
Virtual Technologies:
Concepts, Methodologies, 
Tools, and Applications

Jerzy Kisielnicki
Warsaw University, Poland

Hershey • New York
InformatIon ScIence reference



Acquisitions Editor:  Kristin Klinger
Development Editor:  Kristin Roth
Senior Managing Editor:  Jennifer Neidig
Managing Editor:  Jamie Snavely
Typesetter:   Michael Brehm, Jeff Ash, Carole Coulson, Elizabeth Duke, Sara Reed, Sean Woznicki
Cover Design:  Lisa Tosheff
Printed at:   Yurchak Printing Inc.

Published in the United States of America by 
Information Science Reference (an imprint of IGI Global)
701 E. Chocolate Avenue, Suite 200
Hershey PA 17033
Tel: 717-533-8845
Fax:  717-533-8661
E-mail: cust@igi-global.com
Web site: http://www.igi-global.com/reference

and in the United Kingdom by
Information Science Reference (an imprint of IGI Global)
3 Henrietta Street
Covent Garden
London WC2E 8LU
Tel: 44 20 7240 0856
Fax:  44 20 7379 0609
Web site: http://www.eurospanbookstore.com

Copyright © 2008 by IGI Global.  All rights reserved. No part of this publication may be reproduced, stored or distributed in any form or by 
any means, electronic or mechanical, including photocopying, without written permission from the publisher.

Product or company names used in this set are for identification purposes only. Inclusion of the names of the products or companies does not 
indicate a claim of ownership by IGI Global of the trademark or registered trademark.

Library of Congress Cataloging-in-Publication Data

Virtual technologies : concepts, methodologies, tools and applications / Jerzy Kisielnicki, editor.
       p. cm.
  Summary: “This publication presents incompassing research of the concepts and realities involved in the field of virtual communities and 
technologies”--Provided by publisher.
  Includes bibliographical references and index.
  ISBN 978-1-59904-955-7 (hardcover) -- ISBN 978-1-59904-956-4 (ebook)
 1.  Information technology--Social aspects. 2.  Information technology--Technological innovations. 3.  Technology--Social aspects. 4.  Virtual 
computer systems.  I. Kisielnicki, Jerzy. 
  HM851.V583 2008
  302.23’101--dc22
                                                            2008007839

British Cataloguing in Publication Data
A Cataloguing in Publication record for this book is available from the British Library.

If a library purchased a print copy of this publication, please go to http://www.igi-global.com/agreement for information on activating 
the library's complimentary electronic access to this publication.



 

 

21 more pages are available in the full version of this document, which may be

purchased using the "Add to Cart" button on the publisher's webpage: www.igi-

global.com/chapter/pure-play-bricks-clicks/30977

Related Content

Facilitating Community Processes through Culturally Appropriate Informatics: An Australian

Indigenous Community Information Systems Case Study
Andrew Turkand Kathryn Trees (2000). Community Informatics: Enabling Communities with Information and

Communications Technologies  (pp. 339-358).

www.irma-international.org/chapter/facilitating-community-processes-through-culturally/6717

Seeking Accessible Physiological Metrics to Detect Cybersickness in VR
Takurou Magakiand Michael Vallance (2020). International Journal of Virtual and Augmented Reality (pp. 1-

18).

www.irma-international.org/article/seeking-accessible-physiological-metrics-to-detect-cybersickness-in-vr/262621

Predicting Activity Levels in Virtual Communities
Ori B. Kushnir (2006). Encyclopedia of Virtual Communities and Technologies (pp. 387-389).

www.irma-international.org/chapter/predicting-activity-levels-virtual-communities/18107

Participant Observation in Online Multiplayer Communities
Marko Siitonen (2011). Handbook of Research on Methods and Techniques for Studying Virtual Communities:

Paradigms and Phenomena  (pp. 555-567).

www.irma-international.org/chapter/participant-observation-online-multiplayer-communities/50363

Virtual Worlds in the Context of Competence Development and Learning
Albena Antonova (2013). Immersive Environments, Augmented Realities, and Virtual Worlds: Assessing Future

Trends in Education  (pp. 194-208).

www.irma-international.org/chapter/virtual-worlds-context-competence-development/74054

http://www.igi-global.com/chapter/pure-play-bricks-clicks/30977
http://www.igi-global.com/chapter/pure-play-bricks-clicks/30977
http://www.irma-international.org/chapter/facilitating-community-processes-through-culturally/6717
http://www.irma-international.org/article/seeking-accessible-physiological-metrics-to-detect-cybersickness-in-vr/262621
http://www.irma-international.org/chapter/predicting-activity-levels-virtual-communities/18107
http://www.irma-international.org/chapter/participant-observation-online-multiplayer-communities/50363
http://www.irma-international.org/chapter/virtual-worlds-context-competence-development/74054

