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Abstract

Global internet population is estimated to top over 3 billion in
2016, bolstered by the widespread adoption of smartphones, enhanced
internet environment, implementation of 10T, and the rise of emerging
technologies such as VR (Virtual Reality), AR (Augmented Reality)
that bring a brand new entertainment experience. With the internet and
new media being important means to distribute digital content, a
complete transformation has been found in hardware specs design, user
interface design, service and application’ models, and consumer
behavior to unveil new entertainment possibilities.

There are going to be over 26 billion connected devices by 2020,
according to the statistics released by Ericsson. In time, the world will
have over 9 billion mobile users, 6.1 billion of which will be
smartphone users. That is, 90% of the world's population aged over 6
years old will have a smartphone. Smartphones have become the most
popular connected devices nowadays. Hence, mobile multimedia
services based on fulfilling the demand of mobile users in the working,
learning, living, and entertainment aspects have gained increasing
attention to ensure high levels of customer satisfaction and loyalty.
With the smart 1oT (Internet of Things) becoming a reality, mobile
users can expect the proliferation of real-time, interesting, and
seamless services through their own connected devices over time.

This book provides an overview of contents and applications of
the smart 10T environment and focuses on the development of global
major telecom operators and ISPs (Internet Service Providers). Also
included are issues and best practices of multimedia and commercial
applications. Furthermore, this book also provides insights into
development, trends, and issues of the industry with an aim to pinpoint
possible innovation directions for companies to consider when
planning future investment strategies.
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