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ABSTRACT 

The white paper collection on Artur Lugmayr’s website – 

www.artur-lugmayr.com – covers a wide range of topics. 

There are also additional digital resources available to the 

public on the website. 

The collection and the online resources are freely available 

under the Creative Commons license, and are the author’s 

contribution to the public for non-commercial use. For some 

items, copyright is reserved, however, this is individually 

marked on documents, where applicable. 

This publication briefly describes the content of the online 

archive, and can be utilised to reference and cite individual 

white papers and/or other online digital resources that are 
part of the collection. 
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INTRODUCTION 
The online white paper collection contains information for a 

wide variety of domains, and has been made freely available 

to the public. The information includes: 

 A wide variety of guides for the Unity game 

engine software 

 Tools and software resources to help productivity 

 Software tools that support scientific research 

 Guidelines and manuals for different domains and 

application areas 

 Additional resources for contributed publications, 

published as part of conference proceedings 

 Software tutorials for other software products that 

may be relevant for business or scientific works 

 An online wiki containing additional readings and 

materials. 

If you use any of the software, works, or contributions in 

your own work, you are asked to reference this publication, 

instead of the individual contribution. 

The white paper collection, as well as the online digital 

resources, make use of the Creative Commons licensing 

scheme, where you are required to attribute the creator. 

Please reference this resource as indicated in the following 

section. 

REFERENCING THE COLLECTION 

If you make use of one of the white papers or any other online 

digital resources, please use the referencing or citation 

information as illustrated in Table 1 and Table 2, and in [1]. 

Artur Lugmayr. Artur Lugmayr’s White 

Paper Collection and Online Digital 

Resources. Proceedings of the 8th 

Workshop on Semantic Ambient Media 

(SAME 2016): Smart Cities for Better 

Living with HCI and UX, San Jose, CA, 

USA, 2016 

Table 1: Citation and referencing information 

@inproceedings {LugmayrWhitePapers, 

author={Artur Lugmayr}, 

year={2016}, 

title={Artur Lugmayr’s White Paper 

Collection and Online Digital 

Resources}, 

booktitle={Proc. of the 8th Workshop on 

Semantic Ambient Media (SAME 2016): 

Smart Cities for Better Living with 

HCI and UX}, 

language={English}, 

publisher={International Ambient Media 

Association (iAMEA)}, 

url={www.ambientmediaassociation.org/J

ournal} 

} 

Table 2: Citation and referencing information in BibTex 

Please omit references to individual works or digital 
contributions; instead, use only the reference above. As the 

content is attributed with the Creative Commons licenses you 

will need to attribute this information to its creator. 

For some of these resources, it took a lot of effort to compile 

them into coherent information. Thus, the author appreciates 

receiving due credit in the form of ‘scientific merit’. Since 

the project and its content were multi-disciplinary by design, 
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it required large input from experts and specialists in certain 

subject fields. A stakeholder mapping exercise was used to 

address the cross-cutting approach.   

Other Relevant Works of Interest 

If you should be interested in other works, for example. 

scientific contributions, please refer to the following research 

outcomes: 

 Ubiquitous Media (or Ambient Media/Pervasive 

Media) [2], [3], [4], [5], [6], [7] 

 Interactive Media and Emerging Media 

Technology [8], [9], [10], [11], [12], [13] 

 Personalization, Emotional Computation, and 

Affective Media [14], [15] 

 Business Models, Information Systems, and 

Innovations in the Media Industry [16], [17], [18], 

[19], [20], [21], [22],  

 New Methods in Teaching and Learning, Design 

Thinking, and University Management [23], [24] 

 Media Technology in Financial Services [25], 

[26], [27] 

 Media Studies, Storytelling, and Media Theory 

[28]–[30], [31]. 
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