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Physical Augmentation of Animated Content
Using an Autonomous Mobile Interactive Display
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We explore a way of physically augmenting animated visual content on the screen by using autonomous mobile interactive display.
The display can dynamically change its position and orientation coupled with the content animation to increase its expressiveness
and sense of presence. To demonstrate this, we design and implement a shooting game using simple finger-based gun gestures and
an autonomous interactive display. The moment of hitting bullet to enemy is represented by synchronized visual animation and
physical display movements. Such cross-modal representation could offer more realistic and immersive experience to the users.
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Figure 1. Designed Shooting game (Upper: Game behavior, Lower: Physical movement of the display from top view)
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Figure 2. Shooting action using hand gestures
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