-collaboration perspec-
tive, oneof thoseaspects(and certainly not
theonly one) isvirtud redity’sability tod-
low anindividua to assumedifferent per-
sonaswhileengagingine-collaborativein-
teractions, andtoevenhaveseverd virtud
personas, whichtheindividua wouldwear
indifferent virtud drcumstances(eg., play-
ing therole of asaesperson, asopposed
tothat of aconsultant).

Unfortunately, thereisnot much out
thereintermsof technica booksfor those
who would like to be introduced to the
field of virtual reality. The most notable
exceptionisVirtual Reality Technology
by GrigoreC. Burdeaand Philippe Coiffet,
whose second edition was published in
2003 by Wiley-Interscience (aChinese
edition was schedul ed to appear in June
2005). Burdeaisaprofessor at Rutgers,
the State University of New Jersey, and
also author of another Wiley book titled
Force and Touch Feedback for Virtual
Reality. CoiffetisDirector of Research at
the French National Scientific Research

Center (CNRS) and a member of the
National Academy of Technologies of
France.

Virtual Reality Technology is a
broad-coverage book that also gracesthe
reader with somein-depth coverage of
specificvirtud-redlity-related topics. The
book isnicely organized into nine chap-
ters. It beginswith anintroduction tovir-
tudl redlity (Chapter 1), whichincludesan
historical review of theevolution of virtua
reality technologies. It then movesonto
thediscussion of input devicestypically
usedinvirtud redity environments(Chap-
ter 2), output devices (Chapter 3), and
computing architecturesthat enable com-
puting-intensvevirtud redity gpplications
(Chapter 4). Chapters’5 and 6 introduce
thereader to key virtua reality modeling
and programmingissuesand arefollowed
by a chapter devoted to the analysis of
human factors (Chapter 7). In Chapter 8,
thebook discussessevera traditiond vir-
tual reality applicationsinthe medical,
education, arts, entertainment, and mili-
tary domains. The book concludes in
Chapter 9 with adiscussion of emerging
applicationsof virtua redity technologies
inmanufacturing, robotics, and informa:
tionvisudization.

Thebook hasmany positive aspects,
including adetailed table of contentsand
an extengveindex, which makejumping
back and forth whilereading aspainless
aspossible. Thisisvery helpful, since
many reedersmay find themselveshaving
toreread earlier sections of the book, as
the book progressesin itsdiscussion of
increasingly complex virtua redlity tech-
nology topics.
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The book isvery direct and to the
point, with many sectionsaddressing key
topics being no more than one or two
pageslong. Itisalso easy toread, witha
few mathematical equations here and
there. Themathematicsdiscussed inthe
book isunlikely to turn off many readers,
particularly thosethat are somewhat math-
averse, sinceit ispresented to supplement
thetext and isoften accompanied by ex-
planatory notes. Findly, thebook isfull of
great illustrations, diagrams, and photo-
graphs; aswell asmovieson theaccom-
panying CD.

Unlikemany other booksthat try to
introducereadersto state-of -the-art tech-
nology topics, Virtual Reality Technol-
ogy does not have many glaring weak-
nesses. For example, many state-of -the-
art technology booksfail to discusstech-
nological impactson peopleand society.
Thisbook presentssuch adiscussionin
Chapter 7, which covers several human
factor issues, including user performance,
health and safety, and societal issues.
Moreover, thebook’ smany review ques-
tionsand references presented at theend
of each chapter makeit quite appropriate
for adoption in graduate and undergradu-
atetechnology-related programsintheUS
and other countries. For thisand for many
other reasons, the book islikely to be-
comeaclasscinthefiddof virtud redlity.
Thebook’sadoption asatextbook isfa-
cilitated by theinclusion onitsaccompa
nying CD of alaboratory manual cover-
ing VRML and Java 3D programming
techniques.

Nevertheless, there are acouple of
aspectsinwhich the book could beim-

proved, and that can be easily addressed
infutureeditions. The book could benefit
from aglossary, especially sinceit dis-
cussesanumber of complex conceptsthat
have specific namesand acronymsand
which many readers(especidly thosewho
arenew tovirtud redity) may notfindvery
essy tomemorizeasthey progressthrough
the book. Also, the authors sometimes
present important conceptsinanoversm-
plified fashion, gpparently inan attempt to
be asdirect and to the point as possible
when discussing key topics. For example,
theauthorsstate that robots* aremechani-
ca armsthat perform physica actionson
their environment” (p. 362). Thetermro-
bot arguably refersto alarger variety of
devicesthanjust mechanica arms, which
probably can be classified asaparticular
typeof robot. Thesetypesof smplifica-
tions can be found throughout the book.
Whilethey do not detract too much from
the many positive aspects of the book,
looking morelikedistractionsthan factu-
aly incorrect assertions, somereadersmay
find themabit annoying.

Allindl, Burdeaand Coiffet’ sbook
isrequired reading for thoseinterested in
virtual reality issues. Itsconceptual cov-
erageand historical reviewsof virtud re-
dity-relatedtopicsarelikely tomakeit as
conceptually current 10 yearsfrom now
asitistoday. Let ushopethat the authors
keep writing and publishing new editions
of the book every few years so that the
same can be said about the state-of-the
art virtua reality technology topicscov-
ered inthebook. They did set up acom-
panion web Ste (www.vrtechnology.org),
where new developments and book
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supplementsare posted. Virtual Reality
Technology isamust-havefor ingtitutiona
librariesthat servetechnol ogy readers, and
avery desirable additionto the persona
librariesof technol ogy-oriented research-
ersand professionals.
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