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Sugoroku is a kind of Japanese board game. We digitized Sugoroku printings which were made 
in the Edo period (1603-1863), and have developed an interactive Sugoroku playing system to help 
people become interested in the amusement and culture of the time. Users of the system play the 
game using a real board and real dice while a computer supports the game’s progression. The 
number rolled with the dice is detected by an acceleration sensor and sent to the computer via 
Bluetooth. The system displays the current and next positions of the players on the board with a 
projector to help them understand the rules and their statuses. We received feedback from people 
who used the system, which revealed various requirements for using the system in museums. 
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Figure 1 Example of a panel of Tobi-Sugoroku. 
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Figure 2 Image of the interactive system’s exhibit. 
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Figure 3 System structure 
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Figure 5  Detection of rolled number of the dice by 

acceleration sensor. 
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Figure 4  Screenshot of the system for one-screen 
version. 
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Figure 6  Augmented display of next positions of 
players by a projector. 

 
 

CSV
 

7
(x, y)

(x', y') 2
(x'-x, y'-y)

CSV

 

 
 7  

Figure 7  Example of animation from current to 
next position. 
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Figure 8  Dice equipped with a microcomputer 
and LEDs. 
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Table 1  Player and corresponding color of LED. 

  R G B 
1  1 0 0 
2  0 0 1 
3  0 1 0 
4  1 1 0 
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Figure 9  Evaluation of the system. 
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