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Abstract 

In this study, we implemented a ultra-realistic Japanese traditional craft system using mixed reality technology. 
By using this system, the user can place any traditional craft object on the MR space. When placing a traditional 
craft object in MR space, the user marks spherical pointers by using the HandRay function. This calculates the 
center coordinates, distance, and placement angle between the two markers. Furthermore, the traditional craft 
object is placed in the MR space by calculating the coordinates and distance from the floor to the upper part of the 
door frame. In the future, in order to realize communication between users and traditional craft dealers, we aim 
to realize a MR space sharing function by multi-users. 
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Fig. 1  Mobile Traditional Craft Application. 
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Fig. 5  Marking with Sphere Pointers. 
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Fig. 6  Changing the Y Coordinate of Traditional Craft 
Object. 

 

複合現実技術を用いた超臨場感伝統工芸システム   
 

HTC VIVE Pro

VR

3  
 

 
2  MR  

Fig. 2  MR Traditional Craft Presentation System. 
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Fig. 3  MR Interior Layout Experience System. 
AR

MR
MR

3

HoloLens2
HoloLens2

 

4  
HoloLens2 MR

2 2

MR
HoloLens2

HoloLens2  
 

 
4   

Fig. 4  Ultra-Realistic Japanese Traditional Craft 
System Configuration. 
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Fig. 7  Traditional Craft Object Automatically Placed 

from the Coordinates of Two Markers. 
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Fig. 8  Traditional Craft Object Placed along the Door 
Frame 
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Fig. 8  Traditional Craft Object Placed along the Door 
Frame 
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