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Control of an Object in 3D Space using 1D Physical Button
-Sense of Discomfort by Inconsistency of Motion Direction-

DAICHI OGAWA™  VIBOL YEM™ TAKU HACHISU™ HIROYUKI KAJIMOTO™

Abstract: This paper shows basic experiments to use a button for 3D content. We have developed a Multiple Texture Button that can present
vibrotactile sensation while pressing the button, and used it in 3D Space. However, effect of inconsistency of motion direction (i.e. button is
pressed downward while the virtual object moves forward) was not considered. In two study, we surveyed of the degree of discomfort by the

inconsistency of some motion directions.
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