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3-D Interaction with a large display using transparent markers
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Information displays in the city are used as an advertising medium. They provide

information for passerby and people need to do nothing special to gain information. However, the
displays continue to express certain advertisement and it is difficult to manipulate display objects. To
solve this problem, this paper introduces the new interaction system with crystal display using transparent
markers. We use the polarization properties of liquid crystal displays. User can interact with the displays
and obtain information with the embedded camera on the mobile phone as a pointer.
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