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6. Reflection and conclusion 
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Glossary of Technical Terms 
 

-Sarea 

-AR/Augmented Reality  

-XR/Extended Reality 

-VR/Virtual Reality 

-inevitably 

-civilians  

-assimilate  

-sliders 

-dropdowns 

-UI 

-location-based entertainment 

-volumetric UI 

-civic duty 

-forensic  

-Passive searching  

-translucent  

-transparent 

-instantiating  

-anchor points 
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