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The ultimate goal of computer communications is to
overcome the distance barrier between people, to the
extent that one can be virtually ‘present’ in another place,
whether that place is real or virtual and to interact with
remote people and objects as in the real world. While
technologies such as digital audio and video and the
internet have realised this objective to some limited extent,
we are still many years away from having the ability of
being virtually present in a distant location.
In this Special Issue, we review the current trends and
latest developments in the field of collaborative
multimedia
applications
in
technology,
mainly
emphasising the collaboration aspect: the ability for
remote users to perform synchronous tasks over the
network, as if they were present in the same location.
We start the Special Issue with the paper by
Petropoulakis and Flood, where they describe the design
and implementation of a general purpose collaborative
environment. This is followed by Wolff et al.’s work,
which is a review of telecollaboration technologies,
specifically from a closely-coupled collaboration
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perspective. In the next paper Gorman et al. present a very
detailed engineering discussion about using Java to
implement synchronous collaborative systems for
distributed virtual environments, followed by Liao and Li’s
discussion about the challenges and solutions for
managing voice dialogues, between many users, in
collaborative virtual environments. The next paper by
Peyton et al. uses collaboration technology to address
security issues for accessing sensitive data, followed by the
paper by García et al., which presents a collaborative
multimedia environment for teaching of chess. We then
finish the special issue with three papers that focus on
upcoming methods and technologies for collaboration.
Roczniak and El Saddik propose the idea of a qualitative
reference framework for incentive mechanisms in Peer to
Peer networks, while Miners and Basir discuss the concept
of expression and using it to increase the quality of teleoperation. Finally, Boukerche et al. use haptics, which is a
media that deals with the human sense of ‘touch’ and ‘feel’
and propose a prediction-based technique to improve the
quality of collaboration in virtual environments.

