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An Interaction Design that Combines an Lift-the-flap Book
and Augmented Reality Technology
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Lift-the-flap books are enjoyed by many parents and children. In recent years, many picture books have been enjoyed not only on
paper media but also on tablet devices. However, the tactile experience of the lift-the-flap book such as “pull” and "turn" is lost. The
authors research the interaction of the lift-the-flap book and augmented reality technology. In this paper, We describe the interactive
picture book which combines the traditional lift-the-flap book and augmented reality technology.
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Fig.1 Gimmick of a candy house
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Fig.2 dropping the witch into a fireplace

4. FE - SEROEE

ARG TIIRER DT IEA DN & JRRER 2 W7
ADREZfTo 7, MM ELTHETAY— 71V
ZRERDS, ) HOF TR Lot 2#/FT 2
OBRHER R T oD, Av— 74V E2RLERNS
T, FHHRCREL D FEEZ2EZ 208N H 5,

SHOMBITIEARDRBLE LT, FICk2RTHo
D, EREDEREZH VT, ZRNEFNOEGEAYZRY &
VF, RIS Ko TR A BHRRBIFEAIR A MG 5.

F 7, fARDSMCH, BIEDSHEEZBESIC, Av—1F7
AV EDPETIETHEBOBREAEOHHEERLLD,
RN AE~DIGH R £, S EIETH~DIEHDE Z
Y (-

SE X

DR IR L TisARsiac s 2018 HAREYS

RAEFERWE HARE S 2002-04-20 p.346-347  http://
i.nii.ac.jp/naid/110002

MASAT— b Far—vay BRITATIEA hipl/

www.smarteducation.jp/

3) A5 2L % — Mue Alive! http://fujiya-milky.com/ar/

HeAhAH X7 http://sekaicamera.com/

5)Jun Rekimoto, "Matrix: A Realtime Object Identification and

Registration Method for Augmented Reality", Proc. of Asia Pacific

Computer Human Interaction (APCHI '98), 1998.

e)MEtE— BIRBEM AL 2y v TN vy 72— =

Rl 2RSS 1(2), 97-104, 2002

DT ST, IRk —, VA 1EE RS IR 2 FIH L 721k

ROZEIEAR BAN—F 2 LY 7V 5 4 2285k 12(4), 595-601,

8)Qualcomm#t:  Vuforia https://developer.vuforia.com/

652


http://ci.nii.ac.jp/naid/110002953836/
http://ci.nii.ac.jp/naid/110002953836/
http://ci.nii.ac.jp/naid/110002953836/
http://ci.nii.ac.jp/naid/110002953836/
http://www.smarteducation.jp/
http://www.smarteducation.jp/
http://www.smarteducation.jp/
http://www.smarteducation.jp/
http://fujiya-milky.com/ar/
http://fujiya-milky.com/ar/
http://sekaicamera.com/
http://sekaicamera.com/
https://developer.vuforia.com/
https://developer.vuforia.com/



