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Human Factors In Augmented Reality Environments:
  Human Factors in Augmented Reality Environments Weidong Huang,Leila Alem,Mark A Livingston,2012-09-19
Advances in hardware and networking have made possible a wide use of augmented reality AR technologies However simply
putting those hardware and technologies together does not make a good system for end users to use New design principles
and evaluation methods specific to this emerging area are urgently needed to keep up with the advance in technologies
Human Factors in Augmented Reality Environments is the first book on human factors in AR addressing issues related to
design development evaluation and application of AR systems Topics include surveys case studies evaluation methods and
metrics HCI theories and design principles human factors and lessons learned and experience obtained from developing
deploying or evaluating AR systems The contributors for this cutting edge volume are well established researchers from
diverse disciplines including psychologists artists engineers and scientists Human Factors in Augmented Reality
Environments is designed for a professional audience composed of practitioners and researchers working in the field of AR
and human computer interaction Advanced level students in computer science and engineering will also find this book useful
as a secondary text or reference   Human Factors in Augmented Reality Environments Weidong Huang,Leila
Alem,Mark A Livingston,2012-09-19 Advances in hardware and networking have made possible a wide use of augmented
reality AR technologies However simply putting those hardware and technologies together does not make a good system for
end users to use New design principles and evaluation methods specific to this emerging area are urgently needed to keep
up with the advance in technologies Human Factors in Augmented Reality Environments is the first book on human factors in
AR addressing issues related to design development evaluation and application of AR systems Topics include surveys case
studies evaluation methods and metrics HCI theories and design principles human factors and lessons learned and
experience obtained from developing deploying or evaluating AR systems The contributors for this cutting edge volume are
well established researchers from diverse disciplines including psychologists artists engineers and scientists Human Factors
in Augmented Reality Environments is designed for a professional audience composed of practitioners and researchers
working in the field of AR and human computer interaction Advanced level students in computer science and engineering will
also find this book useful as a secondary text or reference   Springer Handbook of Augmented Reality Andrew Yeh Ching
Nee,Soh Khim Ong,2023-01-01 The Springer Handbook of Augmented Reality presents a comprehensive and authoritative
guide to augmented reality AR technology its numerous applications and its intersection with emerging technologies This
book traces the history of AR from its early development discussing the fundamentals of AR and its associated science The
handbook begins by presenting the development of AR over the last few years mentioning the key pioneers and important
milestones It then moves to the fundamentals and principles of AR such as photogrammetry optics motion and objects
tracking and marker based and marker less registration The book discusses both software toolkits and techniques and



hardware related to AR before presenting the applications of AR This includes both end user applications like education and
cultural heritage and professional applications within engineering fields medicine and architecture amongst others The book
concludes with the convergence of AR with other emerging technologies such as Industrial Internet of Things and Digital
Twins The handbook presents a comprehensive reference on AR technology from an academic industrial and commercial
perspective making it an invaluable resource for audiences from a variety of backgrounds   Advances in Human Factors
and Simulation Daniel N. Cassenti,2019-06-01 This book focuses on modeling and simulation research that advances the
current state of the art regarding human factors in this area It reports on cutting edge simulators such as virtual and
augmented reality on multisensory environments and on modeling and simulation methods used in various applications
including surgery military operations occupational safety sports training education transportation and robotics Based on the
AHFE 2019 International Conference on Human Factors in Simulation and Modeling held on July 24 28 2019 in Washington
D C USA the book serves as a timely reference guide for researchers and practitioners developing new modeling and
simulation tools for analyzing or improving human performance It also offers a unique resource for modelers seeking insights
into human factors research and more feasible and reliable computational tools to foster advances in this exciting research
field   Augmented Reality José María Ariso,2017-04-10 There is at present no publication specifically dedicated to
analyzing the philosophical implications of augmented reality especially regarding knowledge formation which constitutes a
fundamental trait of knowledge society That is why this volume includes an analysis of the applications and implications of
augmented reality While applications cover diverse fields like psychopathology and education implications concern issues as
diverse as negative knowledge group cognition the internet of things and ontological issues among others In this way it is
intended not only to generate answers but also to draw attention to new problems that arise with the diffusion of augmented
reality In order to contemplate these problems from diverse perspectives the auhors are from a variety of fields philosophy
computer sciencess education psychology and many more Accordingly the volume offers varied and interesting contributions
which are of interest to professionals from multiple disciplines   Augmented Reality Games II Vladimir
Geroimenko,2019-05-23 This is the second of two comprehensive volumes that provide a thorough and multi faceted research
into the emerging field of augmented reality games and consider a wide range of its major issues These first ever research
monographs on augmented reality games have been written by a team of 70 leading researchers practitioners and artists
from 20 countries Volume II explores the most important and challenging issues that have been raised by the use of the
Augmented Reality approach and technology in the gamification of education healthcare medicine and art The volume deals
with a systematic analysis of educational augmented reality games their use for health promotion in old age and for
improving people s well being the gamification of augmented reality art and immersive reading experiences among other
topics Augmented Reality Games II is essential reading not only for researchers practitioners game developers and artists



but also forstudents graduates and undergraduates and all those interested in the rapidly developing area of augmented
reality games   Virtual, Augmented and Mixed Reality Jessie Y. C. Chen,Gino Fragomeni,2024-05-31 This three volume
set LNCS 14706 14708 constitutes the refereed proceedings of the 16th International Conference on Virtual Augmented and
Mixed Reality VAMR 2024 held as part of the 26th International Conference HCI International 2024 in Washington DC USA
during June 29 July 4 2024 The total of 1271 papers and 309 posters included in the HCII 2024 proceedings was carefully
reviewed and selected from 5108 submissions The VAMR 2024 proceedings were organized in the following topical sections
Part I Perception Interaction and Design User Experience and Evaluation Part II Immersive Collaboration and Environment
Design Sensory Tangible and Embodied Interaction in VAMR Part III Immersive Education and Learning VAMR Applications
and Development   Virtual, Augmented and Mixed Reality. Design and Interaction Jessie Y. C. Chen,Gino
Fragomeni,2020-07-10 The 2 volume set of LNCS 12190 and 12191 constitutes the refereed proceedings of the 12th
International Conference on Virtual Augmented and Mixed Reality VAMR 2020 which was due to be held in July 2020 as part
of HCI International 2020 in Copenhagen Denmark The conference was held virtually due to the COVID 19 pandemic A total
of 1439 papers and 238 posters have been accepted for publication in the HCII 2020 proceedings from a total of 6326
submissions The 71 papers included in these HCI 2020 proceedings were organized in topical sections as follows Part I
design and user experience in VAMR gestures and haptic interaction in VAMR cognitive psychological and health aspects in
VAMR robots in VAMR Part II VAMR for training guidance and assistance in industry and business learning narrative
storytelling and cultural applications of VAMR VAMR for health well being and medicine   Handbook of Virtual
Environments Kelly S. Hale,Kay M. Stanney,2002-01-01 This Handbook with contributions from leading experts in the field
provides a comprehensive state of the art account of virtual environments VE It serves as an invaluable source of reference
for practitioners researchers and students in this rapidly evolving discipline It also provides practitioners with a reference
source to guide   Handbook of Research on Technological Developments for Cultural Heritage and eTourism Applications
Rodrigues, João M. F.,Ramos, Célia M.Q.,Cardoso, Pedro J. S.,Henriques, Cláudia,2017-11-30 Tourism is one of the most
rapidly evolving industries of the 21st century The integration of technological advancements plays a crucial role in the
ability for many countries all over the world to attract visitors and maintain a distinct edge in a highly competitive market
The Handbook of Research on Technological Developments for Cultural Heritage and eTourism Applications is a pivotal
reference source for the latest research findings on the utilization of information and communication technologies in tourism
Featuring extensive coverage on relevant areas such as smart tourism user interfaces and social media this publication is an
ideal resource for policy makers academicians researchers advanced level students and technology developers seeking
current research on new trends in ICT systems and application and tourism   Emerging Technologies of Augmented
Reality: Interfaces and Design Haller, Michael,Billinghurst, Mark,Thomas, Bruce,2006-11-30 This book provides a good



grounding of the main concepts and terminology for Augmented Reality AR with an emphasis on practical AR techniques
from tracking algorithms to design principles for AR interfaces The targeted audience is computer literate readers who wish
to gain an initial understanding of this exciting and emerging technology Provided by publisher   Advances in Human
Factors in Simulation and Modeling Daniel N. Cassenti,2017-06-13 This book focuses on computational modeling and
simulation research that advances the current state of the art regarding human factors in simulation and applied digital
human modeling It reports on cutting edge simulators such as virtual and augmented reality on multisensory environments
and on modeling and simulation methods used in various applications such as surgery military operations occupational safety
sports training education transportation and robotics Based on the AHFE 2017 International Conference on Human Factors
in Simulation and Modeling held on July 17 21 2017 in Los Angeles California USA the book is intended as a timely reference
guide for researchers and practitioners developing new modeling and simulation tools for analyzing or improving human
performance It also offers a unique resource for modelers seeking insights into human factors research and more feasible
and reliable computational tools to foster advances in this exciting research field   Universal Design in Video Games
Adam Palmquist,Izabella Jedel,Ole Goethe,2024-04-22 As participation in game related activities increases around the world
and across a larger part of the population it is obvious that games are not just an entertainment medium for children or
young people Games can be used to accomplish different purposes for different groups of people in society Developing a
universal designed game involves more than adding a cast of diverse characters Games with universal design at their core
are experiences that are designed from the ground up to be accessible to everyone through mechanics options and user
experience This book explains the meaning and need for universal design in video games and sheds light on important
disciplines Researchers define a universal designed game as a video game that actively welcomes all players When players
connect authentically with a video game they re much more likely to engage with the content Conversely when players can t
physically play a game or don t see characters that look like them they feel isolated and miss out on beneficial opportunities
to learn and collaborate Universal design maximizes the impact of playing games for instance by ensuring that they re
accessible empowering and representative for every participant   Handbook of Augmented Reality Borko Furht,2011-08-31
Augmented Reality AR refers to the merging of a live view of the physical real world with context sensitive computer
generated images to create a mixed reality Through this augmented vision a user can digitally interact with and adjust
information about their surrounding environment on the fly Handbook of Augmented Reality provides an extensive overview
of the current and future trends in Augmented Reality and chronicles the dramatic growth in this field The book includes
contributions from world expert s in the field of AR from academia research laboratories and private industry Case studies
and examples throughout the handbook help introduce the basic concepts of AR as well as outline the Computer Vision and
Multimedia techniques most commonly used today The book is intended for a wide variety of readers including academicians



designers developers educators engineers practitioners researchers and graduate students This book can also be beneficial
for business managers entrepreneurs and investors   Workload Measures Valerie Jane Gawron,2019-01-04 This book was
developed to help researchers and practitioners select measures to be used in the evaluation of human machine systems The
book includes definitions of human workload and a review of measures Each measure is described along with its strengths
and limitations data requirements threshold values and sources of further information To make this reference easier to use
extensive author and subject indices are provided Features Offers readily accessible information on workload measures
Presents general description of the measure Covers data collection reduction and analysis requirements Details the strengths
and limitations or restrictions of each measure including proprietary rights or restrictions Provides validity and reliability
data as available   Mixed and Augmented Reality in Medicine Terry M. Peters,Cristian A. Linte,Ziv Yaniv,Jacqueline
Williams,2018-10-26 Augmented reality AR is transforming how we work learn play and connect with the world and is now
being introduced to the field of medicine where it is revolutionising healthcare as pioneering virtual elements are being
added to real images to provide a more compelling and intuitive view during procedures This book which had its beginnings
at the AE CAI Augmented Environments for Computer Assisted Interventions MICCAI Workshop in Munich in 2015 is the
first to review the area of mixed and augmented reality in medicine Covering a range of examples of the use of AR in
medicine it explores its relevance to minimally invasive interventions how it can improve the accuracy of a procedure and
reduce procedure time and how it may be employed to reduce radiation risks It also discusses how AR can be an effective
tool in the education of physicians medical students nurses and other health professionals Features An ideal practical guide
for medical professionals and students looking to understand the implementation applications and future of AR Contains the
latest developments and technologies in this innovative field Edited by highly respected pioneers in the field who have been
immersed in AR as well as virtual reality and image guided surgery since their inception with chapter contributions from
subject area specialists working with AR   12th Eurographics Symposium on Virtual Environments, Lisbon, Portugal, May
8th-10th, 2006 Roger Hubbold,Ming C. Lin,2006-08-15 This book contains the papers presented at the 12th Eurographics
Symposium on Virtual Environments organized by the Eurographics Association in co operation with ACM SIGGRAPH which
took place from May 8 10 2006 in Lisbon Portugal These proceedings contain the fifteen full papers presented at the
Eurographics Symposium on Virtual Environments selected from nearly forty submissions Each paper was reviewed by four
members of the program committee and external reviewers The selected papers cover a variety of topics ranging from
augmented and mixed reality novel 3D interface design proximity detection and interaction tracking technology to view
management and data annotation   Practical Augmented Reality Steve Aukstakalnis,2016-09-08 The most comprehensive
and up to date guide to the technologies applications and human factors considerations of Augmented Reality AR and Virtual
Reality VR systems and wearable computing devices Practical Augmented Reality is ideal for practitioners and students



concerned with any application from gaming to medicine It brings together comprehensive coverage of both theory and
practice emphasizing leading edge displays sensors and DIY tools that are already available commercially or will be soon
Beginning with a Foreword by NASA research scientist Victor Luo this guide begins by explaining the mechanics of human
sight hearing and touch showing how these perceptual mechanisms and their performance ranges directly dictate the design
and use of wearable displays 3 D audio systems and tactile force feedback devices Steve Aukstakalnis presents revealing case
studies of real world applications from gaming entertainment science engineering aeronautics and aerospace defense
medicine telerobotics architecture law enforcement and geophysics Readers will find clear easy to understand explanations
photos and illustrations of devices including the Atheer AiR HTC Vive DAQRI Smart Helmet Oculus Facebook CV1 Sony
PlayStation VR Vuzix M300 Google Glass and many more Functional diagrams and photographs clearly explain how these
devices operate and link directly to relevant theoretical and practical content Practical Augmented Reality thoroughly
considers the human factors of these systems including sensory and motor physiology constraints monocular and binocular
depth cues elements contributing to visually induced motion sickness and nausea and vergence accommodation conflicts It
concludes by assessing both the legal and societal implications of new and emerging AR VR and wearable technologies as
well as provides a look next generation systems   Telepresence: Actual and Virtual Thomas B. Sheridan,2022-11-15
Telepresence Actual and Virtual explores the history of telepresence from the 1948 developments of master slave
manipulation through to current telepresence technology used in space undersea surgery and telemedicine operations in
nuclear and other hazardous environments policing and surveillance agriculture construction mining warehousing education
amusement social media and other contexts It also describes the various operator hand and body controls and the
corresponding telerobotic actuation of robotic hands arms and locomotion This book reviews the sensing and control
technology its history and likely future and discusses the many research and policy issues that are raised The book also takes
up key questions relating to social and ethical issues given that a person s mechanical reach is becoming unlimited enabling
one to perform mischievous or harmful acts without identification and what that portends for future developments in
telepresence including regulation and recommended directions of development The primary audience for this book is
professionals interested in human robot interaction human factors engineering virtual reality applications to space and
undersea exploration telemedicine and telesurgery firefighting mechanized agriculture policing drone surveillance
warehouse parts fetching mining and military operations   Everyday Virtual and Augmented Reality Adalberto
Simeone,Benjamin Weyers,Svetlana Bialkova,Robert W. Lindeman,2023-02-18 This edited book introduces readers to the
area of Everyday Virtual and Augmented Reality With Virtual and Augmented Reality technologies becoming more pervasive
in our homes and workplaces new use cases and scenarios emerge together with new challenges that need to be addressed
These challenges encompass the design and implementation of appropriate VR AR applications for ordinary environments



that were not built with the explicit intention of supporting VR systems The everyday domestic environments present a range
of issues that are usually not present in the physical locations purposed for VR and AR use in academic or professional
environments such as constrained spaces presence of obstacles absence of instrumentation social and organizational
restrictions etc To address the above challenges we collect the latest work from the Virtual Reality and Augmented Reality
research community by combining the presentation of general definitions and characterization of the field of interaction
concepts and techniques of a variety of use cases and areas The constellation of different environment examples from
education sport to consumer and marketing from across the globe and platforms provide a comprehensive discussion on
scientific and engineering methods which enable the development of VR AR systems in everyday context
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for course material, an avid reader searching for your next favorite book, or a professional seeking research papers, the
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associated with online platforms. Malicious actors may exploit vulnerabilities in unprotected websites to distribute malware
or steal personal information. To protect themselves, individuals should ensure their devices have reliable antivirus software
installed and validate the legitimacy of the websites they are downloading from. In conclusion, the ability to download
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Human Factors In Augmented Reality Environments has transformed the way we access information. With the convenience,
cost-effectiveness, and accessibility it offers, free PDF downloads have become a popular choice for students, researchers,
and book lovers worldwide. However, it is crucial to engage in ethical downloading practices and prioritize personal security
when utilizing online platforms. By doing so, individuals can make the most of the vast array of free PDF resources available
and embark on a journey of continuous learning and intellectual growth.

FAQs About Human Factors In Augmented Reality Environments Books

Where can I buy Human Factors In Augmented Reality Environments books? Bookstores: Physical bookstores like1.
Barnes & Noble, Waterstones, and independent local stores. Online Retailers: Amazon, Book Depository, and various
online bookstores offer a wide range of books in physical and digital formats.
What are the different book formats available? Hardcover: Sturdy and durable, usually more expensive. Paperback:2.
Cheaper, lighter, and more portable than hardcovers. E-books: Digital books available for e-readers like Kindle or
software like Apple Books, Kindle, and Google Play Books.
How do I choose a Human Factors In Augmented Reality Environments book to read? Genres: Consider the genre you3.
enjoy (fiction, non-fiction, mystery, sci-fi, etc.). Recommendations: Ask friends, join book clubs, or explore online
reviews and recommendations. Author: If you like a particular author, you might enjoy more of their work.
How do I take care of Human Factors In Augmented Reality Environments books? Storage: Keep them away from direct4.
sunlight and in a dry environment. Handling: Avoid folding pages, use bookmarks, and handle them with clean hands.
Cleaning: Gently dust the covers and pages occasionally.
Can I borrow books without buying them? Public Libraries: Local libraries offer a wide range of books for borrowing.5.
Book Swaps: Community book exchanges or online platforms where people exchange books.
How can I track my reading progress or manage my book collection? Book Tracking Apps: Goodreads, LibraryThing,6.
and Book Catalogue are popular apps for tracking your reading progress and managing book collections. Spreadsheets:
You can create your own spreadsheet to track books read, ratings, and other details.
What are Human Factors In Augmented Reality Environments audiobooks, and where can I find them? Audiobooks:7.
Audio recordings of books, perfect for listening while commuting or multitasking. Platforms: Audible, LibriVox, and
Google Play Books offer a wide selection of audiobooks.
How do I support authors or the book industry? Buy Books: Purchase books from authors or independent bookstores.8.
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Reviews: Leave reviews on platforms like Goodreads or Amazon. Promotion: Share your favorite books on social media
or recommend them to friends.
Are there book clubs or reading communities I can join? Local Clubs: Check for local book clubs in libraries or9.
community centers. Online Communities: Platforms like Goodreads have virtual book clubs and discussion groups.
Can I read Human Factors In Augmented Reality Environments books for free? Public Domain Books: Many classic10.
books are available for free as theyre in the public domain. Free E-books: Some websites offer free e-books legally, like
Project Gutenberg or Open Library.
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Choosing Health by Lynch, April ... brief personal health textbook. The 3rd Edition offers guidance for actively improving
individuals' health while new interactive videos, quizzes, activities ... Choosing Health - Books 0134554213 / 9780134554211
Choosing Health, Books a la Carte Edition. Read more. About the Author. April Lynch, MA. April Lynch is an award-winning
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author and ... Choosing Health The 3rd Edition offers guidance for actively improving students' health while new interactive
videos, quizzes, activities, and worksheets in Mastering™ Health ... Choosing Health (2nd Edition) - Lynch, April; Elmore,
Barry Choosing Health (2nd Edition) by Lynch, April; Elmore, Barry; Kotecki, Jerome - ISBN 10: 0321929659 - ISBN 13:
9780321929655 - Pearson - 2014 - Softcover. Choosing health brief edition lynch (Read Only) - resp.app If you ally
dependence such a referred choosing health brief edition lynch books that will provide you worth, get the unquestionably
best seller from us ... Choosing Health by: April Lynch - 9780134636306 ... brief personal health textbook. The 3rd Edition
offers guidance for actively improving individuals' health while new interactive videos, quizzes, activities ... Choosing Health
The 3rd Edition offers guidance for actively improving students' health while new interactive videos, quizzes, activities, and
worksheets in ... Books by April Lynch Choosing Health(3rd Edition) by April Lynch, Karen Vail-Smith, Jerome Edward
Kotecki, Laura Bonazzoli Paperback, 496 Pages, Published 2017 by Pearson Choosing Health / Edition 3 by April Lynch ...
brief personal health textbook. The 3rd Edition offers guidance for actively improving individuals' health while new
interactive videos, quizzes, activities ... Choosing Health 3rd Edition.c3 4 PDF April Lynch, M.A.. April Lynch is an award-
winning author and journalist who specializes in health, the medical and biological sciences, and human genetics ... Help..
Wiper Motor wire diagram - The 1947 Jun 28, 2018 — I am in the home stretch of wiring up a 66 GMC and can't figure out
the windshield wiper setup. Previous shop cut, yanked, pulled all the old ... help! wiper wiring - The 1947 - Present Chevrolet
& GMC ... Jan 18, 2016 — 1970 GMC Sierra Grande ... I discovered that the circuit diagram for the wiper motor wiring is
wrongly illustrated on the electrical diagram. I need a wiring diagram or a picture of how the wiper washer Apr 13, 2019 — I
need a wiring diagram or a picture of how the wiper washer wires are hooked up on a 70 c10. I have installed a - Answered
by a verified ... Wiring Diagram For 1970 Chevrolet C10 Wiper Motor Pdf Wiring Diagram For 1970 Chevrolet C10 Wiper
Motor Pdf. INTRODUCTION Wiring Diagram For 1970 Chevrolet C10. Wiper Motor Pdf (2023) Raingear 67-72 Chevy Pickup
Wiper System Go inside the cab, reach under the dash and remove the OEM Wiper Motor. Disconnect the OEM Wiper Motor
to Wiper Switch wiring. You will not reuse any of it. C10 wiper motor wiring on a non OEM switch - YouTube Wiring Diagram
For 1970 Chevrolet C10 Wiper Motor (PDF) Wiring Diagram For 1970 Chevrolet C10 Wiper Motor. 1. Wiring Diagram For
1970 Chevrolet. C10 Wiper Motor. Wiring Diagram For. 1970 Chevrolet C10. Wiper Motor. Tech: Detailed Wiper Wiring
Diagram May 24, 2006 — Just fust finished the wipers, in case anybody is interested I thought I'd share the diagram. The GM
diagrams are a little confusing and not so ... 1970 wiper motor wiring Jun 19, 2012 — I have and 1970 #098 wiper switch and
the factory ground bar. When I turn on the wipers the motor just clicks. I'm doubting that I wired it ... Mintek Portable Dvd
Player User Manuals Download Download 1 Mintek Portable Dvd Player PDF manuals. User manuals, Mintek Portable Dvd
Player Operating guides and Service manuals. Mintek MDP-1010 10.2-Inch Widescreen Portable DVD ... Mintek MDP-1010
10.2-Inch Widescreen Portable DVD Player. Mintek MDP-1010. Products Feature 1. Portable DVD player with 10.2-inch
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widescreen ... Customer reviews: Mintek 10.2&#34; Portable DVD Player Find helpful customer reviews and review ratings
for Mintek 10.2" Portable DVD Player - MDP1010 at Amazon.com. Read honest and unbiased product reviews from ... I need
a battery replacement for a mintek MDP dvd player. Mar 29, 2021 — I need an RB-Li 27 battery for my mintek 1010 dvd
player. Can find one online. Can i use one for another early model?ie. ...Can't find one. Mintek DVD Player Product Support |
ManualsOnline.com TV and television manuals and free pdf instructions. Find the user manual you need for your TV and
more at ManualsOnline. Portable DVD Player Product Support | ManualsOnline.com Media manuals and free pdf instructions.
Find the portable media user manual you need at ManualsOnline. List of mintek dvd players, user reviews, editorial ... List of
mintek dvd players, user reviews, editorial reviews, mintek dvd players deals, used mintek dvd players - audioreview.com.
Need manual for mintek dvd-5830 SOURCE: I need an owners manual. Check here and go to the "User Guides" tab.
http://support.acer.com/us/en/product/default.aspx?tab=1&modelId=3637. Mintek MDP-1010 Portable MPEG4 DVD Player
W Buy Mintek MDP-1010 Portable MPEG4 DVD Player W/ 10.2" 16:9 LCD with fast shipping and top-rated customer service.
Newegg shopping upgraded ™ UpBright AC/DC Adapter Commpatible with Mintek MDP ... Product detailsProduct details ·
World Wide Input Voltage 100-240VAC 50/60Hz. · UpBright AC/DC Adapter Commpatible with Mintek MDP-1010 MDP-1030
MPD-1050 MDP-1060 ...


