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B4 S35 3 ASHDL e BFHY QAT BE
AEAZO) Fo13 B Aealed ALHES $E, Fas
& QusE Yhoin. BT AgAs) aFe U s
o Ou A% 44 2R 4 o AR 8L sAE
Aol AV, oldg 270} hestd B ATFE ‘W]
A SAla% e AANT. ALY PHe A o
4% 4 2:9¢ 58 Brblowing’ & AHHe A3
‘o AEAE AAH, olRe H 7N Aoz Aug
Qo A WAL 19$ 29 T2adelw, £ WAE o
o= Hae Agels, A WAL olobrlE WAske e
By Holg. 1 Azz, ¥ AT0N ALY PUS| IF,
Ak ABE Ko} UBFol2 el ARHYeD $8Y
+ 3188 gAaR. ~

(Abstract)

We commonly use the computer interface as a generalized
form. However, the requirement of the user various and
some users cannot apply the general circumstance. For
these requirements, this research suggests the non-verbal
communication. The suggestion is that blowing with the
mouth in human behavior applies to the interaction of the
computer This was offered in three forms. First, drawing
application; second, the arcade game; third, the interactive
book. in condusion, we confirmed that the suggestion of this
research could be effectively used for the development of
the human computer interface.

. (Keyword)

interface, interaction, communication, HCI,
gesture, multi-modal, non-verbal
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1. N2

[

N

A 2 F2¥ PHWHAF 828 FIF ZFL Yo
el HAE ol A= A9 A e FA ¥
Folr| 3L k. A AW, AYE vAPN FEE 3
T, F=Pg Fan A48T 931, S 5o A g

telg EEG IR Aelr)d) b AdLFoo

1.1, o1 HiH

QejmTio] BRNA AEAEL B 4aFee 38E 7L
AA gk olNY T FEALo wis) AHAE vt
£ Aojste Wie &F)d A 2A d&In e Ao
Apdolt). Qzts} QIzte] A AEOA AHEHE oA 714
dHlo] mgolg Aojdhe ARAME AHE F U0, &
ozt #E5o e AYY HF5E Foln YoMe F o
Z Qe FA A7t 7ks E Aotk

22 AEH AFE Alolg 21 7 Rl gig] o]op
3 o), ABsIEC] FojGUNtT F2e 2F A8 U
o} 2(Graphical User Interface)E w-&¥c}. GUIE 197147
of AZd ASA(Xerox)9t ololE(MINE HIRE oA A
FAo AYPH A7, TR 1984d 2E|H F(Steve
Jobs)oll 9J&) e wi)EA](Macintosh) ZHFEle] ) Ut
JEo] A3 =N WMac)e] MEZE AR EHo]~
(User Interface)y= A7t ZAFE Alold] ¥ # o] (Human
Computer Interface) AA)0) B& W3}E &3 b 2o} ¥l
T BIAR 1 F AZHD Aol ofF A= g BE
t. 2 ¥ B tE HAFH YAEo| AS(Apple) FUE A
Ag 2 dzpe a8 AR R

ABNA JNAE FY AHEEY) 4A BEe AT =YL
AFE g Aol AEshe A4 F&& B8 £94
A PANE AMshe | 23 gk Bo U A
£ s A5AHA Ay gRQ(EES] gAde 23e
5ol 242 AFHD AEFeA fok gaejdst F@A
&Zolg BE o WA RFE A4 ug 7% EAE
(89 A, 22 =7e =) 443 g9 AAY AwH
£ AHgdhe 9= @A HES FEE A2 FFH Ao
aey JEolae Be3 AFE B EEF e A0
of et 2RL A4 Az, AFE Al U T
Aol 71774 A2t AL QAFEE BEE Gtk

AAe AFEE vl H(nonverbal) FE g} FHAA
43 B 9 REGAE gouA Rdx A9 AR
‘non-verbal language’s] th& 21413 A)d] gt2e AHHo]
& B2 AX|(device)7} w|E3}7] wolch FF e olx
OA99 EX& o & 23d¢ WEAY, o ¥ 8% 1
A a3y Y B $9 2YFHA FEo] o} AF
HE g AAE A TER, AANA BLF Ao
RQIANE ¢A &1, Ehzlel Big ol Ao
AHEAES ke Reoltk AFE/L A9 vAE % Aol
£ 7Hol dTAY At Fiko] BEoA 0} ke ol
ohe}t Bk B2 qztel EAE o F ojof Pohe @

oltk. ol kel AREE A Slol F o HAFE
F78 7he ol ge &7 @ HHd Holnh (33 o]

HUMAN
|
2 @
-0,
o =
w
>
mE) = z : %
MACHINE

(32 01] At HRElS] ABEBUA ABSIE MAB Cht Mg

12. 9 B .

ol 2L WAL ko] o] ]9 TE& HH WY
(gesture, sound, temperature, visual, touch..)&& 3 79|
AFolz A2 YAAES dde AT FRAE A
o)z, o] Ut} HAFE Ateld] 528 (Human Computer
Interaction)e] A& 8 Be o) o] AFe) SHolnk

Ci&el ole{m|ojA (Multi-Modal Interface)

AFELS A4 IRt R =78 A 2
EogdA A&, Y, o] sgolo] F& 2AT FYdXe
Z, $4, Zold § HE g TTE & o] EFES
e 233 Yoo ne} AYHoE FAHL Zo] 247
o BMRE AREE YA} 2F A IR G =72
AT $EE UE ARER olepE W, B 3, F
, &3, A4, A% § 98 A e AgEd gy
AFEHNE 2E 29 Y EHL Y APAY F 7t
A wrge] 84 (keyboard, mouse)7t 2AX i}, THef
AFEH7 44 o B8 F79 49 5A 99, o€ ¥
g oFg YA =3 HasA 8 Aol AdEo AR
HERE re g F3e dAY §9F AHAAE A
£3joF gike Favt 2 olfd Aok 2 AR, FBE A
TEo] AFE AYNE nx ofFA diF glo] FHY £
o2 geo. ek AFEHIL FA AR £ e 48 7t
A AFYA)A 2'd(communication channel)g FHIFTHH
o] AYES 5, AHEAS} AFET}L /1R Adold S 7)7]
22 Jug Fdstn Fd £ UAY, s ARYA
¥ e REINAY WA ARE T AdoA ATY
= A& Aot

oldd aAd wel Y2 AeiHo|2E ks HAol
€ o 28 At A71gd

AA, JEiol29] AEE A3 ofwd Y5 -E(interaction)
o] &4 AR :

A4, 389 23RS oud 24, A4 98 ARt
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A4z d3c AHe wEd & YR

AR, H8d FEE oY AR PP22 ABAA
ANNE F A2

Yid, AR oY HAo] M2 F_E WSO UE A
& opdsp?

old AFEL Aeuol2st At} AFEH AAY Qo
24¢ wpele Aol ot M2E F4 o&s] d@ &
goz §34 A $8HT 4o GiA HEHolof ¥t
€ & g3E Aot

13, 47 e
2 A7 g Ygoze BA AT AYe 45AES
35 Aze AHuol2Y BeAe oz FAHA
A4E A% dEAcl2g 712e AN, 1 BeEe A
E80. g8 AEAQ Eelol Bt ol A5 Az B9
9 7o) BE 71478 EAE AEST ol ez ¥ 7
9] eHprototype)@ AT shATeZ o)dF Uesiol
2 tAel wae] 9% $89 sFsAe Yt 3 9 7
AR A7y 2 WS ged Bk

A, ol& 715 A AF(gesture)} IRE FH AR
g zlol9 7154 AE (4F AA(sensor)] o] & 7HsA)
E4, Hgdol3y rlAaE(non-verbal communication) ol
49 4 9le 7154 HE

AA, AEFD A 1 AL g Aoy B3 AE (2R
aYe] FA(storytelling)$} 33 & (interaction) e} E}Z4)

2. 28

"-pale] Q] s o] MNinterface) & GFYHY Hologk AdE
g o4 Z79 75, g8 A¥F B4 Fo yat g
9 A& Yo A7 gE Holg"

Nicholas Negroponte ‘BEING DIGITAL'

London, Hodder and Stoughton, 199, p159

21, 3 a2 24

At FFE AtoldlM A (input)old, HolEHE HFEHZ
B3 7|Bshe AE 93 AFEHY ERFoE F3AE
7] S8 AR 289 =g AFE 94 e
Yoz Hed & qlojof gt

2871 A& AHgEE e dEAAE A JIR=ER R
£ 894% 993 (discrete entry device)s} oF$-2L} Folx
g 5 d4% 984X (continuous entry device)2 TEHZ
. £3 o]REL AMS B3 AM8ARY 87, TE|3 AR
7ol we} TEEH7T ot

2.1.1. XJAIE 98t ¢l2d EHX| (Pointing Device)
Mouse, trackball, touch screen, joystick, dataglove...
oA oW FEE AAFAY 1, 2, 33d FLAN H&

age B3 A% BAESZAN A2A(gesture)] FERR A}
£5oA AFAA A& AHFAB|AY vk F¢
HES 237 ] B34 YA A EHVE $0 o
¥3Q ¥E rjujo]A(pointing device) vHAe AR
Eol AFHY 71E 4YFAQ TR 4A Rk 27
g $3NA 4 ol EANIEe F8 3 J1REg o
oulg g2y uidold oaAFY ¢ HH PF ¥4
(physical expression)& &-f-(metaphor) 3 8713l W Fo]
U o] k. Fxy 34020 7MWY Hel(shape)tt
I%(drawing)o] AMgA7F £02 A 1eElRo] FHE Aol
ot 2#A Algte] "7 AAEiL 7EE o HAR AR
o] HES 29 3o Y= HE o}FAL, AAFHQ ool
3 A 7He &£%%E JFeA & Aold

[SE 01] verbal & non-verbal languages} 2I23ixite] 27

"R R NEMH

Gesture Device

I

Pl ® FUapgiolR)
9| [ ] RYRUPFRNDIONR)

wl

wi

Rt [ 0}94, |¥E, EoJAY, DG
2 [ J U4, 7IRE, EolAW, DG
# [ ] ojg2 Z0|AY, DG
¥l ® oA, F0|AW, DG
o [ ] DG

exz7| ® RWNC, EXILIW, DG
2 o] [ ] D¢ EY, DG

L] [ ] NERFPH

b))

]

wi ® DDR

2 o]

Bxas|

Wl o

]

w1

81 [ ]

| L) [ ] HMD

212 XA sk iy Fx|

Vel 334 FA Y AL o] 1A ERFYI 23R
AE 273 o & S 3319 2dE HY) 98 $ele B
< 7]%5(zooming, rotating, moving)& AMg-djof &A%t vl
Ao 2 REF) o] A4 A9y 2Xq) 2 FXJ ¥
s

2.1.3. AIBXIE st 23 AR ~
£3 djele) £49¢ 98 oz Afse AL &9 4
fo] 7158 FAAES 3 /AT A F2ds
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e goplx A8HT gled WSS 23A 9 8
g0l EAE 2ESe AL FL APlPlN 23 2RE
AFAE ASHT Uk ols BF 54 A8AE A3 A
o3 gl

214. AL A U8t A B

27} AHEe opeAe HAA%(desktop) B0 9l
e HE #87 XA, o] F(mobile) FAAHE
dolt. 23& 9 AHAYAT EdANS(rackpad)t o
£ ol

a2, A4 938 AGPAT] A2 oWE £ ¥
43t Ansle] olgsEAE ol Bast A Aol (2
o @A, A5He AN U Adss] A o
39 B9 ARz Be ASA WY Folw, oF tUp

359 AFol FNHU a5 £ AASE 1D

AFEE 2 FH7L BUL Qe FACID 178 07

{22! 02] UHFA] JH time table

22 2HF H7|

7] A3} AFHY e solAHA) YAdL A P
g Aol 58] g ATE T ofF AR AP
o e} Fee Hd, Fastuz Pok oY HEE oY
g A3 2RdE BHEHE HUE HAH0] EARTE 2
28 AZARH AFHAT oA ofU™ AR HE
£ AECl M2 2y, ggo] WatH, Aztd) s w9
Ae RE A3A4L Feshede dA7 Aok

2.2.1. CIHE] QIE{HO|AZA 2 HMAX
(Gesture as Multi-Modal Interface)

APEL 189 ¢ FEoY 58 FF MU T e o
& AgEaRe 233 ZFE A8 49 o199 gE FHF
A, B4 §)& A8tk 28L& AN AZe Fx3t, A
Ao =712 BT, € o8 oA, ALY 4=E
FH3}7) 8 e B STE AMSSke Aokt &, s
9 YAE gol JUME o d& PFO2 JEY PHE
Ay & Sol B Algo] ' oA o AdelA "
FA ool TP B S o, EE o7t ojHE B
I QeA ¢ 5 e o] AL Fovlsih. watAE Al
Ao} BekolA 1 ouizt 4k o]AY Ate] BE BHL
thae) QEj% o) 2(multi-modal interface)& §3 o] Fo1 W

2.2.2. Ciyel Qlejmjo| Ao &2 FolelTl?

AA, AHEAL 289 4% mel Y B FAE Y
F e ARE /HRgE Aot deHolE HARIGA
Rold EANA deth AFEL A2 d=23 a8 AP -
A% w9 A4 vt 281 43¢ B0 7Kl 5
of we} Ak Gy e Aesola2A T, A
N&7), B77F @A 4898 aRe Fu AT ARl
ME oFaa dsishe A3 fAd Rl

4, 3718 Qesol2E £4¢ A FL A olFE
£ 3 o 4% 9, 9K dd FRE w23 44 UY
g 4 e 59¢ M vig2e flisrg &4 34 2%
& & Y& YEHAE A Aok BE JIHERE Tk
AT 2RAL w22 2AE e A% Zo] FAFI.
AX), B4 BHE 75A F& A olF7 938 FHe
JEiHolA. F, AR dopwo] AWE AFEH JHE, vhis
o A dAse] AgFozH FAVEL AF, £ 19
T WY AFshe AES AFH 7IRE TS ALS}
E AT 84 58302 & & U

AFEY 3 587 & d9e ¥F $Hdx oRg o
Ze o e B4 2§ FH stz Yok ol w
ALEL AZe e so]A(new paths of interface)E U3}
A 2 Aoz, AY FAHAY HELES FHA o ZAE
EAlo] AME31E 9 Aot mEhA,  dFe o] ZE
EAe] =2 ¥ 2 714 24 Fg AL

2.3 oA HMet

23.1. M ojato24A{e| Drawing Application

A%H #4404 19¢ Jde Pd= & 2 R0 ¥
A O Aehe wreth zte] a¥E a2le A4 B9
e PHFolA] ¢ o3 F2e S W] gEod. 3
% Yol A} T gt o2 FAEn A¢Y FHE
Il 84 o9, B2 93 13, ey, s
T %tk ¢ 9 e 9ag 204 YuE Fzpix @
o 2N Qzte] BEgAely qlAle & Bee FEHA
g3z EgEe ke Aelth



232. Mg tyAro2AQ| Video Game
AYE Ag oz AL ol AY) e 2 AE
g0l Yt 88 TaPlH 4SS AHEAY
ZUE 2xoz st W, AYME 452e A 2
Holt}. 2, Uit 84 T2adde H2ed o) EE
2 4440 B 2R3N, AYAINE 452 1 A
7o B HZE AP B AYe T By
o}9] 24 (physical, visual, sound)& WEGTH: Heltt. we}
A A& gozNe AYe & 970 e Ade uy 8
A3 & % 3Ue Rl

233. H& tjao2A 9| Interactive Book

F3ht olop7] Eele B F¥EC] EAFL. Ao ¥
o7l & /Mo 43 3 2y AAZL Qe Aol
FAE ZL viiHlE Ejutel ske A% o2y 7
Reg 298¢ sk Aojrte '8 31 Bol¥E £ Je
Aol7h AR WY AHY Aojg. £ YL Hojof & g v}
Z4E 7HiEE A2, Ao 2x7 Wik A3l
Y72 AL AEe Ax F gE Y] F23he
FrEfo] g Aotk

ClE{Hjo| Ao fEto2 MO el M 29| SX
AYH AYFAQ FIN=EE 47 £ 2HEHY A=
onoff HES] FAE AN olRojAe Be F5zE
S FA olgd F|H=g 2PN T Y3 £ gL B8
222 7bsdig 239y 1 29| Zzte 43z43 g
38 ARAE JHAeP fele ouFd FF4E AP Yo
A 48d g8 FAEE HYPID AR} Add 254
< o 25 A9 s Holn A7E AZJE d),
e Az 3y, && EXE23, 9& WIE I et
olg|g ¥hg-& Aesolx TRl olggw, gyHoz
Patedol sh= 87 obd Ad2elge) 9o € Aol

[=2 02] ZEp|C|Y] 249 &5 A

Physical

Physical

Physical

Book & Magazine Musical Instrument

2.4 Proposal 1 (Drawing Applicationtf &)
o] 7HAe HF ¥4 T E7I(blowing)'E AR E730
HEAA A FHol dF B 7FsdE d7ddt

XZd : Blow draw 1.0b
LR . FHA
Jiet = : Director 7.0 Lingo

HE o7 Y4

a3y AL} JHAE BUE J% F =7 (R 99
g, g} 93a.) FER 99 A9 =7 (selecting tool)
22x F BYE FEZ F8te] 2 FAE Pk

AAE &

- Power Macintosh 601 200Mhz o]}

* GF MacOS 81 o] (#2 MacOS AHE 87
- Memory 32Mb / Hard Disk 30Mb o]4}

» Resolution 800 X 600 / 16bit color o]4}

- Microphone & Speakers

HAEIRE

s o
0 ‘

[ 03] Biow draw 1.0 2134 14

Blow Draw 1.0

770047
PSWINORTTO0AT4 509

[22] 04] Blow draw intro 254
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T4 24
1) Intro: 2ZE8]0j9] JAF A2t AF FH. (12 04)

2) User calibrator: AMS-A} 948 87 43 F a7 05)

AR Y 84 A AL B AAE Y AP 9%
BAZA AMGAL AQY gl DA BV FFe 2Ad)
o 2 A @& =74 AgATled 2HL £0. 19 563
9 B S wxoA i BUIE YgYsta F3 va
dA EE £V, $& u2dM ZsA Br1E 4
AREAL dAo] gRET 1 AR e J1xE AeAY ‘B
7Ve] g A4 grol ad =2 REYY, (22 054) T2 Y
ARA] Bk QAR 4 &g Feth

Ess e MICCalIDrater S
i kb e

Welcome to the RIS Miouphone (alibrator Assistant!
This you calibrate y ¢ create

a custom ynep
sofoware thattakes advantage of MicSync can better opervte
appliations,

The steps to callbrating a microphone are to adjust
the following settings:
#Voluma and batance

e “Maximue blow

*Madium blow
*Minimum biow

Before y
agjustments using the controts.

First, youshould sat the souns source to the externsl
@ Second, settha balence .

o the gt v
a«

e VN ———— |

d oth
¥ For sach lavels balow, mova the slider
P o middie is eqy ¥ much a8 possible.

EEe e MicCAlDrator FEEE e ]

Chack the result of your microphone callbretions.
I again

dick the OK button,

[QE 05] ARBA 213 & MY &3 (oIMTE 1, 2, 8, 9)

3) Information window: Ate} &<l 3 (22 06)

B 8 Fe Z2aY A5 A By 48 duHE
HAED 53] WE(vector) o] A FPAME oA P
FA(anchor) XJES} 92 XQE9] XE A FE F}
At FE geg HoFh -

M point(3e7, 268)

point{367, 268}
point{-15.0000, -15.9000)
point{-415.6000, -315.0090)

(32! 06] AEf &0l & (xk: bitmap / : vector)

(23 07) =g & T8 227 =7

4) Icon bar |23} 07]

22 & A7) 22T 9)
-9y 8% 9 4L A 43
+ Bitmap Drawing;: bitmap 2]

* Reset: 2 %713}

- Quit T2 8

CEF 37 &7 A7) 23
FEF A =7 2 Y

- Vector Drawing: vector 2]

5) Drawing window [33 08]

vlol3g 3 Y4gd ‘B9 A
HE)(bitmap) °]¥]A] FAPoAE
T8 A7E ZAsY, vector image
M e Zt P (anchor) ¥RJIES
AXNE 2Astq 2 wkE & Q-

6) Background window [2 04]

(32 08] gl Jef7| 3 (9): bitmap / ofzf;: vector)



2.5 Proposal 2 (Game Applicationdl| X&)

o) 7HA= BF ¥4 T E7(blowing) & AR E3el
HAZNA AA AY e fAHIFH B A 7HeA
< 973

Z= of : Fufuman_1.0b
LR - FHY

FW2le] C|X}Ql : Federico Filipponi
i =7 : Director 7.0 Lingo

Hg o7 Hel |

A 2ZEdole] ok A2 3, oPlol= A Y3 A
2¢ 993AY dd2 AA A8 dE S 1 W9l
Bk

A2E #H

- Power Macintosh 601 200Mhz ©}4}

« Q¥ MacOS 81 o]} (¥ MacOS AHE- £71)
+ Memory 32Mb o]

- Hard Disk 30Mb o]4}

- Resolution 800 X 600 / 16bit color oj4

=N

@) @) geann

- Microphone & Speakers

|23} 09) Fufuman 1.0 &H 24

74 24

1) Menu panel [23] 09)

- New game: A28 AY A&

- End game: AY F8

- Goal: AYel EE (T30 F ololE =AY
- Level: 'do]x %24 (easy, medium, hard)

2) Game window : AY 43 %
3) Background window : A wj7 3

i{,&) é_,!gt) \) o UEL  mepiom )

|23 10} Al 28 2Py (medium level)

Aol &
HF golA vt Avde e E9 47A gEdele of
o]EE AMAE BII'E A8EA EiFE R0] o AYY
718 2Egolt. A%HA FojAE olojEE 4 F ol A
&34 golx gejFojopit vitte] ®MAA ¢ =HAL
A& Aot

s ' ’ . '
~

{38 1] 7&e olo|=2f YeE

WRE 3 729 ololEd AYBVE WU ASURY ojols
& AW BEs YAEE e Uehdth (38 1) Easy 9
Mol HE 5%, mediums} hard AMAME 95 FEAN A
3 2¥5} 92T 2 AUe Gt 29 8719 Bkl
we} ol £} s 3], medium} hard HBAAE A}
g7 B5L WA FABe Sz T2 el e
g} (32 10 & 1)

,c':l[n?f) ome) HENIRRIWR ) Lo

HARD)

(22 12 A 2% 2 (hard leve)
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2.6 Proposal 3 Interactive Bookoj H&
o] JiAle HF ¥4 F  ‘BUl(blowing)'E interactive
bookdl] HEAA 7154 A& dF 7HsHE A7

20|15
QA : The wind blew
A3 : Pat hutchins

HE o7 Y

CDROME %3 AM2¢ 2% mAY FHz AIgRe
interactive booke] 7|&¢] F314 U8& A83ld 1 2EF
AN B AR Heye ARSI

A2g 2
- Power Macintosh 601 200Mhz ©]4}+

- 9F MacOS 81 o4 (342 MacOS AHE E7)
+ Memory 32Mb / Hard Disk 30Mb ©}/¢

« Resolution 800 X 600 / 16bit color o]

- Microphone & Speakers

Imeractive book Na.7

™

T he wmd blew

by Pot hutching
Copyright © 1974 Pat huichins

[ 13] The wind blew intro 21

74 22

1) Intro window: #¢] 473}
2) main window: 2] U} &
3) Background window: AA| wj73 %

27 (a3 19)

HIZ0l WAL,

L]

[228f 14] The wind blew LIE ZI% &H #1

A0 AN B0
BRI 42 GERR.

[2E! 15] The wind blew LIZ g & #2

¢ 5839 yge I3 2Eg Fog FAH ot
Eoj2 nigto] A ARojole] FHE 2 g ZolE
Ao A4S, ofAK Y BAE agln dEn AW 9. °]
d yoz Y=o 5314 HolAvitt FHAN FHEE AL
59 EAE EoMA deigezA yFde 2T Ay
E34E ok U7l 89 [T 14 & 15

2AO@ WLIR YU,
DOIEMS SO0 O

[28 16] The wind blew LIS ZI3 {21 #3

EAe ol @ ojoby] &M WolAe oYIES FH F £
7b Atk QA FFA wWile EPA vh¢2E JHAT 2
rlojaz 4% W JAS0] EEEE FHoIY FA% A
€ & Ut 123 19

. 2E 4 50

kol

dee Bmile $3 4% ‘Aeslolzd) o
348 AW o 4@ A7AES gdln

A7t 8

Krzysztof Lenk (Dynamic Diagram CHI)

Aeidlo|2d W& I F29 AZFHY HMoid. E§E
A elx Helizt =7l e &) Hold oy
TZAeE A4k YL Ao I JEHHolEE HE
58 J1ed oAl &oA 2 AAE REIHAT oW 9

57



A F{communication) HYAHNE B4 #71AE Fold
el st ofs) FHEZ hes] AdE YYn OBE
A% EA Aol

Daniel Boyarski (Carnegie Mellon University 114)
F& JEH|AF AHAT} AEH AT AAE X AA
3 AeoA AA2 YA FEHEE IEE e Aotk
AgiFolaE AMAZ dejg R BA%e PFE AL
F2E = Z0jx aRo] 7k YAR] AA7t FEdTn
LAAA e ¢ Ao Aok

F2 A28 M E g 2 2do] ¥Ho|th
AA, 771 Agd=, & AMRAE Ao dith

B4, 2 AT A, ojgA, 9, %A AEE RAAE
gotof @t o)A 4%e wuske Aot

AR, 718302 FL tAoluy AAE ZEFojof it o]
AL Ade] Folx 2RE AZHeg F EH T 5 ojok
3}7] wjEojct.

Aesfol2d Q] YA} o]ARE EAH FW Aotk F
719 F84L 4% Uy bR 238 fEe 43 9l
Atk FUE S9uA Syt 2E AAYL e A E,
azy 989 & 92 A E.. olAo] F& UEF o2
. deFolae A8 g1 go2k uS 1 99e YUY
Aotk a3y I EAE AlFE] =7F RE Hojoh wef
azel Adz Z @ Jeisol2ghd.. M2E Jlge] A
QS A3l ESASEE 7] AdME AeHolx AF AL
gho] 1 3@ A ol2} s}t

O

Qe oA EA7F UAIAQ AR HZ4E R e
Yojzjut TR AR ol e HHE Wad o3 oiF
Holx g 42 AN BE ke 828 24
a3 F7e F3d 9 ¥5E AR Dot EE Afld
2 FA 9] ARGEE go] A e FES Ao AHRER gt
o} 393 ddZe] £ HE2 AnA Al o]g% ¢
E o] A& QZto] =FE AMEG o]F E1E UEE AREE
F a3E ARk AR wE &9 ofn zEtn AN
o Qe od =3 E ALY A 34 HAE FTI
AejslolA A} He|§hg Fpshe Y] 7oA &9}
© #AlolY ole Af7l &9 FE WA ol wet 3
4%Hg  ‘Never ending Story’ £ z}g] & Rolch

A 7t 3] AR e PCY QlHHoj2e BE A}
47480l FojQ A AL ASIINESE £k, 83
gtz Fejolot AP ALgzEe aFE ¢ oSy
it @A 4A e 7 de A #4E /e A
Fo] EAg. 24 o AlFo] @ A REXT v 9
AlAF(non-verbal communication) W& Ut AMEAIET
®o] AMSE Fut gle BN, ol 4 HEAZ FA}
Z... 3 ZEA ©Eg F7] 9% AP &% AddHelx
yzle] A B (AHER 48t obd AR HEFeE
7ke) F WA E ¢ 8 = e 2o

) Aojz} AT QIZEALolo A F2F G 3o T

29 o7} A AFH AlojoA F8F 4L HAA
gk 20 RE AL A FAe ged ASNA AF3

ol #]ddo]3 2JAlAE(non-verbal communication) ¥¥e 3}
o] #49g wFY 3 wWdolth ukshd 2R tIT A
Ztolu} 48g Tl Adde AL 7FsA 8] wEolth
4 AAS ZAFE ] AH8lA ‘non-verbal communication’
< AQ2YE GAtAEY ol Eu BE ARE s
1% 3 FEo SlojA AojFH(verbal) JAIAT whHoE
§AE & gle FEd dF e AAF. ‘Non-verbal
communication’ & F3 17 AFEIREY QA Ho]2 (HA)
T AFHY AHAE 37713, g9 A8 A A
92 2o Hede F7MIIIY, RS AFEHS A
ke e 48 B FAFD BE2A & € 3ot

4,

it.]
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