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A Human-Pet Interactive Entertainment System over the Internet . . . . . . . . . . . . . 509
Lee Shang Ping, Farzam Farbiz, Adrian David Cheok

Developing and Evaluating Mobile Entertainment Applications:
The Case of the Music Industry . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 513

Vasilios Koutsiouris, Pavlos Vlachos, Adam Vrechopoulos

An Entertaining Way to Access Web Content . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 518
Giacomo Poretti, Alberto Sollberger

Design of an Interface for Technology Supported Collaborative
Learning – The RAFT Approach . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 522

Lucia Terrenghi, Marcus Specht, Moritz Stefaner

IX Sound and Music

iFP: A Music Interface Using an Expressive Performance Template . . . . . . . . . . . 529
Haruhiro Katayose, Keita Okudaira

Sound Pryer: Adding Value to Traffic Encounters with Streaming Audio . . . . . . . 541
Mattias Östergren
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