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Foreword

New Communications and the Direction Our Society Moves
Toward

Various kinds of new media that appeared in the last ten years have been quickly
changing the way we communicate each other. These new media include mobile
phones, Internet, game machines, etc.

For example, mobile phones changed our communications way as they can con-
nect us anywhere, anytime. Suppose that you are on a plane that has just landed
and arrived at a terminal. What do passengers do first? More than half of them take
out their mobile phones, turn them on. Some start checking e-mail and some others
start calling their family members only to say “I have just arrived”. Suppose that you
are a business person attending a business meeting. Probably the first thing most of
the attendees of the meeting would do is take their PCs out of their bag, turn them
on, and start checking something. Are they checking documents for the meeting?
No. What most of them are doing is checking their mail box, answering some of
the business/private messages. Also look at the life style of your children. You rec-
ognize that they spend a large part of their time at home playing games instead of
having a talk with other family members.

The most impressive fact in these phenomena is that this is happening all over the
world, both in the Western and in the Asian countries. We have been discussing how
we could realize globalization overcoming different nations and different cultures.
Already we live in a world of globalization.

Another fact is that these phenomena are happening in various instances of our
everyday life. For this we should understand that communication is a most typi-
cal human behavior. Reflecting your everyday life, you would understand that most
of your behavior could be interpreted as communication. For example, most of the
children’s behavior at school is communication; listening to the lectures of teach-
ers, having a discussion in their class, etc. are typical communication behaviors.
Also most of the business at an office is communication. You would talk/discuss
with your colleagues and the boss. Also you would attend a meeting. Or you would
read/write e-mails. Even when you prepare some document, this could be interpreted
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as communication with your PC. After coming back to your house, you would en-
joy watching movies/drama on TV or reading a book. Watching movies and reading
novels are also one form of communication as you are receiving messages sent form
the writer of the book or the director of the movie.

These things mean that the new media are changing almost all aspects of our life.
Therefore, we should be careful about the direction these new media would change
our way of communication and lead our society. At this point, I want to suggest that
there are two significant changes in the way we communicate.

The first is that the non-logical aspect of information plays an important role in
our recent communications. When we refer to communication, this used to mean
conveying logical information and sharing it among a sender and a receiver. What
is happening nowadays, especially among communicating youth, is that they are
sending non-logical information, in other words, emotional or Kansei information,
to each other. Mainly what they are talking is not business, but about the movie
they watched or about the food they ate. This means that they are exchanging their
experiences, and as a result they want to share the same emotion/feeling. This is
something more than sending and sharing information. In this sense, the basic con-
cept of communication has been changing.

At the same time, I want to emphasize that “Asianization” of communication is
going on among Westerners. Please pay attention that the above emotional com-
munication, or Kansei communication, is the basic form of human communication.
But through thousands of years of human history in the Western cultures, the em-
phasis has been on the logical thinking as the basis of human intelligence and on
trying to extract logical communications from emotional communications, thus try-
ing to keep this emotional aspect only to the private life. On the other hand, in the
Asian countries people did not succeed in separating logical and non-logical aspects
of communications. Especially Japanese have been executed because they had not
been able to separate Tatemae (formal opinion) and Honne (private opinion). How-
ever, we should notice that the emerging of new media again took back Western
people to the old style of communications, i.e., emotional communications.

Is this a new trend? The way we communicate is coming back to its original form
both in the Western and Asian countries. In this case, as communications are a basic
form of human relations, this phenomena would give strong effects on the Western
way of thinking, and finally to the Western cultures. Or is this only a transitional
phenomenon as these media are totally new to us, and gradually the Western people
would invent how to use these new media in the traditional logical communications
form?

Still it is too early to judge this. What we should learn now is various aspects
of this Kansei communication, and we should try finding a new way of commu-
nications that would give us a new way of life. Therefore, it is essential for the
researchers in this field of new media to study the various kinds of new communi-
cations which our technology could realize and thus give people a chance to under-
stand by themselves the new communication ways they could have in the future, and
so that people could choose the direction they would go. We need young talented
scientists who would devote themselves in such research.
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The author of this book, Adrian Cheok, is one of the most brilliant and talented
scientists who are doing such research. He has been working in the area of virtual
and mixed realities for many years. His main interest has been in developing new
ways of communications using technologies. By connecting the real and virtual
worlds, he has been trying to develop various kinds of new demonstrations which
would reveal us a new way of being connected to each other, overcoming the time
and space gap. His interest did not only stay with human communications. He tried
to realize human–animal communications and even human–plant communications.
By reading chapters of this book, the readers will understand what I mean by “new
communications” and will know the direction our society is about to move towards.

Kyoto Ryohei Nakatsu



Preface

Just like previous seismic shifts in civilization, the net age has produced a massive
change in civilization. The main effect of this shift has been the instant, global,
and constant communication, and so in some way this has been a revolutionary
change of human communication. What this has meant is that the net generation
grow up with new forms of play and communication from previous youth. Their
entertainment is immersive, fantastic, and can be played together with thousands or
millions of people around the world. Their communication is instant, from many
multiple sources simultaneously, constant, and global. In some way there has been
an end of solitude (which may also have negative consequences). Now, when the net
generation goes to school, they find it totally different, and more and more irrelevant
to their daily lives. They are used to constant, immersive, simultaneous multiple
source communication. Sitting in a traditional classroom, and being told not to use
their mobile phones or send messages must be totally boring and frustrating to them.
Having one source of information from the teacher must seem so slow. Students may
feel they wish they could press a fast-forward button to the teacher.

Not only the young net generation but also all of society has radically changed.
Grandparents are playing games on Nintendo Wii or DS, and parents are using Twit-
ter. What this means is that in general we must understand the new entertainment
and the new communication in order to enrich learning and education that is rele-
vant, and also to allow work, family life, and elderly care become more relevant and
enriching.

I hope this book will be informative and inspirational to students and the next
generation of researchers who will change the world and society for the better
through new modes of entertainment and communication. I hope this book will also
be useful to academics, researchers, engineers, game designers, interaction design-
ers, venture capitalists, etc. With quantum step innovation and inventions, we can
make a better society for children, families, and elderly.

Singapore and Tokyo Adrian David Cheok
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