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Computers anytime, anyplace. This long-term research goal is daily becoming more and more of a
focused reality. The mobiles are amongst us. And devices we carry around in our pockets are more
powerful than those on board the rockets that took the first people to the moon. But where are
we going, today? How should these handhelds, smartphones, PDAs, embedded systems and even
implants change our lives?

Mobile marketing tells us they will transport us, not to a new planet, but to a whole new world of
exciting, life-enhancing possibilities. We will communicate and relate in better ways; become more
creative, better informed, better educated; and live in enhanced communities and societies as smart
mobs swarm into action – all the while becoming more efficient and effective in our working lives.
And yet, back home, unset digital clocks on microwaves, VCRs and DVDs blink a stark warning:
‘00-00’. The dazzling possibilities on offer as we buy a new mobile, or are given one by our work
IT department, seem all too often to crumble in our hands. Resigned disappointment follows. It
shouldn’t be this way.

We tell our students that computing is awe-inspiring, and humbling because it is about changing
the world, for good. It’s the new architecture – about building the places (that have been called
‘interspaces’) in which people will work and play. We expect much of our buildings: they need to
have firm foundations, solid structures, pleasing esthetics. We should expect the same of emerging
mobile systems. All too often, though, they are more akin to summer sandcastles, decorated with
alluring shells, overwhelmed by the ocean of real-life contexts and needs.
There are, of course, great examples of mobile design, and we celebrate some of these in the
book: our aim is not to berate designers, but to look for ways of dealing with the challenging issues
they face every day.

We focus on providing advice and examples that will help overcome the human factor and
usability problems seen in many mobile products and services, so that their potential can be fully
met. Anytime, anywhere? No, what’s needed is mobiles that work at the right time, and that know
their place – that fit in.
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Apple Pro Training Series: Logic Pro 9 and Logic Express 9Peachpit Press, 2009

	Completely revised and updated for Logic Pro 9 and Logic Express 9, this Apple-certified guide shows you how to record, produce, and polish music files with Apple’s professional audio software. Veteran music producer David Nahmani’s step-by-step, instructions teach you everything from basic music creation to advanced production...
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EJB 3.1 CookbookPackt Publishing, 2011

	Enterprise Java Beans enable rapid and simplified development of secure and portable applications based on Java technology. Creating and using EJBs can be challenging and rewarding. Among the challenges are learning the EJB technology itself, learning how to use the development environment you have chosen for EJB development, and the testing...
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Distributed Systems: Principles and ParadigmsPrentice Hall, 2002

	Presents a complete introduction to distributed principles and paradigms. Author identifies the seven key principles of distributed systems, and presents extensive examples of each. For all developers, software engineers, and architects who need an in-depth understanding of distributed systems.
...
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Fast Track Visual C++(r) 6.0 ProgrammingJohn Wiley & Sons, 1998
Get up to speed with the latest version of Visual C++. What makes Fast Track the C++ guide of choice is leading expert Steve Holzner's practical approach to learning by example. Cutting right to the core of issues crucial to programmers, this book begins with a brief refresher course and then moves quickly onto the skills that really count:...
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The Encyclopedia Of Addictions And Addictive Behaviors (Facts on File Library of Health and Living)Facts on File, 2005

	Psychiatrists often treat both the causes and the consequences of addictive behaviors. As a psychiatrist, I have treated many people with serious addictive behaviors ranging from cocaine addiction to kleptomania. I have also treated patients who have come to me with a broad range of other psychiatric problems. In addition, some of my patients...
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10 Minute Guide to Microsoft(R) Access 2002Que, 2001
The 10 Minute Guide to MS Access 2002 quickly explains the most common beginning and intermediate level tasks an Access user would need. This book focuses on the most often used features, covering them in lessons designed to take ten minutes or less to complete. In addition, this guide teaches the user how to use...
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