Foreword
-*-*-*-*-*-

What was your childhood dream?

-*-*-*-*-*-

Just take a look around. 

We are living the dreams from a couple of decades back or even some from a century or more ago. Some of dreams that come to mind are (forgive me for my bias toward TV programs from the '70s):
· Almost everyone is carrying a cell phone now and can call anyone, anytime, wherever he or she might be. Video-call-capable 3G cell-phones are already commercially available. 

When I watched the original "Star Trek" TV series, I really wanted to have one of those communicators (although, in retrospect, it is already too bulky).  I also watched a science-fiction show, "Ultra Seven" in Japan when I was a kid and there was a wristwatch-type device capable of audio-visual communication. Or you might recall Dick Tracy’s wrist radio from the 40’s, 50’s and 60’s if you were born in the US.
· A computer can beat the best chess player in the world, although it came a little bit (three decades or so) later than Herbert Simon's forecast, made in 1957 that "within 10 years, a computer would routinely beat the world's best player." 

· Walking robots are commonplace in Japan though bipedal walking robots were deemed extremely difficult just ten years ago.  

There was a Japanese cartoon, "Atomic Boy," in which a very powerful boy robot is walking, aside from his capabilities of intelligent conversations and flying. Now walking robots are commodities in Japan and  DIY kits are even available for kids to make a walking robot of their own. 

· I am using a Bluetooth headset and voice recognition on a cell phone to make phone calls through reasonably natural interactions. It really makes me feel futuristic. Fortunately, my phone is much more obedient than HAL in "2001 - A Space Odyssey."

The list goes on and on ... and you must have your own dream list from your childhood. Technology has made happen, in one way or another, much of what we could once but dream.

Dreams and their realizations: Is this a coincidence? 
No, of course not. We are creatures driven by dreams and visions. Especially since my childhood years in the 70’s, dreams and visions come animated in full color, leaving us strong and enduring impressions. Science fiction and cartoons, though fiction, need their own set of (meta-) physical rules, frameworks, and world-views consistent within themselves, in order to be convincing and interesting. As such, we consciously or unconsciously work toward realization of those dreams and visions. Sure, we have failed more than once and some research has led us to dead-ends, but strong visions have prevailed in the end. 

-*-*-*-*-*-

The research area of ubiquitous and pervasive computing is uniquely close to our everyday life. This area has also been vision-driven from its inception. Mark Weiser has eloquently articulated a vision with disappearing computers woven into the fabric of everyday life and this vision has effectively defined the research area. 
These characteristics of the area will give the research a very strong impact on everyday life when realized. Sometimes the impact will be so profound that it can even change its initial assumptions and the ground and environment on which it stands. 

-*-*-*-*-*-

When you read this book, you will find many innovative ideas that will change how you learn, both inside and outside classrooms, with access to information based on your context, anytime and anywhere you are. 

Then I begin to wonder ... what happens next?

When we get a GPS navigation system in our car, we do not have to remember directions and struggle with maps any more. Instead, we just (literally) tell the destination to the navigation system and then we can enjoy a more efficient and much safer drive, simply by following the directions given by the navigation system. 
I envision the time when we have frictionless access to any information we want anytime and anywhere. Then, it would change not only how we learn things, but also significantly, what we learn in the classroom. There is even the potential that the whole meaning of learning is redefined. It would be much less about specific knowledge or even how to find the knowledge, but more about training on how to use the knowledge (or perhaps something else I can not even imagine now). 

You, the reader, will benefit most by also asking yourself “what happens next” after each chapter of this book. These questions will lead you to the next big vision for the future that drives your research. After all, you, as well as the authors of this book are privileged to pursue your own dreams and visions through research.
Naturally my question for you after you have read this book is: 
-*-*-*-*-*-

  What is your dream now? 

-*-*-*-*-*-
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