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Interactive Capsule Toy Vending Machine

KENTARO FukucHIt and FUSAKO KUSUNOKIt

We developed a tangible entertainment system that enables to play video game with phys-
ical collectibles as game components. It consists of a capsule toy vending machine with LCD
panel, capsule toys with embedded RFID tags, an RFID sensor board and a computer. We
developed two applications using the system: an narrative animation application and a battle

game which allows collaborative multi-player game.
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Fig.1 System overview.
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Fig.2 Two types of RFID-tag.
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Fig.3 Examples of the figures and a capsule.
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Fig.4 Snapshots from the animation of “Frog and
Chick”.
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Fig.5 Top: The characters of the battle game. Bottom:

Mock-ups of the characters.
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Fig.6 Interface of an instruction of a character
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Fig.7 The flow chart of the battle

goobobooooooobooooooooooooo
goboooooooon
0s52000000000000
gobooooooooooooobooooobooobo
goobooooooooooobooooooobooboo
gooooooooooooooooooooooboo
gboooooooooobobooooobooooo

gooooooooooboooooooooobooo
goobooooouooooocooboboooooooo
goooooooooooooboooooooooboo
goooboooooooooooooooooooboo
gooooooboooobooos0obboooooo
ooooooooooobscoobobDbOOOOOOO
gooobooooooooboboooooobooobooo



01 0000000

Table 1 A summary of inquiries
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