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| PREFACE

This book, my first, was written under fairly difficult circumstances.
The project coincided with the birth of my second child and first daugh-
ter, high-pressure project deadlines relating to the Aqua streaming
media encoder, the building up of a business with only bootstrap
finance, a near-death experience and dealing with the negative conse-
quences of the September 11, 2001 atrocity, the U.S. high-tech recession
and the Nimda virus. I am particularly pleased to have completed this
book during all of that.

The book’s content may strike the reader accustomed to technical
books as somewhat unusual, since there are chapters dealing with the
social, political and business issues relating to the technology. The rea-
son for including such peripheral information is that I strongly believe
technologists ought to understand their technologies within a human
context. If a technology does not serve humanity and improve people’s
lives, what justification is there for its existence?

Scientists and engineers must take responsibility for what they
thrust upon humanity. I have never agreed with technologists who hide
behind the beauty of their creations in order to avoid having to confront
the problems their technology creates. I also cringe at business decisions
made solely on the basis of technical argument, without some basic
understanding of the people the technology is for, what it will do for
them and why they might buy it. Only by understanding the context
within which a technology will exist can technologists make sound judg-
ments about how to shape their products, fashion the features and cre-
ate solutions that are relevant to people’s real lives. Too many bad appli-
cations and products get made because the designers don’t take into
account the context of their work.

Technical books that failed to give the “big picture” have always tend-
ed to bewilder rather than clarify. The old adage of not being able to see
the wood for the trees always applied. I have endeavored to set my own
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explanations of streaming media technology against a background of the
issues surrounding the technology. I hope that my peculiar and particu-
lar viewpoint serves to illumine the process of demystification.

The book could have been very much longer, since there is a lot of
ground to cover in explaining everything about streaming media. Conse-
quently I have, in places, reluctantly resorted to sketches rather than
detailed examinations of various aspects of the technology and medium.

This is a fast-moving technology, so I expect much of the book to date
very rapidly. By concentrating on the underlying principles rather than
the specifics of various current sclutions, however, 1 hope that the work
will serve the reader for many years to come.

MicHAEL TopIC
Ripley, Surrey
michael.topic@imag-eng.com
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