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(Development of a Tangible Interface
using Multi-touch Display on an Irregular Surface)
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Abstract Multi-touch display system has recently attracted world wide attention due to
easy accessibility to the various interactive media without any specialized equipments.
Especially, Microsoft Sphere® shows a considerable promise in treating non-flat multi-touch
display. The distinctive feature of the system is a stable multi-touch interaction on a
spherical display. To extend the possibility of the interactions to the more varicus display
surfaces, this paper propose a multi-touch interaction system in the circumstance of the
irregular convex surface. The proposed method can be used efficiently in various tangible
interface, for example, the interactive diorama system at the exhibition or the tangible arcade
game.
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