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1 Editorial

Tremendous efforts have been devoted to 5G over the last
decade. Due to their success, a broad range of critical appli-
cations such as smart city, home robotics, and Augmented
Reality (AR) have been made possible already, or are within
reach. The 5G network as a technology inherently brings
aspects such as high-speed, ultra-low latency and high
bandwidth — all in a wireless communication network. 5G
will especially help establish the Internet of Things as an
indispensable part of our world, by laying the foundation
for unleashing its full potential. It’s a long way to when
5G becomes mainstream, but businesses need to start now
with developing and reimagining services and products to
leverage 5G’s superior capabilities. Moreover, 5G and IoT
together will also help in bringing every item on the shelf to
the internet by creating digital twins for them. If the num-
ber of hardware connected devices is expected to be in the
billions, the potential for ordinary consumer products with
digital twins to be a part of the new Internet of Things is
considerably more.

Augmented Reality is a key technology that will facili-
tate a major paradigm shift in the way users interact with
data and has only just recently been recognized as a viable
solution for solving many critical needs. Enter augmented
reality (AR) technology, which can be used to visualize
data from hundreds of sensors simultaneously, overlaying
relevant and actionable information over your environment
through a headset. 5G makes AR technology much faster,
with much more data flow. With easier and more accessible
use, for a variety of different functions (besides video gam-
ing), widespread adoption seems likely. In summary, AR in
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the era of 5G is a really cool upcoming wave where the vast
repositories of data will enable an AR lens into the scenarios
in ways that provide near immediate insight at a level of
depth unimaginable previously. This special session aims
to bring the latest results over 5G and Augmented Reality
technologies for various applications. It can help technicians
to exchange the latest technical progresses.

Aiming at the complex background and the color image
with unclear target contour as the target image to be seg-
mented, “Application of SVM and its improved model in
image segmentation” [1] first used the texture and color
of the image as the feature vector, and proposed an image
segmentation algorithm based on SVM. The experimental
results show that the accuracy rate of the improved SVM
algorithm reaches 97.263%, which improves the segmenta-
tion efficiency. It is verified that the improved model pro-
posed in this paper can effectively segment complex color
images.

5G mobile communication technology has become a cur-
rent research hotspot. “Energy Efficiency Optimization of
NOMA IoT Communication for 5G” [2] analyzed and sum-
marized the existing Internet of Things user grouping and
power allocation algorithms under multi-carrier, proposes
an improved particle swarm optimization algorithm, which
is simpler than traditional solution methods. The improved
particle swarm optimization algorithm is close to the optimal
solution, the error is within the acceptable range, and the
algorithm time is complicated.

Aiming at the problem of real-time augmented reality
tracking registration of motion blurred template matching
image construction model, “Real Time Augmented Real-
ity Tracking Registration Based on Motion Blur Template
Matching Image Construction Model” [3] proposed a tem-
plate matching target tracking algorithm based on improved
efficient second-order minimization (ESM). The simulation
results show that the proposed method has good effect and
superior performance in real-time augmented reality track-
ing registration of moving targets.

In order to facilitate the implementation, The paper
“Towards an IoT enabled Tourism and Visualization Review
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on the Relevant Literature in Recent 10” [4] tries to formu-
late a definition of IoT enabled tourism and make a visuali-
zation review on the relevant literature to IoT enabled tour-
ism in recent 10 years. These findings are helpful for the
academic circle making further efforts on IoT enabled tour-
ism and finally facilitating the achievement of smart tourism.

For the problems of large data volume, long calculation
time, and information feedback speed in traditional virtual
augmented reality-based scenes, “5G-oriented virtual aug-
mented reality scene construction and business information
flow demonstration” [5] constructed a virtual augmented
reality scene based on 5G technology. The experimental
results prove that the scene constructed in this paper has the
characteristics of real-time, wide field of view, high immer-
sion and flexible.

5G network is an inevitable trend in the development of
mobile communications. Mobile cloud computing is a more
promising technology for 5G networks. “5G Mobile Virtual
Reality Optimization Solution for Communication and Com-
puting Integration” [6] proposed a hierarchical distributed
cloud service network model and a task offloading assign-
ment algorithm in a small cell cloud scenario. At the same
time, the author proposed feedback adaptive random access
strategy based on the adaptive random access model. This
can ensure that the throughput rate does not decrease under
heavy load conditions, and at the same time, the average
access delay of the existing system is reduced. Finally, a
better load effect was obtained through the experiment.
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