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Introduction
Elrawi Virtual Encyclopedia –EVEIC – is a new approach for Islamic
civilization documentation in the digital era. The concept for EVEIC rose
from the extreme importance of having a deeper comprehensive
understanding to Islamic civilization through its Architectural heritage that
spread over a huge land area and expanded in a wide span of time. Within this
scope, Islamic architecture formed a homogenous ingredient of human arts
and architecture. And within this scope we are dealing with a situation where
a great amount of data needs to be contextualized, categorized, analyzed ,
corrected , and condensed in order to obtain information that are organized to
characterize this particular situation.
EVEIC is an implementation of knowledge based information systems
(KBIS), to Islamic architectural heritage in order to be introduced within an
application environment where we can define and approach for information’s
derived from an analytic comparative methodology for understanding Islamic
architecture and civilization through an integrated comprehensive
classification system.
EVEIC is an attempt to expand the traditional information analysis functions
to go into new horizons of knowledge creation, immersive visualization, deep
mapping, data visualization and documentation technologies using virtual,
augmented, mixed reality technologies. To get this into reality we are
introducing the Virtual User Interface for Islamic Civilization –VUIIC, an
underdevelopment application with multiple knowledge structures, schema,
associations involved in creative thought.
To target this issue, we will implement the Knowledge Cube of Islamic
Civilization that provides characterized-driven modelled classification for
Islamic architectural and cultural heritage. It is an approach to provide a
shared understanding of the multi-disciplinary extended enterprise including
style, form design, historical background and a much more real definition of
de-tailed characteristics of this interactive knowledge. The knowledge cube
could re-address key theoretical issues (e.g. ‘formal knowledge’, ‘models’,
‘representation’, etc.) that preoccupied the design community of that
generation, and also re-address the process of ‘the trans- valuation of values’.

Islamic civilization
Islamic civilization started from the seventh century as the prophet Mohamed
(PBUH) was born in 571 AD and started his mission in 610 AD. It actually came
to existence with the emergence of the Umayyad as an empire in 661. In this
period Islam extended with its base in Damascus. Umayyad began modelling of a
new way of life and a new set of administrative, cultural and social relations.
According to Cambridge dictionary of English (1998) civilization is human
society within its well-developed social organization, the culture and way of life
of a society or country at a particular period of time. According to Huntington and
the “clash of civilizations” (1996) religion is a central defining characteristic of
civilization. Based on this, the term “Islamic Civilization” is rooted from two
concepts: namely “Islam” and “Civilization”. Therefore it means a civilization
based on Islam which is a religion consequently based on the Holy book:
“Quran”. According to “Goldstein” (1988”, Muslim history and culture (including
Islamic science) were decisively inspired by the teachings of this holy book.
Within its strict monotheism, the Quran had welded its followers into armies
fighting for a divine mission, into communities whose daily life was regulated in
every aspect by religious laws, and into civilization historically distinguished by
its basic open-mindedness toward alien cultures, stemming from the complete of
its own religious beliefs-its unflinching submission to the one God and to the
word taught by Muhammad, Allah’s Prophet. Islamic civilization united within its
scope the cultural traditions of India, Persia, and Mesopotamia, of Egypt, of large
parts Byzantium, and of the Greco-Roman legacy developed by the Roman
Empire in the Mediterranean West. Towns from India, all across the Near East and
North Africa, to the coast of Portugal have preserved the imprint of that
heterogeneous culture into the present.
The symbol of Islamic civilization is the cube of the Kaaba, the stability of which
symbolizes the permanent and immutable character of Islam.
Once the spirit of the Islamic revelation had brought into being, out of the heritage
of previous civilizations and through its own genius, the civilization whose
manifestations may be called distinctly Islamic, the main interest turned away
from change and "adaptation." The arts and sciences came to possess instead a
stability and a "crystallization" based on the immutability of the principles from
which they had issued forth. Thus the idea of unity is not only the basic
presupposition of the Islamic arts and sciences: it dominates their expression as
well and it implies a complete order and hierarchy in the Universe.
-----------------------------------1.
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Islamic Civilization emerged through the stimulation of a pre-civilizational
society to develop into a civilization by the influence of an already existent
civilization (Toynbee 1995:85). According to Ibn Khaldun the Arabic word
'Umran' which can be translated as 'culture' means: (a) for life, inhabit, live, and
settling down in any place; (b) to inhabit, rear or grow (with a person, animal or
plant), to be in good shape, which is opposed to be isolated, abandoned or
damaged; and (c) to develop, build, promote, monitor, or visit a particular area or
place. Cultural life was a life settled in a potent place, easily accessible to healthy
food and drinking sources and assured with security and safety.

Figure 1. Islamic Civilization: Place, time, content and its urban phenomenon.
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Figure 2. Hierarchical classification systems and structured vocabularies.

Figure 3. Formation of the Hepteract Hyper Cube of Islamic Civilization.

Virtual Encyclopedia OF ISLAMIC CIVILIZATION
-EVEIC-shall have the following benefits:















Telling the untold story of Islam’s cultural and intellectual history together
with its shared characteristics especially in art and architecture.
Collecting and sharing information and events, in a global dimension,
taking into account the different approaches that scientific, humanistic and
artistic culture have to the digital age.
Managing to create a useful tool for overcoming the segregated divisions
of this civilization to get into one integrated entity.
Effectively integrating research questions, heritage objectives, and
emerging technologies to create more inclusive, sustainable and
meaningful methods of preserving and reflecting on the past.
Users can interactively experience, select cultural objects and observe
their digital representations in the context of real artifacts within an
extreme interest for visualizing and interacting with three-dimensional
(4D) information in VR context.
Link collections and distinct types of heritage information contribute to
the sustainable management of even fragile heritage sites and involve local
communities in the creation of historical narratives and exhibitions as
active participants rather than as a passive audience.
A methodological and coordinated approach to digitization involving
academies, researcher centres, national and local institutions.
As a tool used in retrieving missing and demolished parts of the historical
urban structures, telling the untold story regarding their social, intellectual
and political backgrounds within an interactive and immersive experience.
This implementation shall explore the capabilities of the EVEIC, and
address its benefits in heritage preservation, VR education and cultural
tourism.
A tool for Preserving the Memory of History
Each community, passing through its history and its collective memories,
has the duty to conserve, identify and properly manage its own heritage
that unfortunately, is often susceptible to transformations due to time,
anthropogenic factors or damages. Four main defects had affected Islamic
cultural heritage:

a. The disappearance of Historical cities caused by de-historicalization – the
case of Islam’s two most holy cities, Makkah al-Mukarramh (Mecca) and
alMadinah alMunawwarah (Medina) in Saudi Arabia.
b. Demolishing be war – the case of Aleppo in Syria and Samarra in Iraq
historical cities.
c. Deterioration under svere strain from inadequate development control, as
in the case of historic Cairo.

d. Falling under religious or political conflict and thus causing systematic
chaos for history - the case of Alquds in Palestine .
Thus, decay caused by natural phenomena had gone behind in the hierarchy of
factors affecting the deterioration of tangible cultural heritage. For these facts we
need a comprehensive multiple documented knowledge structure for the history
of Islamic architectural and cultural heritage, otherwise it will be impossible to
either preserve or retrieve- respectively- the decayed or lost cultural heritage. We
are facing a three-dimensional problem in this concern, first, a demolishing urban
and architectural heritage, second, scattered cultural heritage, non-integrative
cultural heritage.

Figure 4. Demolition of architectural heritage in Islamic cities, Scattered and non-integrative cultural
heritage content.

EVEIC can link collections and distinct types of heritage information
contributions to the sustainable management of even fragile heritage sites and
involve local communities in the creation of historical narratives and exhibitions
as active participants rather than as a passive audience. Digital technologies
offer new modern tools for cultural heritage preservation; they also play a
leading role about key issues as providing access, interaction and sharing
knowledge. Furthermore, our society is unlike before accumulating a large
amount of born-digital heritage, especially documents, art-works, software’s,
and the Web itself: keeping them for the future generation raises a specific
range of demanding matters related to the preservation of the digital heritage.
Worldwide, preservation – both the preservation of tangible heritage through the
digital technologies and the preservation of the intangible cultural content – is
felt as a matter of the highest importance, being so strictly connected to the true
essence of the human culture.

What makes

different?

A. Concerning the formation of the encyclopedia
An encyclopedia throughout history-reaching its recent final destinations as an
online encyclopedia-is actually “a work that contains information on all branches
of knowledge or treats comprehensively a particular branch of knowledge usually
in articles arranged alphabetically often by subject”. (1)
is based on a different concept that reflects the difference between
“conventional” information system and a knowledge-based system. A
conventional encyclopedia and even the latest on-line encyclopedias stores an
abundance of data with a system in behind that lets you filter for specific datasets
and lets you run queries of data.
on the other hand, also stores data; however it “reads” the data in a more
appropriate way and gives meaning to it. Thus it does not only stores mere data; it
stores knowledge that can be drawn from the data. You can use
knowledge-based system exactly like an information system, yet it is not limited
to these functions.
collects and combines data from several databases together and serve as a
companion for the analysis of the so called “big data”, which comes from many
different sources and therefore is not storing homogeneous data like conventional
information systems do, but rather heterogeneous data, that may be different in
data characteristics, it is a syntactic differences, a differences in the underlying
data-model (i.e. XML vs SQL), and also structural or semantical differences.
uses knowledge to make inferences and draw conclusions. The knowledge
is stored in the form of frames, semantic nets or rules (characteristics). Expert
systems will be a subclass of
knowledge-based systems focussing on
narrow, specialized knowledge areas, generally storing knowledge in the form of
rules.(2)
Knowledge-based systems in
contain three components: a humancomputer interface VUIIC - Virtual User Interface for Islamic Civilization-, a
knowledge base, and an inference engine program. The human-computer interface
is where the user formulates queries, which the knowledge-based system uses to
solicit further information from the user and explain to the user the reasoning
process employed to arrive at an answer. The knowledge base in
can
conduct searches based on predetermined rules of defined associations and
relationships, as well as by the more traditional data search techniques. It is
actually based on the Hepteract Hypercube of Islamic Civilization HHIC; with its
seven dimensions: Locations, dynasties, building types, building components,
building elements, products and finally sociocultural context.
To put this idea into implantation VR (Virtual Reality), technologies is used to
represent, show, explain historical and architectonical object to a wide range of
users in the fields of heritage preservation, VR education and cultural tourism.

attempts to maximize the implementation of this tool for the sake of
meaning-making and interpretation of tangible and intangible heritage. It shall be
possible to simulate the process of the various layers of aspects which formulated
those buildings through the operations and functions designed in EVEIC. These
functions contain analytic and comparative analysis tools besides the functions
related to documentation and explanations. Life is lived forwards, but understood
backwards. Within the heritage and historical disciplines, the past is no longer
only the domain of specialized scholars, but is also seen as a resource for the
future development of local communities and regions, a medium for re-creating
cultural identity.

Figure 5. EVEIC can link collections and distinct types of heritage information.

Figure 6. EVEIC will not only allow users to switch between different types of visualization environments,
but include and interact with multidimensional virtual realities. Additionally, several different interface
techniques can be employed to make exploration of the EVEIC through its User i.e. data entry through our
scientific committee, and public users on the other side.
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B. Concerning the relationship to users
Throughout history, encyclopaedias had gone into three main stages of
development and thus a king of relationship with users;
1. The traditional encyclopedia
Users get information and leave

For more than 2,000 years encyclopaedias have existed as summaries
of extant scholarship in forms comprehensible to their readers. The static
nature of print encyclopedias (closed system) had a negative effect on
student research in geography, history, and the sciences. Due to their static
nature, traditionally published encyclopedias are not always accurate,
objective information resources. Intentions of editors and authors also
come into question. A researcher may find more value in using
encyclopedias as historical documents rather than resources for quick
facts.
2. Electronic encyclopedia
Users get information and may collaborate

As early as 1981, when personal computers were in their infancy,
American encyclopedia publishers expressed interest in developing
machine-readable versions of their publications.
They envisioned
electronic versions of encyclopedias that would allow for full text
searching, as well as searching and sorting by fields. In their opinion, the
more efficient “searchability” of an online encyclopedia would have
significant advantages over print encyclopedias (Harter & Kister, 1981).
While the invention of encyclopedias on CD-ROM and online
encyclopedias reduced research time, changing the format of formally
published encyclopedias did not make their information more current or
more representative of minorities (Peterson, 2009).
An electronic encyclopedia, whether presented as information on a CDROM, or a database, or an EBook, remained a finite source of quickly
outdated information. As Internet access became ubiquitous, more
students used search engines to locate information over the World Wide
Web. As anyone who could design a website could make their site public,
students, professors, and librarians became alarmed by the dubious nature
of such content.
3.

, 2020, Knowledge based encyclopedia
Users get and discover knowledge, participate, interact and collaborate

The production and creation of knowledge in EVEIC involves a process
that 'comprehensively' integrates the knowledge created by scholars
through history and crystallizes it one integrated knowledge platform. In
order to reach this goal we have several process operations such as the
process of converting tacit knowledge into explicit concepts through the

use of abstractions, metaphors, analogies, or models. The process of
creating combined knowledge in the sense of combination as a process of
creating explicit knowledge by bringing together explicit knowledge from
a number of sources. Finally, the process of embodying explicit
knowledge into tacit knowledge, internalizing the experiences that are
gained through the other modes of knowledge creation in the form of
shared mental models.
Definitely there are several types of knowledge based systems, but in
relation to the conclusion EVEIC can produce, the type we are dealing
with interprets the available Islamic cultural heritage and produce
diagnosis to explain what causes formation in Islamic architecture, address
design questions, address the configuration of components, the procedure
for assembling parts within elements and components forming Islamic art
and architecture. Finally, we have the process of using the captured rules
(shared characteristics of Islamic art, architecture and civilization) to
integrate all parts of the whole that concretize the unique phenomena of
unity in diversity and diversity within unity in Islamic art architecture and
civilization.
No one can bind all knowledge between two covers. Not even a library
with millions of volumes can do this. Even open source Wikipedia cannot
achieve it, as human civilizations continually invent, experience, and
discover phenomena open to multiple interpretations. For these reasons,
EVEIC created and designed its knowledge based platform for users to
share, interact, and collaborate knowledge concerning Islamic civilization
for the future in order to have a dynamic vision for the continuous effect
of Islamic civilization on all mankind.
The conceptual view of knowledge rejects static, organized and defined
information by historians to be replaced by a more dynamic and multifaceted view (multiple soil layers). We need tools to store contextualized
knowledge. We need tools to retrieve knowledge when needed (and in
other cases, to bring it to our attention when we do not know that it is not
needed).
Building up upon this vision this type of applied research shall follow a
mixed research method – investigation- collecting and analysing data,
integrating the findings and drawing inferences using both qualitative and
quantitative methods within one entity that will be accessed through the
VUIIC as a program of inquiry. Quantitative and qualitative methods are
used together to enhance and understand the complexity of Islamic
Civilization as a human phenomenon containing technical and
epistemological levels of discussion. Qualitative methods tend to be
reflexive and process-driven, ultimately producing culturally situated and
theory-enmeshed knowledge through an ongoing interplay between theory
and methods.
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Figure 7. Comparative analysis showing the basic differences between the current systems dealing
with cultural heritage and EVEIC and its VUIIC.

Knowledge creation in
EVEIC is based on a conceptual model that brings to the fore key properties of
Islamic Civilization in order to guide a specific pattern of actions showing how
things hold together in an immersive illustrated and integrated relationships
creating reality in a sense of collective understanding. The contents of the VUIIC
are understood as contingent and contextualized intensions illustrating a wide
range of interrelated properties and postulating specific (causal) relationships.
In the field of architectural heritage, there is an actual situation which forces WH
questions that high lights the original situation of these historical structures, their
time line and telling the untold story that clarifies the information and knowledge
on which those structures were based-on. That includes bringing together various
aspects of social life that immersed this architectural heritage. Within this scope
of vision, the EVEIC is a live documentation of Islamic cultural heritage that
integrates the tangible and intangible factors of formation in Islamic urbanization
within a friendly immersive 3D user interface -VUIIC- Virtual User Interface for
Islamic Civilization.

Figure 8. Ontologies and vocabularies play an important rule to build a conceptual model and to draw the
relations between them. A model is a representation of all or part of a system that is constructed to study that
system.
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Figure 9. The concept of cosmology that dominates the whole project of EVEIC.

Figure 10. The Cube in EVEIC forms the core of the KBIS (Knowledge Based Information System) and also a 3D
selection tool in the VUIIC (Virtual User Interface for Islamic Civilization). Thus linking and transforming data in the
Knowledge Based Information System and the HHIC to an Integrated Visual Representation platform. The Hepteract
Hyper Cube of Islamic civilization KCIC is a knowledge based information system invented to put the multi-layered
data structure into a descriptive model seeking collecting linking and sharing information and events, in a global
dimension, taking into account the different approaches that scientific, humanistic and artistic culture have to the digital
age, with meta-data for reality-based and model-based models.

To put this idea into implantation VR (Virtual Reality), is used to represent, show,
explain historical and architectonical object to a wide range of users in the fields
of heritage preservation, VR education and cultural tourism. The EVEIC attempts
to maximize the implementation of this tool for the sake of meaning-making and
interpretation of tangible and intangible heritage. It shall be possible to simulate
the process of the various layers of aspects which formulated those buildings
through the operation function designed in this interface. The design of the VUIIC
conducted with EVEIC is expected to boost and enhance the production of new
knowledge that involves "a process that 'organizationally' amplifies the
knowledge created by individuals and crystallizes it as a part of the knowledge
network of the organization." Two sets of activities drive the process of
knowledge amplification: (1) converting tacit knowledge into explicit knowledge
and (2) moving knowledge from the individual level to the group, organizational,
and inter organizational levels. An organization creates knowledge through four
modes: socialization, externalization, combination, and internalization.
Socialization is a process of acquiring tacit knowledge through sharing
experiences. As apprentices learn the craft of their masters through observation
and imitation, through Virtual Reality we can transfer this embedded knowledge
to contemporary generations.
Externalization is a process of converting tacit knowledge into explicit concepts
through the use of abstractions, metaphors, analogies, or models.
Combination is a process of creating explicit knowledge by bringing together
explicit knowledge from a number of sources. For example, drawings, paintings,
written history, poetry. Computerized databases may be "mined" to uncover new
explicit knowledge.
Internalization is a process of embodying explicit knowledge into tacit
knowledge, internalizing the experiences that are gained through the other modes
of knowledge creation in the form of shared mental models or work practices.
Knowledge is information that is transformed through reasoning and reflection
into beliefs, concepts, and mental models.
In
this function is done through an explanation of Muslims at that time in
history and their thought process to explain about how things were working in our
recent Virtual Reality. In our case it is a representation of that ancient surrounding
world, the relationships between its various parts and people intuitive perception
about their own acts, their consequences and the way they perceived the world
around them. In EVEIC we are mainly concerned with knowledge that interprets
the available Islamic cultural heritage and produce diagnosis to explain what
causes formation in Islamic architecture, address design questions, the
configuration of components, and the procedure for assembling parts, elements
and components in Islamic architecture. Finally, using the captured rules to
determine to which class a particular part belongs.
Bibliography:
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The history of architecture describes the development and use of the architectural
symbol systems. It therefore forms part of the history of culture, which in general
can be defined as the history of meaningful or symbolic forms. Thereby it also
becomes a history of existential possibilities. Architecture forms a concretization
of a particular set of existential meanings, which is ultimately defined in terms of
cultural, social and physical objects forming the character and identity of any
civilization.

Figure 11. EVEIC can link collections and distinct types of heritage information contribute to the sustainable
management of architectural heritage linking scattered and non-integrative cultural heritage content. VUIIC
contains tools to record, reconstruct, encode and visualize archaeological ruins in virtual reality.

In
, the conceptual view of knowledge rejects static, organized and defined
information by historians to be replaced by a more dynamic and multi-faceted
view (multiple soil layers). We need tools to store contextualized knowledge. We
need tools to retrieve knowledge when needed (and in other cases, to bring it to our
attention when we do not know that it is not needed). Building up upon this vision
this type of applied research shall follow a mixed research method – investigation-

collecting and analyzing data, integrating the findings and drawing inferences
using both qualitative and quantitative methods within one entity that will be
accessed through the VUIIC as a program of inquiry. Quantitative and qualitative
methods are used together to enhance and understand the complexity of Islamic
Civilization as a human phenomenon containing technical and epistemological
levels of discussion. Quantitative methods Leeds to using, involving and
combining different (data) sources in order to show that similar results have been
produced to reflect upon several facts simultaneously. Quantitative research is
often regarded as being purely scientific, justifiable, precise and based on facts
often reflected in exact figures. Conversely, qualitative research is often regarded
as “messing around”, being “vague” not scientific and not following a structured
plan. On the other hand qualitative methods tends to be reflexive and processdriven, ultimately producing culturally situated and theory-enmeshed knowledge
through an ongoing interplay between theory and methods.
For this purpose a conceptual model is introduced trying to represent Islamic
Civilization considering it as a phenomena in the history of man-kind. This model
is a representation of an integrated comprehensive system with six main stages:
1. Data collection from various source of information, a) available drawings, b)
paintings and photos, c) descriptive documents-endowment documents – Hogga –
d) poetry – historical manuscripts, e) novels and literature survey.
2. Multi-dimensional analysis, content analysis, classification system and multilayered data structure. Meta data for reality-based and source based models.
Linking information to a descriptive model.
3. Data model, linking information to a descriptive model (the Hepteract
Hypercube of Islamic Civilization – HHIC-), organizing and managing linkable
digital content, for a double function that makes this cube serve visually as a 3D
virtual menu for selections (see Figure 5).
4. Building 3D models for historical buildings using LiDAR (light detection
and ranging) and aerial photography (remote sensing).
5. Virtual reconstruction: Feed and feed-back the VUIIC in a sustainable life
cycle. The virtually reconstructed buildings shall be located using GIS applications
in its actual locations.
6. Building immersive multi-dimensional and knowledge interactive User
Interface. Virtual knowledge representation can exist within various categories of
display systems starting with VR platforms, personal computers/tablets, and finally
mobile phones. Actually VR platforms gives the user the optimum comprehensive
experience. VR platforms starts with HMD’s, power walls (big screens) and
ending up with CAVE, the high end immersive virtual reality for advanced
research.

Figure 12. EVEIC can be displayed on multi-platforms. An integrated VR/MR platform with multiple
technologies and applications to let the concept of HHIC exists and implemented for a wide range of users
categories. VUIIC, a new system interfaces with 3d overlay in which we can jump from a function to another
directly in VR mood directly from inside VR. We can also connect with colleagues for research discussion
purposes. The 3D overlaying plus multi-tasking can be implemented within multi-modal environments –
infinite working spaces.
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THE EVEIC IMPLEMENTATIONS

Within a wide range of users, the proposed EVEIC platform with its capabilities
of simulations, complicated concepts shall be accessible to users of all ages. In the
field of education the three main categories of visualization, virtualization and
immersion could making cognitive learning faster, more efficient and effective.
We therefore could engage students in topics related to crafts, music and science
by offering a deeply immersive sense of place and time, providing related topic
for common courses or a development and deployment of a tailored solution
according to course description and course content of each teaching program.
Students learn by a placed course in topics related to crafts, music and science by
offering a deeply immersive sense of place and time.
EVEIC is seeking to really experience the aura of a place, offering and providing
users with surroundings for touring them in order to achieve knowledge. Virtual
Reality and its concept of cyber-real space invoke such interactive digital
narratives that promote new patterns of understanding. The word “narrative”
refers to a set of events happening during a certain period of time and providing
aesthetic, dramaturgical and emotional elements, objects and attitudes.
The EVEIC is equipped with tools that helps in educating specialists about
artefacts and their history and also develop 3D multimedia tools to record,
reconstruct, encode and visualize archaeological ruins in virtual reality. These
tools could be applied to buildings, building parts, pottery, terrain geometry,
textures and texture materials.
The designed virtual reality system in EVEIC provides the users with advanced
tools of knowledge and understanding. The navigation system in EVEIC is based
upon three-dimensional aperiodic spatial tiling which is an important contribution
in the direction towards more topological relationships in order to achieve a
coherent and historically meaningful comprehensive virtual experience.
The visualization of any heritage, is not only crucial to proceed to the preparation
of a scientifically correct representation of its architectural qualities, but it is
equally essential to present the relations that existed between the physical site, its
social function and the people who used to live in such historical structures at that
time. EVEIC representation and visualization tools can put historical structures
into its subjective and objective context in order to help users link history with
day life at that time. As such it is possible to enhance both experience and
understanding. Moreover, the addition of historically consistent virtual humans
together with historical daily used products into virtual reconstructions, both
allows for a better understanding of these historical architectural structures that
existed on those locations , and permits the creation of more realistic simulations
with the inclusion of specific ambiences, atmospheres or dramatic elements.

PROSPECT
Elrawi Virtual Encyclopedia of Islamic Civilization –EVEIC- is an
underdevelopment application with multiple knowledge structures, schema,
associations involved in creative thought. EVEIC can link collections and
distinct types of heritage information and contributions together to be integrated
within a common virtual interactive environment and thereby involve local
communities in the creation of historical narratives and exhibitions as an active
participants rather than as a passive audience. The watchwords for the future of
heritage are place, network, memory, identity and communication. The EVEIC
can provide the context and tools for these new approaches to cultural heritage
not merely by recording, data processing and visualization, but by helping to
shape the meaning and direction of the entire enterprise.
Digital technologies offer new modern tools for cultural heritage preservation;
they also play a leading role about key issues as providing access, interaction
and sharing knowledge. Furthermore, our society is unlike before accumulating
a large amount of born-digital heritage, especially documents, art-works,
software’s, and the Web itself: keeping them for the future generation raises a
specific range of demanding matters related to the preservation of the digital
heritage. Worldwide, preservation – both the preservation of tangible and
intangible heritage through the digital technologies and the preservation of the
digital cultural content – is felt as a matter of the highest importance, being so
strictly connected to the true essence of the human culture.
The novelty of the technologies employed is that they not only allow users to
switch between different types of visualization environments, but include and
interact with multidimensional virtual realities. Additionally, several different
interface techniques can be employed to make exploration of the VEIC through
its User Interface (Virtual User Interface of Islamic Civilization-VUIIC) for
seminars, presentations and online lectures containing visualization
environments in the virtual world.
EVEIC is currently under development to run multi operating systems and VR
platforms making it possible to quickly switch from one application to the next,
open the libraries, and connect with colleagues without extra steps (multitasking).
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