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Find Kirigami!: Augmented Papercutting Play Realized
with Tablet Terminals

WATARU OGASAL®)  Yust SASAKIZ MASANORI FUKUI® HARUHIRO KATAYOSE!

Abstract: As an important points of Audience attending form contents, the amount of information that
managed by participants and the feedback on own behavior from anyone. As an example of these important
points, we developed ”"Find Kirigami!” that uses the playing to cut paper and the game with this cutting

paper. In this article, we describe the design for the content.
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