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Virtual and Augmented Reality (VR/AR) promotes a new 
paradigm for Human Computer Interaction and the design of 
Pervasive Systems. In a way, VR/AR defines a new form of 
sociotechnical systems, offering high impact in the design, 
implementation and provision of services and experiences.

The objective of the special issue is to communicate 
and disseminate recent computer engineering and VR/AR 
research and application development that demonstrate the 
capacity of VR/AR to change radically the user experience 
in the near future.

Human activities, including business, commerce, educa-
tion, health and entertainment, will face tremendous changes 
due to emerging ubiquitous radical VR/AR systems. From 
solutions related to short VR experiences to fully functional 
mobile virtual human networks and HoloLens applications, 
a new era of human experience has begun. In this context 
of VR/AR-enabled human interactions, there are require-
ments for content development, new standards and innova-
tive strategies and models for personalization, unique value 
proposition and innovations in business cases.

Current applications of VR/AR and VR/AR industry 
worldwide present a very interesting picture. Most of the 
dominant hardware providers provide advanced headsets and 
other kinesthetic wearables for VR/AR, and software houses 
provide sophisticated applications in a variety of interac-
tions related to simple or sophisticated human activities. For 
example, marketing functions in most of the famous brands 
consider VR/AR as an effective marketing channel, initially 
converging with but then perhaps moving beyond social 
networks and mobile and ubiquitous technologies, offering 
added value to the customer experience.

Several small-/medium-scale systems already provide a 
range of services to different stakeholders, including mer-
chants, customers, intermediaries and professionals. A key 
challenge for VR/AR to become more mainstream in this 

area is for traditional commerce and e-commerce to be criti-
cally enriched by technology-enabled components offering 
VR/AR experiences. The potential impact of VR/AR on 
retail/commerce is reflected in surveys that indicate that VR/
AR can change radically retail/commerce business models, 
suggesting the capacity of the VR/AR technology to redefine 
how commerce is conducted.

The purpose of the special issue is present state-of-the 
art approaches to, and examples of, of VR/AR systems and 
components for different aspects of human activities and 
retail/commerce.

After a rigorous peer review process, of three rounds, we 
are happy to share with you the final collection of accepted 
papers. As a minimal contribution of this special issue to the 
research community and audiences of Virtual Reality jour-
nal, we would like to highlight some emerging research areas 
for future Virtual Reality and Augmented Reality Research:

• Integration of VR/AR with sophisticated artificial intel-
ligence and machine learning for advanced visual recom-
mender systems for different domains of human activity 
(Lytras et al. 2017).

• Annotation of VR/AR content and integration to smart 
cities applications for enhanced citizens experience.

• Adoption of social networking research to VR/AR-inte-
grated applications and services for the development of 
an evolutionary VR/AR social network for the manage-
ment of the virtual self (Lytras et al. 2015a, b, 2016).

• Progressive VR/AR for retail and commerce: the VR/AR 
superstores for the future.

• Application of advanced visual data processing for senti-
ment analysis in VR/AR applications.

• Evolution of a cloud-based ecosystem of VR/AR applica-
tions for commerce, health, business, tourism and enter-
tainment.

We want to thank the experts, academics and scholars that 
served the demanding, high-quality review process and 
the Editor in Chief. Dr. Dan Ballin for his constructive 
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supervision and support in all the stages of the development 
of our special issue.
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