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ABSTRACT

In this research, a new tabletop system is developed to provide a high resolution
display by using multiple displays and computers connected through networks, based on
a master/slave architecture. This distributed tabletop system is built to be scalable by
just adding slave computers and monitors without modifying any software. Moreover, a
EBITA (Environment for Building Interactive Tangible Applications) framework is
developed to support constructing interactive games running on this scalable tabletop
platforms. EBITA framework consists of the tangible interface module based on the
infrared camera tracking system, and the modules that allow easy development of the
graphical programs on a distributed environment. This paper describes the tangible
interface based on the camera tracking system and EBITA framework. It also introduces
a game built with the EBITA framework.

Keyword : Tabletop System, Tangible Interface Game, Infrared Camera Tracking
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