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Abstract “Digilog Book” integrates advantages of existing paper book and immersive
digital contents in augmented reality environment, which enables users to feel
physical touch and get additional multisensory feedback. As a high level authoring
user interface, “ARtalet” provides an intuitive way to make Digilog Book through 3D
user interface in augmented reality environment. This paper mentions trajectory
inserting/editing methods of 3D objects. The trajectory can be a smoothed curve by
fitting with parametric key point curve equation. Memory space also can be reduced
by saving only key points of the trajectory. Finally, we suggested dynamic scaled
selection volume for dense key point selection. We expect that suggested methods can

enhance interest of readers by inserting movement properties on Digilog Book.
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Radius of selection volume = | | Tip of Manipulation tool
- selected keypoint | |

Color of a keypoint = new Color, if the keypoint is the
selected one
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