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An interactive media content “Miniature Garden of Lights”
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Abstract: In this paper, we introduce a digital content “Miniature Garden of Lights”, in which users can
enjoy interaction with stereoscopic 3DCG. In this contents, a stereoscopic 3DCG system with motion parallax
generates 3DCG on a table as if 3DCG objects exist on the table actually, and the users can control lighting
for the 3DCG objects through physical objects on the table. As the result, the 3DCG objects are lighted
with physical objects, and the users can enjoy direction of lighting of 3DCG space through physical objects

interactively.
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