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<?xml version="1.0" encoding="UTF-8" standalone="no"?>
<dictionary>
<gesture>
<type>bow</type>
<words>
<word pos="EEhZ7" value="1.0">lx L& F L T</word>

"Bl
<word pos="BE58" value="0.6666666666666666">& </word>
</words>
</gesture>
<gesture>*

+ </gesture>

</diciionary>
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