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VRML 2.0 browser with A Force Feedback Device

: Ning WU, Takami YASUDA and Shigeki YOKOI

Abstract:  This paper describes a system which uses a force féedback device —~ PHANToM. to
manipulate the VRML 2.0 virtual environment. The implementation of VRML browser with force
feedback is quite different from that of the ordinary VRML browser. In order to obtain steady force
feedback, haptic interface requires very high update rate. Our system uses a method which we call it
Force Field Rendering to enable the PHANToM haptic device to marlipulate the VRML 20 vntual ,
world—one get real time force feed back as if there were real obpcts inplace! At the same time, the

mampulated world will be dlsp]ayed on Windows 95 using Direct3D or on SGI workstation using Open
- .. Inventor,
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