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Practice! YUBIMOJI AIUEO for Japanese Hand Language Learning . . . . . . . . . . 114
Takao Terano, Fusako Kusunoki, Yasushi Harada, Miki Namatame

The Bush Telegraph: Networked Cooperative Music-Making . . . . . . . . . . . . . . . . 120
Rodney Berry, Mao Makino, Naoto Hikawa, Masami Suzuki

III Art, Design, and Media

Live Role-Playing Games: Implications for Pervasive Gaming . . . . . . . . . . . . . . . 127
Jennica Falk, Glorianna Davenport

Animating Conversation in Online Games . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 139
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