eXtended Reality (XR) encompasses the previous terms of Virtual Reality (VR), Augmented Reality (AR), and Mixed Reality (MR). Although
significant efforts have been made over the past decades, many developments have failed. However, it now appears that we are amidst a hype.

To avoid repeating past mistakes and to

, It is necessary to move beyond prior approaches, providing mainstream

applications and functionalities that are useful and easy to use. XR applications should not only cater to a limited segment of the population but

should strive to

, thereby enhancing inclusion and societal acceptance. The reduction of technology costs, the

proliferation of the Internet of Things, the deployment of 5G, and the increase in digital literacy can fuel the growth of XR to
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This holistic DHM combined with a realistic and scalable digital world, thanks to current digital resources, easy
digitalization of environments and new Al and artificial vision algorithms, has allowed us to deploy new XR facilities:
Human Extended Reality (HeR) and Human Interaction Simulation (HiS) Labs.

HiS and HeR mix physical and digital world and allow us to close the loop, with humans at the center, seeking
benefits for society as a whole. During this demo, we will showcase several proof of concepts applied to Health,
Workplace, Mobility, and other sector-specific applications of mass products, services and environments for ALL.
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