uboooooboooooboooon

IPSJ SIG Technical Report 20030 UBIO 20 O (3)

20030 1100 18

Jooododgoobogn
—guooogogogguog -

oo oot

ob: 0000000000 o0o0ooooo0oooobooooooobooboboboboobo0oooooooon
gbobooboooobooobooobooobooooobobooooboboobooobooobooonoa
bboooooobooooboboooobobooooboooooobobOoooooboooooo
gbooooooooooooooboooobooooboooboooboobobbbobOooobOoboDbO
boboooodboooooboboobooboooooboobbooobobobooboboooboooa
gboooboboboooobooooooooboobooboboooooboobobooooboobobbobooonoo
goobooooobobboboooooooboooooooobooboooboboobooobobobobbonoo
goobobooboooboobooooboooooooooooobooobobbooboboooooooDo
gbooboooobooboboooooboboooobobobobooooboooooooooobo
goboobobooboobobbooobOoobobobooooobooooobooobbobooboo

Ubiquitous scheduling for eluding social congestions

Kazuo Miyashita

Abstract: In this paper, the author advocates an innovative application of scheduling methodology
to the emerging service, which is named as “social coordination” in the ubiquitous information
environments. In the expected ubiquitous information environments, most of the people are assumed
to have or wear some computational devices which can send and receive information among other
devices in their proximity. Currently a typical service proposed in such an environment is information
provision adapted to each person in a specific location. The service is supposed to increase a single
person’s convenience. However, a new type of service (“social coordination”) is also possible for
increasing group’s conveniences in ubiquitous information environments. In this paper, the author
explains the concept of “ubiquitous scheduling” that eludes congestions in the society by scheduling

people’s activities efficiently and rationally.
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