





Editorial

THE INFORMATION SOCIETY has often been
spoken of as a revolution in the way
we live our lives — a revolution as
wide-ranging in its impact as the
Industrial Revolution was in its day.
In fact the ‘information revolution’
promises to have a greater effect
than its predecessor.

First, the speed of change is far
greater. We only have to reflect that the
power of the steam engines that Boulton
and Watt were producing in the 1780s
was little different from that of engines
60 years before. By comparison, the
computing power you can buy for an
ECU doubles about every three years.

The second difference is that the
information revolution is global from
the outset. While the industrial
revolution can be seen as having a
genesis that is fixed in time and
geography, the information revolution is
diversified and dispersed, coalescing
from disparate technologies developed
in different places and times.
Furthermore, taking place in the context
of increasingly global markets, the
information revolution forms a feedback
loop that serves to accelerate the speed
of globalisation.

The third difference is that the
information society by its very nature
has a direct impact on the individual.
An impact that can be either inclusive
or exclusive. It has the potential to
create a ‘global village,” open to all, but
also to create an exclusive club limited
to those with the right equipment and
the right know-how.

So the question we must ask
ourselves is: how can we ensure that the
Information Society does not lead to
exclusion, adding to the divisions that
still exist in society? How can we avoid

By the people,
Jor the people?

creating a society in which the
computer-illiterate and the non-
connected are left on the margins?

The Commission’s commitment to
liberalisation of the information and
telecommunications market will be a
key factor in ensuring that the products
of the information society will be
available and accessible to the broadest
possible user base. We want to create a
virtuous circle. If there is a high demand
for new services, suppliers will naturally
seek to satisfy that demand. Choice of
services will grow, alternatives and
competition will force quality up and
prices down. More users and customers
will come into the market, and demand
will grow further.

Of course, there are practical steps
we can take to ensure that people are
not left behind. Education and training
is a vital tool in preparing to meet the
new challenges of the information
society. Young people who grow up in a
PC-dominated world will see nothing
unusual in the information society. It is
the older generations who are likely
have problems with this new challenge.
Therefore, it is vital that the concept of
‘Life-Long Learning’ is taken to heart,
not only by individuals, who must be
prepared to be flexible and open to new
experiences, but also to businesses, who
need to view training as an exercise that
adds value to their workforce. We need
to invest more in education and training,
both for the information society and
through the information society.

The information revolution differs
from its predecessors in one further
respect: it contains within itself many of
the answers to the problems it raises.
Just as it offers new learning tools that
can make education and training more
efficient, the information society also
offers the potential to help some of our
most disadvantaged and isolated
citizens. Disabled people can use the
Internet as easily as anyone else. It
doesn’t matter what class, sex or race
you are — you don’t even need an e-mail
address, thanks to the rapidly expanding
network of Cyber-cafés!

In December 1995, the City of
Stockholm hosted a conference on
‘Implementation of the Information
Society in Cities and Regions’ which it
was my pleasure to attend. This
conference provided an ideal
opportunity to see what is going on at
ground level: local authorities, local
groupings of businesses and the citizens
themselves are working hard to ensure
that the information society does not
leave them behind. This ‘just do it’
mentality offers us the greatest hope for
the future.

It is no longer a question of whether
Europe will join the information society.
The information society is happening all
around us already. Our goal now should
be to make sure that its benefits are
spread throughout society. m

Stefano Micossi DGIII
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User-friendly government
Berlin officials on the infohahn

“BARKING RATHER THAN ASKING” was how
the Spiegel headed its article of last May
on the training offensive mounted by the
Berlin authorities to curb city officials’
allegedly cavalier treatment of the
public. However, this abrasive manner,
often known as “Berliners’ sharp
tongue,” because of its unmistakable
origins, is all too understandable, and
not just amongst public servants.
One need only think of the many
Berlin taxidrivers who now find their
time-hallowed routes blocked off
by roadworks.

For in no other city is change quite
so painfully apparent as in Berlin.
Take construction: more than 300
building projects now dominate the
skyline, including the largest building
site in Europe, on the Potsdamer Platz.
On the other hand, many international
companies such as Sony and Asea
Brown Boveri are transferring their
European head offices to Berlin, sending
out a clear signal that the city is a good
place to do business. The largest
industrial city between Paris and
Moscow is a hive of activity.....

The local authorities have not been
spared the consequences. The extension
of the city boundaries, the population
increase to some 3.5 million and the
disparities in infrastructure on either
side of the former East/West divide have
brought huge administrative challenges.

Innovative information and
communications technology has
become the order of the day,
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coordinated across Berlin by the Land’s
information technology department
(LIT). And a structural disadvantage —
the outmoded computer infrastructure
in the former East Berlin — has been
turned to advantage in the process.
New IT projects need not take old
hardware into account — with the result
that new applications can run on new
infrastructure from the outset.

The Metropolitan Area Network

At the heart of the new infrastructure
is the LIT-designed metropolitan
area network (MAN). The first
development phase came on stream in
September 1994 — bringing high-speed
communications to sections of the
municipal government and the local
education and research organisation,
linking some 100 locations. In 1996,
Berlin council’s production
network is due to switch to ATM,
with a transmission bandwidth of
155 megabits per second.

Using modern fibre optic cables, the
MAN carrier is scheduled to gradually
provide high-speed communications
link-ups for all Berlin’s government
offices and universities. The lines circle
the eastern part of the city, meeting up
with the existing circuit in the western
half to form a figure of eight.

But MAN cannot live by speed alone:
content is crucial too. That is why
administrative applications planned for
Berlin over the last few years have been
integrated into the network: automated
budgeting, an automated property
register, integrated personnel
management, automated social security
and an environmental information
system. Online applications that predate
the MAN have also been included, for
instance in the fields of crime control
and resident and vehicle registration.

These applications are chiefly intended
for Berlin's 23 district authorities
and, in conjunction with the MAN,
help make government more user-
friendly. The following are a few of
the improvements:

m Departments can now set and
coordinate deadlines electronically.

m Authorised persons can access text
and graphics from any terminal,
regardless of the workstation from
which the data is sent.

m People moving home inside Berlin
need no longer traipse across the city to
obtain specific records and certificates
from their former district authority:
their new authority can access the data
on the network.

m Ideally, one official should be able to
perform an entire administrative
procedure from A to Z. S0 someone
making a claim for benefits at 9 am
could have the entitlement decision
within just half an hour.

For the time being, cross-sectoral
cooperation between departments on
the MAN - on applications for planning
permission for example - is still a
somewhat futuristic proposition.
However, thought is already being given
to how a number of applications which
have hitherto been confined exclusively
to individual departments might be
adapted for intersectoral economic
functions. Multimedia applications are
also to be integrated into the MAN at a
later stage.

A full 6,000 posts are now being
networked for the new applications
alone. By 2002, the number of
networked stations in Berlin council





















There are exceptions. Tetris, an early
Nintendo gameboy involving geometric
shapes, had female appeal.

Women have much better access to
PCs when grown-up and the card game
Solitaire is very popular. This is bundled
with every Windows system shipped and
is rumoured to have helped many DOS
users to migrate painlessly to Windows,
a miniature example of the effect games
may have in schooling people for the
wider range of interactive services in the
information society.

For Europe, the opportunities clearly
lie on the content side. Encouragingly,
the star of this years E3 show in Los
Angeles was Virgin's Heart of Darkness,
developed in Paris by Eric Chahi’s team
at Delphine Sofware. This displayed the
so-called “French Touch,” a cinematic
look and approach to story-telling. Chine
Lanzmann reckons that the opening
sequence — which sets the scene and
hooks the player - is as good as anything
Disney has produced.

There are many games developers in
UK as well, including Rare, responsible
for Donkey Kong and equipped with one
of the finest networks of Silicon
Graphics work stations in Europe.

So far European companies are
optimistic about their prospects. There
seems to be room enough for all
cultures to contribute to the games
themselves. Hollywood is already
contributing but is far from dominant. If
there’s room for Japanese Manga comic
books to inspire games, there’s plenty of
scope for European creativity to make a
strong and diverse contribution to the
global games market.

More impact in future

The idea that better technology will
expand the video games market by
enabling more creative games and
widening the new medium’s appeal is a
recurring one. Last year Sony organised
an enlightening series of presentations
for Commission officials on music,
movies, TV.... and videogames.

“The video games industry is
targeting broadcast image quality,” said
Nick Garnell of Sony Electronic
Publishing, “because greater realism will
enable the market to make the
transition from niche consumers to the
mass market.”

Picture quality delivers impact and
realism to gamers. It is ironic that the
games companies have discovered this
just as broadcasters themselves seem
set to sacrifice broadcast image quality

in order to have more programmes in
the dawning digital era. Broadcasters
currently spurn high definition
television, the ultimate large-screen,
high-impact TV format.

Meanwhile in games, the transition
from simple two-dimensional depiction
of characters and settings to computer-
rendered 3D is well underway. The
relaunch of Nintendo’s Donkey Kong in
16-bit computer rendering was recently
hailed by the press, but is just a
foretaste of things to come since it was
scaled down from an unreleased next
generation G4-bit version.

Gazing into the future from Paris,
Chine Lanzmann reckons that the
ultimate future of video games lies in
interactive broadband network systems.

“On-line will ultimately kill today’s
formats based on packaged media; the
multi-player possibilities of wide-band
are much greater, and that will attract
women.”

This has already begun in a small
way, with the Sega Channel tested on
US cable nets. Games are downloaded
via an insert which replaces the
cartridge in the games unit. Sega has
already reported encouraging results
from these trials. Cable companies were
impressed both by the level of utilisation
and a reduction in churn between the
“Basic” tier of services and “Extended
Basic” containing the Sega Channel.
Meanwhile, Nintendo will participate in
British Telecom’s customer trial of
video-on-demand in 2,500 UK
households this summer... and there are
plenty of games on the Internet.

For the moment, Virtual Reality is
just being as a tool for market
positioning, rather like “Digital” labels
on consumer electronics products
which are mainly analogue but contain
some digital processing.

“True VR is about ten years away,”
according to Yoeri Geutskens of Philips
Media, “It's a matter of processing
power and appropriate LCDs for the
head mounted device.”

He has recently completed an
internal study on video games for
Philips and sketches the changes in the
industry structure that are taking place.
The value chain has come to resemble
audiovisual. Instead of vertically
integrated games companies, there are
developers and publishers just as there
are independent TV producers. Budgets
for games development have soared as
high as $6m and its still cheaper to film
or video certain types of live action than
to synthesise the same thing in the
computer. Hardware is a means to an
end in the console market.

“It’s the razor blade philosophy: give
away the razor and make your money
on the blades,” lie opines. Perhaps it is a
sign of maturity that both Nintendo and
Sega have been criticised for this
approach in a recent report by the UK
competition authorities.

And the video games business is
maturing fast. It’s inconceivable that the
business won't impact the information
society. Already traditional media are
adapting: broadcasters crave
interactivity; MTV's visual style mimics
video games; movies are being edited to
a faster pace for the younger generation
accustomed to the pace of interactive
entertainment. The density of job
advertisements in the games press is an
impressive testimony to growth... and
the promise of interactivity more
broadly.

Amid all the talk of G7 projects, we
should also keep an eye on how the
video games market develops. The
superficial often masks the profound in
real life — just like a strategy game
really. &

Adam Watson Brown DG XIIT - A4

European Commission

200, rue de la Loi (BU9 01/91)

B-1049 Brussels

Belgium

tel: +32 2 296 90 06

fax: + 32 2296 90 09

e-mail: Adam. Watson Brown@dgl3.cec.be

(D Moore’s Law states that the number of
transistors on a chip doubles every two
years or so. The capacity of memory chips
quadruples with every generation, about
every 2-3 years. Computer power increases
inexorably therefore.

(2) “Shape Shifter,” interview with Mike
Backes by Ron Martinez in Wired, April
1995.

There seems to be room enough
for all cultures to contribute to
the games themselves. . ..

If there’s room for Japanese Manga
comic books to inspire games,
there’s plenty of scope

for European creativity to make
a strong and diverse contribution

to the global games market.
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In order to answer such questions, a
European consortium was formed in
1992. A European project was the
preferred approach to develop this
technology further, because it holds the
best guarantee that this breakthrough
will first and foremost be of benefit to
European industry.

Major European industries active in
the fields of magnetic storage and field
sensors, the discoverers of the GMR
effect, and groups which are highly
specialised in the preparation, analysis
and magnetic properties of artificial
materials based on layers with atomic-
scale thicknesses are all involved in
this project.

Philips, Siemens, Thomson, KFA
Jiilich Research Institute and the
universities of Paris-Sud, Erlangen,
Eindhoven, and Louis Pasteur at
Strasbourg are collaborating on the
project. It is called Study of Magnetic
Multi layers for Magneto Resistive
Sensors (SmMmS), and was launched
by the Long Term Research Unit in DG
[II-F of the European Commission .

At the international 1994
Intermag/MMM on magnetism in
Albuquerque, New Mexico Philips
presented the first very promising
results on read heads for tape recording
based on GMR materials. These new
sensor elements were shown to be one
order of magnitude more sensitive than
comparable single-layer sensors.

At the same conference, IBM
presented first results on GMR-based
read heads for hard disk recording.
Japanese groups are also very active in
this field, and the companies Fujitsu,
Hitachi and NEC have presented
GMR-based read heads at the
1995 Intermag Conference in San
Antonio, Texas.

The future

In addition to digital tape and hard disk
recording, an important potential field
of application of heads based on GMR
materials is found in linear digital video
recording. The present analogue VHS
recording makes use of the so-called
helical-scan technology, which is at the
moment the leading edge of tape
recording in terms of performances.
However, it will probably not be able
to cope with the huge data rates
for high-definition digital-video
recording at a reasonable cost and
with sufficient reliability.

To make linear digital video
recording, an attractive alternative,
considerable technological advances
are required, including a reduction of

track width, an increase of signal-to-
noise ratio, and an increase in the
number of tracks that can be recorded
and read in parallel.

GMR devices can also be used in
many other products where magnetic
fields are used, such as in cars and in
robotics. They can be made lightweight
and very small. For example, MR
Sensors are very attractive in
automotive applications for anti-lock
brake systems (ABS).

The use of the GMR effect could lead
to a further miniaturisation. Its main
advantage, the increased sensitivity, may
thus be used in different ways: in data
and video recording to increase bit
densities, and in sensor applications for
further miniaturisation. The advantage
of the use of the GMR effect in the
Digital Compact Cassette, where the
recording format (track width,
bit length) is standardised, is in the
reduced power consumption of the
recording head. This is of particular
importance for portable, battery-
powered equipment.

It is expected that GMR will be
introduced in hard disk heads by 1997.
The total sales are estimated at 180
million heads per year at a price around
$8 per head. Assuming then that GMR
will be used in 5% of the heads in 1997,
the market of GMR-based heads will be
$70 million. The increase in market
share, and the increase in the size of the
market, could bring the market for GMR
based heads in 1998 to $200 million.

The European home electronics
market

GMR applications

To illustrate the potential for GMR
uptake in electronics, we need to look at
the home electronics market. Let us first
define this: it encompasses the home in
the widest sense, including both home
business and consumer use (households
activities, education, games, etc.).

Underpinning these new and
emerging markets is the basic
demographic structure of households in
each country.

There are more European
households (135 million) and people
(365 million) than the 253 million people
who occupy just under 97 million US
households. In fact, in the five largest
countries in Europe (France, Germany
(West), Italy, Spain and the UK) which
form the focus of this report, there are
nearly 300 million people living in more
than 100 million households.

However, the US national per capita
income of 17,145 ECU is greater than
that in the Member States and 70% more
than that in Spain where it is only 10,170

ECU. This difference in national wealth,
coupled with a much larger
homogeneous market where household
‘brown’ goods and now computer
equipment suitable for the home have
always been less expensive, has
contributed to the greater penetration
of appliances, equipment and services
in US households.

Whereas 88% of US homes own a
VCR and 35% rent at least one video
tape per month, the comparable figures
for Europe are 64% with VCRs, but only
22% rent with the same frequency.
In Italy for example, only 46% of homes
have VCRs and less than 5% of these
rent “top-ten” movies on a regular basis.

Few fax machines are found in
European households. Germany with
1.3 million home faxes has twice as
many as any other European country.
They are located mainly in home offices
or where employers have funded
equipment for teleworking.

By far the most interesting electronic
device to be found in the households is
the PC. Already 35% of US homes have
PCs installed and nearly all of them are
IBM PC-compatible or Apple
computers. By contrast, in Europe
where the UK has the largest percentage
of homes with computers (22%), only
12% of these are old multifunction
machines like those of Atari and
Commodore or UK-specific computers
such as those made by Sinclair or
Acorn. In [taly, 12% of households have
IBM and Mac-compatible PCs (but again
an extra 5% have only Ataris or Amigas).
Germany has a 15% penetration and
France has 13%, but with negligible non-
business compatible machines and the
highest percentage of Apple systems.

The emergence of the interactive home
CD titles are compact discs containing a
software application that allows a user
to interact with a particular mix of text,
graphic, image and audio content that is
stored on the CD-ROM. The content
could be a game, educational or
reference material, a simulation of some
real or fantasy environment, musical or
visual entertainment or a set of tools for
a work-related task.

A suitable multimedia platform is
needed to play back the content of
CD-ROMs. Many alternative home
platforms have been proposed, and a
few of these now have a sufficiently
large installed base to earn the attention
of publishers.

CD titles are important because they
will provide the first real consumer
market for multimedia technology.
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s developing user-friendly author tools
for publication on the Web;

m marketing and publicity guidance for
new supports (CD Rom embedding,
designing publicity campaigns on the
on-line services, etc.);

m Cyberpublishing on the Internet
(defining and using communities of
interest, royalty problems, etc.).

Among these niche services, a
number of recently launched companies
specialise in software localisation, the
adaptation of multimedia products for
different language markets. This is more
complicated than dubbing or subtitles
for the traditional audio visual products.
It involves the translation of text files,
and in addition it frequently requires
reformatting graphics and even the
cultural (or pedagogical) adaptation of
content. Such SMEs have so far mainly
made a living by localising American
products, but in recent months they
have developed crucial skills in
localising European products to
economic conditions outside their
original language market. All of the
companies we encountered (ME&TA,
Translingua, etc.) said that they were
now diversifying their activities in that
direction as exportable products
appeared on the European market.

These niche services, scorned by the
major operators as a cottage industry
and, on the other hand, talked up in the
magazine The Net as the basis for a
service industry which meets a demand
not satisfied by the major operators,
collectively represent a considerable
economic interest.

Given the predictable explosion of
such services (Paul Kagan Associates
estimate that the market for equipment
for the commercial use of the Internet
in the United States alone will be $700
million in 1998), the question is whether
these SMEs will be able to stand up to
the following:

m the inevitable appearance on the
scene of the major operators such as
Hachette (which is already positioning

itself as an Internet service provider)
and Bertelsmann (whose subsidiary T1
was offering turnkey solutions for
businesses which want to get into
electronic publishing),

m the predictable explosion in Europe
of commercial on-line services (offering
private individuals simplified access to
the Internet and one-stop shopping for
business users to set up and manage
their electronic store fronts),

and above all

m the arrival of the telecom operators,
the natural intermediaries for access to
commercial and public applications of
the Internet.

Localising American products versus
European production: towards a new
balance?

At the last MILIA American multimedia
products completely dominated the
scene. At the Frankfurt Fair, in sharp
contrast, European content was
strongly in evidence with the vitality and
power of the distribution of the German
multimedia industry well to the fore.

A rapid analysis of the catalogues
of CD Roms available on the
German market showed that it is,
effectively, divided into four equally
important segments:

m 25% non - localised American
products (original versions);

m 30% American products localised
for the German market (much higher
than the average for the other
European countries). This percentage
demonstrates the language resistance of
the German public, reinforced by a long
tradition of dubbing traditional
audiovisual products. In the sector of
specifically ‘edutainment’ products the
percentage localised is close to 100%;
25% original German products, and
20% European titles localised for
the German market or in the
original version.

As compared with other European
markets, the strength of the distributors
in the field of electronic publishing, as in
traditional publishing, is the major asset
of off-line multimedia in Germany, and
they operate aggressive distribution
strategies:

m catalogue sales of CD Roms are
general with bundling (packaging
several titles together);

m samplers have become common:
demonstration CD Roms which offer the
option of unlocking the programme on
payment by correspondence;

m the advanced migration of
distribution circuits from software and
computer shops to libraries and
supermarkets;

m various remote loading projects for
multimedia software via digital
television decoders (Premiere, Sega
Channel);

m the creation of integrated marketing
lines on the model widely followed with
edutainment titles in the United States
(Club Kid Soft, etc). Thus Fun on Line,
a subsidiary of the Egmont group,
launched at the Frankfurt Fair, includes
a monthly cyberculture magazine for
children, Fun on Line; an on-line
service specially designed for children
(with supervision of the content,
parental control and preset limits on
charges); a centre for CD Rom tests
done by panels of children and parents;
rapid order circuits (impulse purchases)
for software by on-line remote loading
or de-blocking CD Roms.

As a group, the distributors and
producer-distributors we met
(Klett/Heureka; Bomico; Burda
Interactive; Markt & Technik; Cornelson
Software; Ullstein Soft Media)
confirmed that, in their opinion, the
American products suitable for the
German interactive multimedia market
will be progressively replaced by
European products and particularly by
German titles.

Despite the “quality tyranny” of
numerous transatlantic titles (Myst,
Carmen Sandiego, SimCity, KidPix,
Grolier Encyclopedia), those we spoke
to all expressed their determination to
increase the proportion of German
products, which are preferred by the
public, in their catalogues. Cornelson
Media, for example, which localises
Broderbund and The Learning
Company edutainment titles for the
German market is planning to double its
own production of German titles next
year. Ulstein Soft Media, too, which
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since its establishment 18 months ago
has been mainly occupied in localising
popular science titles (Red Shift), is
actively reorienting its activities towards
European titles.

In both cases, these developments
are occurring despite the problems
inherent in producing multimedia titles
in Europe emphasised by those we
spoke to — the excessive demands of
European copyright holders based on an
over-valuation of the electronic
publishing market, the surcharge for
multiple localisations and the absence
of venture capital. The same policy is
being followed by the multimedia
subsidiaries of the major groups such
as Navigo (Burda), BMG Interactive
Entertainment (Bertelsmann) and
D&K Interactive (Dorling Kindersley).
Each of them, at Frankfurt, launched an
ambitious catalogue of European
titles covering all sectors of multimedia
publishing (games, reference
works, edutainment, science, medicine,
finance, etc).

Lastly, as a sign of the globalisation
of markets (and the difficulty of
applying geographical criteria in the
new digital environment), the Frankfurt
Fair demonstrated the growing
importance of international co-
productions (such as those announced
by the Voyager Company, based in both
New York and Paris, with a series of
European developers), and the
creativity of new financial and
publishing assemblages (like the
remarkable children’s CD Rom The
Journey of Thomas Blue Fagle
produced in Singapore, based on a text
by a Sioux author, by the Franco-
Singaporean CD Rom publishers TG
Media/Daichi, premiered at Frankfurt
and relocalised in France by Nathan.).

Technological innovations:
user-friendliness and empowerment
Unlike Telecoms 95, the Frankfurt Fair,
was primarily devoted to content.
Nonetheless it offered an opportunity to
confirm the impact of technological
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innovations which are crucial to the
democratisation of multimedia
production.

Voice recognition. Several competing
systems were demonstrated (IBM Voice
Type and Dragon Systems Dictate) and
confirmed the high performance level of
voice recognition technology. Voice
recognition has emerged from the
laboratory and the realm of science
fiction and is now securely anchored in
commercial reality, particularly in the
production of interactive applications.

Intelligent software. Adobe Systems
demonstrated its powerful Acrobat
communications/PAO software for the
Internet and two new programs,
Pagemill and Sitemill, were introduced.
They make it possible to create pages
and sites on the WWW from traditional
PAO software without using
HTML language, a confirmation of the
growing user-friendliness of author
communications tools and their impact
on the development of commercial
Internet applications.

Commercial on-line services take off

in Europe

Officially launched at Frankfurt and
commercially available in Germany
from 1 November, the AOL/Bertelsmann
service marks the start of on-line
commercial services in Europe. It also
confirms the remarkable progress
achieved in the content of on-line
services and their accelerated
development in the direction of services
related to on-line video. AOL Europe
consists of a number of areas (AOL-US,
AOL Deutschland, AOL-UK, AOL France
initially) and is distinguished by its
particularly user-friendly interface
(more akin to TV or video games than
the traditional on-line aesthetic), its
visual richness (AOL will be fully
available on sites in an ISDN/modem
160,000 baud configuration), its use of
European languages and the presence of
a rich European content.

Like MS/Net, regarded as its chief
competitor, AOL/Europe also offers a
unified environment characterised by
seamless navigation between the on-line
and off-line applications, the various
proprietary areas and the Internet.

The central role of the Internet

In addition to on-line services, the
Internet dominated the Frankfuirt Book
and Electronic Publishing Fair, just as it
did the Geneva Telecoms 95 Salon in the
preceding week.

The Internet was central in
discussions of the future of publishing.
There was open conflict at Frankfurt.
On the one hand, the publishers argued
for the “industry’s experience in
organising information,” know-how
“without which neither traditional nor
electronic publishing could exist.”
(A particularly vocal representative of
the publishers even went so far as to
suggest that academics should stick to
managing their departments rather
than experimenting with publishing on
the Internet).

On the other hand, the proponents of
cyberpublishing stressed the
“revolution” involved in publishing on
the Internet. It replaces the traditional
mass or niche publishing markets with a
new reality of communities of interest.
Internet publishing “represents a
challenge to both authors and
marketing specialists.”

In that context, the alliance between
EUnet, one of the principal access
providers to the Internet in Europe, and
Open Book systems, an Internet
publisher based in the United States,
illustrates the interdependence between
network operators (who need content)
and content providers (who need
access). Open Book Systems and EUnet
launched the publication of Nelson
Mandela’s autobiography at Frankfurt. It
was accompanied by a vast body of
graphic, sound and textual documents,
accessible to and enrichable by users.
This is a demonstration of the trend in
traditional publishing towards
distributive publishing, “From Copyright
to Cogniright.”

In economic terms, the growing
significance of the Internet in European
publishing was confirmed in Frankfurt
not only by the involvement of the major












The development of Venus has
been partially funded by the
European Commission under
the ESPRIT lll programme in the
area of Information Processing
Systems: “Applying Formal
methods to Realsize Object-
oriented Designs In Technical

Environments’ (AFRODITE).
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different tanks. In this respect, the
definition of a loading condition of the
vessel, so that it takes a specified (or the
maximum) cargo quantity and meets
the operational constraints, is a
combined minimisation problem.
The objective function is based on
stress considerations, while fulfilment
of International Maritime Organisation
stability requirements, as well as
the practical limitations of a given trip,
also have to be taken into consideration.

Plainly any software dealing with this
issue needs to be highly reliable, as not
only are substantial economic interests
at stake but a group of users for whom
complete reliability and trustworthiness
would be the most important criteria
when considering whether or not to
use ANKO.

Automatic load optimisation system

The searching employed in the Load
Planning is essentially a generate-and-
test algorithm combined with a
constraints propagation technique.
Explicit and “hidden” engineering
criteria are used to guide the search
by the use of backtracking where
necessary. Once a feasible loading
combination has been found, then a
classical constraint optimisation
technique is used to find a local
optimum, ie the best possible solution
to a specific localised problem.
Comparison of local optima results in a
“global” optimum for the given set
of constraints. The Load Planning algo-
rithm used has proved to be extremely
efficient and impressively stable.

The system is designed to give —
within seconds - reliable answers to
everyday practical problems of loading
tanker operators. It accounts for one or
multiple grades of cargo and any
number of different vessels.

Vessel segregations (ie the groupings

of tanks within a tanker) can be stored

permanently and/or deleted, if neces-
sary. After the definition of grades,
quantities to be loaded and operational

constraints, the system automatically
selects from among the different
segregations and displays those suitable
for the case under consideration.

For each particular trip made by a
vessel the user can specify a number of
conditions or restrictions, namely:

m the quantity of cargo or quantity per
grade, or an instruction to the system to
load the maximum possible cargo from
one or all grades.

m the bunkers, either as a total or their
distribution in the vessel tanks,
whichever is available)

® as an option, the maximum
allowable ballast quantity to be loaded
m the APl (American Petroleum
Institute) loading temperature per grade
of oil, (the system has built in the tables
of the American Society for Testing
and Materials and the Institute
of Petroleum)

= the need for the compartment(s) to
remain empty, or a prohibition on the
system altering the loading
of compartments

= draught restrictions, if any, and
desired trim and trim range

® maximum desirable operational
shear force and bending moment for
the vessel, as a percentage of the
maximum ailowable

m water density (which varies
according to the presence of chemical
or minerals eg oil, or the mix of
freshwater with seawater, as in brackish
coastal waters)

The system then carries out an
exhaustive search of alternative loading
scenarios with different cargo segre-
gations (whenever applicable), and
gives loading arrangements which can
first make the best utilisation of the
available capacity per grade of cargo
and per vessel trip; second, result in
minimal stresses on the ship’s hull; and
third, fulfil all the given criteria and
operational restrictions. All the
necessary vessel-related information re-
quired for load planning is included in
the system.The software system
also provides a wide range of utilities
to the user.









Yet all around us what is happening
appears as more of the same. Costs are
cut and people seem to be working ever
harder rather than more effectively.

Are the new techniques and
approaches mere fads, or simply
excuses to sell a new generation of
consultancy services? Could their
application actually enable people to
‘work smarter’ rather than just harder?
Could we use them to create new
businesses rather than merely slim
down old ones?

While people struggle to keep up
with an unending flow of corporate
initiatives, there are also various
emerging technologies such as EDI,
multimedia, virtual reality and
inter-active television to consider.
How could they enable us to operate
more effectively? Do they necessarily
favour the large enterprise over the
smaller business?

COBRA

To answer these and other questions,
the European Commiission asked a team
of over 20 experts to examine what is
happening across Europe with the
actual application of BPR, emerging
technologies and other means of
corporate restructuring. The project
was called COBRA - Constraints
and Opportunities in Business
Restructuring: and Analysis. The results
of this year-long project have just been
published by Policy Publications as ‘The
Responsive Organisation: Re-
engineering new patterns of work.’ (D

The COBRA team examined more
than 100 examples of European re-
engineering projects. ‘The Responsive
Organisation’ presents a holistic
methodology and tools framework that
synthesises the experience and lessons
for re-engineering practice and new
ways of working, along with 21 detailed
case studies and various briefings,
including notes on 101 specific tools
and techniques.

So what did the COBRA team find?
Overall, most applications of BPR are
concerned with the improvement of
existing processes and relatively short
term savings of cost and time. They do

tend to involve layoffs and ‘headcount
reductions.’ It is little wonder that a
growing number of organisations are
seeking to avoid the use of the
term BPR in view of its negative
connotations.

In the main, the perception is that
BPR is ‘done’ to people and they are not
sufficiently involved in the process. BPR
projects tend to be ‘top down’ and to be
driven by organisational imperatives.

Relatively few BPR projects involve
‘green-field’ exercises, new ways of
working and learning, or result in
the development of new strategic
capabilities or the creation of new
markets or services. Most initiatives
concern business and support
processes rather than direction setting,
management or learning processes.
Goals such as improving the quality
of working life, ‘taking the heat off
people’ or creating more creative
cultures are few and far between.

New models

It need not be this way. For example, the
COBRA team found that substantially
greater involvement and participation
can significantly improve the
acceptability of BPR outcomes without
necessarily increasing the
implementation time. There are also
many options for radically improving
how we can access, develop, harness
and apply the commitment and talents
of people:

There are new models of organ-
isation such as ‘virtual corporations’ or
‘network organisations’ which could be
adopted and which are more flexible
and responsive than the relatively
bureaucratic forms we have inherited
from the past. While they present new
management challenges, they may be
‘more fun’ for those who work within
them, and hence more conducive of
innovation and learning. They can also
enable smaller organisations to
successfully compete against those
which are much larger.

Rather than stop - as most BPR
exercises do - at the boundary of an
organisation, they could embrace the
whole supply chain. ‘Network re-
engineering’ focused upon the supply
chain and with an emphasis upon
changing how organisations interact in
the marketplace, has enabled radically
new services to be introduced without
necessarily turning the worlds of

existing employees upside down. It can
also create new opportunities for small
and medium-sized enterprises to
cooperate and collaborate.

Of course processes can be re-
engineered. This is the ‘territory’ of BPR,
but most re-engineering exercises fail to
take account of new ways of working
and learning. Processes are changed but

There are many options for
radically improving how we can
access, develop, harness and
apply people’s commitment and

talents.

generally not how, when, where, and
with whom people work and learn - the
keys to liberating more of the potential
of people. The re-engineering of learning
processes rather than of current
business processes generally has more
of a long- term and strategic impact —
when it occurs, — which is surprisingly
rarely, given the amount of rhetoric
devoted to the learning organisation.

Patterns of work and approaches to
learning can be, and are generally,
changed quite independently of process
re-engineering, and the appropriate
introduction of a new way of working
or learning can have a much more
significant impact upon performance
than ‘improving processes.’

On the whole, new patterns of work
such as teleworking are much more
favourably regarded than BPR. Often
the people within organisations will
press for them. They are more likely to
be viewed as offering benefits for both
an organisation and the people who
work for it.

When properly addressed within the
context of a BPR exercise, new ways of
working can greatly increase the value
and acceptability of re-structuring
and re-engineering outcomes to both
an organisation and its people.
The methodology in ‘The Responsive
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