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1 Introduction.

This book constitutes the refereed proceedings of the 12th European
Conference on Ambient Intelligence, AmI 2015, held in Athens, Greece,
in November 2015. The 21 revised full papers presented together with
5 short papers were carefully reviewed and selected from 48
submissions. Over the past 20 years, the vision of Ambient Intelligence
has gradually materialized into a plethora of technologies and devices,
which are being introduced into almost every aspect of everyday life,
thus affecting our abilities, activities, behavior and in the end,shaping a
new way of thinking.


