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Proposal of an encounter type VR system aimed at exhibiting wall
material samples
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HIROYUKI KAJIMOTO™

Abstract: In recent years, showroom of products and merchandises using the VR experience are increasing. However, presentation
of the materials in the VR showroom is not yet achieved. In this research, we aim to exhibit wall material in VR environment, and
propose a material feeling presentation method that can switch the tactile sense using encounter type haptic display. This paper

also reports design of the haptic display and results of preliminary experiments.
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Figure 1 Outline of the proposed method
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Figure 2 Haptic presentation device for wall materials
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Figure 4 Haptic presentation device for experiments
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Figure 5 How the device is moved by experimenter
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Figure 6 Time required touching the wall
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Figure 7 The trajectory of subject A’s hand
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Figure 8 The trajectory of subject B’s hand
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Figure 9 Questionnaire results
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