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Abstracts

The society is borderless and has globalized by the development of a digital network. Politics all over

the world, economy, and media, etc. advance rapidly by mutual cooperation, and invent new value.

On the other hand, the position the chance of communications that it is the free between distributed

low age groups though achieving communications not caught in the feeling of "Connection"” through

understanding each other and sharing, and the word and customs is necessary for a low age group for

a global, social construction of the truth. 1)language barrier 2) difficultly of Sharing the social

background is greatly limited from the point.

In this research, the concern is shared by developing the workshop intended for a low age group

between remote places to construct the base, the connection is felt, and it proposes the achievement of

dressed communications. In the workshop especially, icebreaks to succeed in general, it previously

described in addition to the success requirement for a past workshop, and 1 in the done workshop in

"For low age group" and "Remoteness"” though it has a big shade of meaning) language barrier

2)difficulty of sharing the social background, and 3) It is a current state due to three problems of

positional decentralization that an effective icebreaks is untried.

Then above-mentioned,1) - 3) was overcome, the construction of the interpersonal relationship between

participants in the remote place became important, it did not depend on the language and the social

background, the participant from the remote place point felt the presence, and it proposed the ice hit

for a remote workshop for a low age group.

First of all, an existing workshop and the icebreaks technique and the relation research were

compared and it analyzed it. Moreover, the requirement requested after the icebrekes of a remote

workshop where a low age group was made a target was defined was arranged, and modeled.

"Koetsuna" was developed. The icebrekes technique it that was able to be used based on this model

next as a low age group was actually remote."... The proof experiment was conducted by using" in the

workshop to which it went in elementary and junior high schools, and in addition, tying it exceeded

and "koetsuna" was evaluated actually developing.

An increase in the number of utterances of low age groups and the deepen of communications were

admitted by", and enough achievement of the icebreaks and the validity of the requirement were able

to be confirmed, and free communications environment of a low age group by a remote workshop was

achieved from the evaluation result.
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CAMP
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3.4.

Bill Buxton

CAMP

The approach to design embodied in the Ubiquitous Media approach
represents a break from previous practice. It represents a shift to design that
builds upon users' existing skills, rather than demanding the learning of new
ones. It is a mature approach to design that breaks out of the
"solution-in-a-box" appliance mentality that dominates current practice. Like
good architecture and interior design, it is comfortable, non intrusive and

functional.
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PC Architecture

PC-AT

CPU Pentium4 2.4GHz

RAM 1GB

oS Redhat9 (Linux Kernel 2.4.18)
Sound Creative soundblaster Live!!
VGA NVIDIA geForce

Video Hauppauge WinTV

Network onboard 100M Ethernet NIC
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Pangaea project[9] 2003

Pangaea project

"peace engineering”
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Pangaea project
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