[image: image1.jpg]UTM

UNIVERSITI TEKNOLOGI MALAYSIA





UNIVERSITI TEKNOLOGI MALAYSIA

FINAL EXAMINATION SEMESTER III
2012/2013 SESSION

COURSE CODE
:
UHB 1412 / ULAB 1112
COURSE



:    ENGLISH FOR ACADEMIC 


COMMUNICATION 

NAME
:
___________________________________

MATRIC NUMBER
:
___________________________________

COURSE/SECTION NUMBER
:
___________________________________

NAME OF LECTURER
:
___________________________________

DURATION
:
2 HOURS  

DATE
:
AUGUST 2013
MARKS
:
30



INSTRUCTIONS TO CANDIDATES:

Answer ALL questions in the space provided in this question booklet.


THIS EXAMINATION PAPER CONSISTS OF 8 PRINTED PAGES

(INCLUDING THIS PAGE).

READING COMPREHENSION (30 marks)

Read the text and answer all questions that follow.

I
You may have heard about augmented reality before. If you have not, you will be hearing a lot about it from now on, with the smart phone and tablet revolution now in full-swing.  Augmented reality (AR) is a live, direct or indirect view of a physical, real-world environment whose elements are augmented by computer-generated sensory input such as sound, video, graphics or GPS data. It is related to a more general concept called mediated reality, in which a view of reality is modified by a computer. As a result, the technology functions by enhancing one’s current perception of reality. In contrast, virtual reality replaces the real world with a simulated one. Augmentation is conventionally in real-time and in meaningful context with environmental elements such as sports scores on TV during a match. With the help of advanced AR technology, for instance by adding computer vision and object recognition, the information about the surrounding real world of the user becomes interactive and digitally manipulatable. 

II
Like most technologies that eventually reach a mass market, AR has been gestating in university labs as well as small companies focused on gaming and marketing applications for nearly half a century. Emerging products like Google Glass and Oculus Rift's 3D virtual reality headset for immersive gaming are drawing attention to what can now be termed the ‘wearable revolution’.  The wearable revolution can be traced back to Ivan Sutherland, a ground-breaking computer scientist at the University of Utah who in 1965 first described a head-mounted display with half-silvered mirrors that let the wearer see a virtual world superimposed on the real world. In 1968 he was able to demonstrate the concept, which was dubbed ‘The Sword of Damocles.’  His work was followed up and advanced decades later by other researchers including University of Toronto's Steve Mann and Columbia University's Steven Feiner. In the second decade of the 21st century, technology is finally catching up with its concepts.  Necessary items like cameras, computers, sensors and connectivity are coming down in price and size and increasing in speed, accuracy and resolution to the point that wearable computers will be viewed as a cool accessory, mediating our interactions with the analog and digital worlds.

III
The advent of touch screen mobile phones with GPS and cameras such as iPhone and Android is giving rise to an array of AR apps from tech companies like Sekai Camera, Layar, and more. Generally, these apps show the world around you as seen through your phone’s camera, but in addition to functioning as a viewfinder, your screen also functions as a regular computer screen. With help from the GPS and on-board compass, it can place information or graphics on top of buildings or objects seen through the viewfinder. There are literally hundreds of examples of very cool augmented reality apps, tools and innovations out there. It would be easy to link through to the cream of the crop and simply say “wow, aren’t these awesome?”, but this ‘wow’ factor can only last so long before one has to take a step back and consider what their actual functions are. Doing cool things with technology certainly gets attention, but creating something genuinely useful from AR is another issue altogether.
IV
To get a real sense of where we are with augmented reality, it is perhaps worth having a look at some of the market leading AR companies.  Total Immersion has been augmenting reality since 1999, and has produced many notable AR applications.  In 2011, Total Immersion released TryLive, a potentially game-changing AR application aimed at online clothing and accessory retailers. While people have been shopping for clothes online for years, there really is no substitute for trying before buying.  Any device equipped with a camera can tap into the various TryLive applications which essentially bridge the gap between viewing and trying on the product by acting as a virtual showroom. 
V
There have been really interesting advances in the medical application of AR. Medical students use the technology to practice surgery in a controlled environment. Visualizations aid in explaining complex medical conditions to patients. Augmented reality can reduce the risk of an operation by giving the surgeon improved sensory perception. This technology can be combined with MRI or X-ray systems to bring everything into a single view for the surgeon. Neurosurgery is at the forefront when it comes to surgical applications of augmented reality. The ability to image the brain in 3D on top of the patient's actual anatomy is very powerful for the surgeon. Since the brain is somewhat fixed compared to other parts of the body, the registration of exact coordinates can be achieved. However, concern still exists surrounding the movement of tissue during surgery, which can affect the exact positioning required for augmented reality to work.

VI
Although AR is not new, its application in education is just beginning to be explored. AR is particularly relevant for education because it aligns well with constructivist concepts and situated learning. The learner is engaged in a dynamic process that provides visual and interactive forms of authentic learning.  AR allows us to put objects in the hands of our students that would previously have been impossible. Imagine a student who is learning about the solar system for the first time. In a traditional setting, the student might have had a few pictures in a textbook and may have created a project based on images and information from those static sources. AR allows students to harness the power of creating their very own solar system right there on their desks. The use of augmented reality has proven to increase engagement and keeps students on task for longer periods of time.
VII
Notwithstanding its touted capabilities, AR still has some challenges to overcome. For example, GPS is only accurate to within nine meters and does not work as well indoors, although improved image recognition technology may be able to help.  Furthermore, people may not want to rely on their cell phones, which have small screens on which to superimpose information. For that reason, wearable devices such as augmented-reality capable contact lenses and glasses will provide users with more convenient and expansive views of the world around them. Moreover, users may be bombarded with too much information.  An overreliance on AR could mean that people are missing out on what is right in front of them. Some people may prefer to use their AR iPhone applications rather than an experienced tour guide, even though a tour guide may be able to offer a level of interaction, experience and a personal touch unavailable in a computer program.  Finally, there are also privacy concerns. Image-recognition software coupled with AR will, quite soon, allow us to point our phones at people, even strangers, and instantly see information from their Facebook, Twitter, Amazon, LinkedIn or other online profiles. Even though most of these services display information that people have willingly put online about themselves, it may be an unwelcome shock then to meet someone, only to have him instantly know so much about your life and background.
VIII
Augmented reality at present still largely feels as though it is finding its feet, finding a niche and, ultimately, finding a purpose. But there are clear signs of the direction in which it is heading.  The next five years should see some significant advances in AR technology, and you can expect to see it become far more integrated in our everyday lives. And that is the real challenge – seamlessly merging the digital and physical worlds. Only then will we stop hearing cries of “wow, that’s cool…,” followed by “what do I do with this, exactly?”.
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1. State the main idea of each of the following paragraphs.
	(a)
	Paragraph  I
	:
	

	(b)
	Paragraph  II
	:
	Augmented reality technology has been continuously 

developed for over 50 years.

	(c)
	Paragraph  III
	:
	

	(d)
	Paragraph  IV
	:
	

	(e)
	Paragraph  V
	:
	Augmented reality technology has helped practitioners in the medical field to do their jobs better.

	(f)
	Paragraph  VI
	:
	

	(g)
	Paragraph  VII
	:
	

	
	Paragraph  VIII
	:
	Directions for the future of AR


(7 x 1 m = 7 marks)
2. Find ONE word in the text which is a synonym of the following words.  The number in parentheses refers to the paragraph where the answer can be found. Write your answer in the space provided.  

(a)
replicated (paragraph I) _____________________________________________
(b)
incubating (paragraph II) ____________________________________________
(c)
truly (paragraph III) ________________________________________________
(d)
outstanding (paragraph IV) __________________________________________
(e)
frontline (paragraph V) _____________________________________________
(f)
involved (paragraph VI) ____________________________________________
(g)    publicised (paragraph VII) ___________________________________________
 (7 x 1 m = 7 marks)
3.

What is the difference between augmented reality and virtual reality?  
____________________________________________________________________
____________________________________________________________________
____________________________________________________________________
____________________________________________________________________
(2 marks)
4. What is meant by ‘wearable revolution’? (Paragraph II, line 5)
____________________________________________________________________


____________________________________________________________________

____________________________________________________________________
____________________________________________________________________

____________________________________________________________________
 (2 marks)
5. Based on your understanding of the text, give two examples of how augmented reality could be useful in your daily life.
(a)
________________________________________________________________

________________________________________________________________
________________________________________________________________________________________________________________________________

(b) ________________________________________________________________

________________________________________________________________
________________________________________________________________

________________________________________________________________
(2 x 2 m = 4 marks)
6.
By making use of augmented reality, students can more easily learn complex or abstract concepts.  Based on information in the text and your background knowledge, give one detailed example of how this can be achieved.
____________________________________________________________________
____________________________________________________________________
____________________________________________________________________ ____________________________________________________________________ ____________________________________________________________________
(2 marks)
7.        Even though augmented reality has a lot of potential, there are still some setbacks which need to be overcome. What are these setbacks and how can they delay the development of augmented reality?
(a)
________________________________________________________________

________________________________________________________________
________________________________________________________________________________________________________________________________

(b) ________________________________________________________________

________________________________________________________________
________________________________________________________________

________________________________________________________________
(c)
________________________________________________________________

________________________________________________________________
________________________________________________________________________________________________________________________________

(3 x 2 m = 6 marks)
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