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In 2020, people are refraining from going out unnecessarily
due to the influence of the new coronavirus. As a result, it is
not easy to go to entertainment facilities and the place to
release stress is lost.

Therefore, it was speculated that museum IT needs an
environment where people can enjoy entertainment while
reducing the risk of infection, and decided to launch a project
to create a desktop museum using information
technology.The desktop type is defined as a complete
product that fits on a desk. The purpose of this project is to
give people new entertainment by enabling cultural
experiences regardless of location or time.
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In Museum IT, the theme is a desktop museum. The
goal is to enable people to enjoy viewing in any place
and to realize new cultural experience opportunities by
using information technology.

In group A, we have aimed to establish a new
experiential display method that combines hologram
technology and motion capture. In group B, we have
aimed to create an opportunity to read a book by
observing a literary work along with a physical
experience and getting interested by knowing the depth
of the work. In group C, we have aimed to let people
know the joy of immersing themselves in the world of
painting by using tactile feedback.These groups divided
into three planned and developed.
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Currently, COVID-19 has become popular, and the degree of freedom as an exhibition has been
greatly limited, such as the closing of traditional museums or the cancellation of events. In this
situation, We propose a new way of exhibiting to the estranged exhibition. Therefore, we suggest
a new exhibition method using 3D hologram that expresses in reality instead of virtual space in the
modern society where art is evolving along with science.
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We made a para-hologram and developed the interactive display of the non-contact type using
Leap Motion. As a showpiece, | display Future University Hakodate and can know the structure of
the building in a hologram. In addition, an experience of touching what is displayed in a pseudo
manner is possible because intuitive operation is possible in motion capture.

The goal is to create an opportunity to read a book by communicating the fun of the text and
getting it interested. First, we thought it was necessary to know the author to let you think a work
is interesting. Therefore, by using AR technology which is a method that can be expressed in three
dimensions, extending the book and getting the author's information sensibly it is possible to know
the depth of the work.
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Our group has developed a game that even beginners of art can enjoy. Anyone can enjoy learning
about the world of painting through games, and by using tactile feedback, you can experience the
depth of painting more than you can see with your eyes. We want you to get to know the real fun
of "immersing yourself in the world of painting" by playing this game.
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We produced a book of Tanka by Takuboku Ishikawa, which was expanded using AR. The reason
for using Takuboku as the theme is that although it may seem difficult at first glance, the author's
thoughts can be directly conveyed by knowing the historical background and the environment in
which he spent. A part of the page is used as an AR marker so that the contents can be obtained
sensibly through the computer terminal.
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By exploring the stage that reproduces the world view of the painting and collecting items, you can
know more deeply than actually seeing the painting that the stage is based on. In addition, you can
see the painting deeply by adding puzzle elements. We also allow players to explore closer to
reality by using tactile feedback with "wireality".




