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An Emphasis Method of Pseudo Pulling Force of Depth Direction

RYOICHI TAKEUCHI™ WATARU HASHIMOTO™

Abstract: Pseudo-Haptics is a phenomenon that evokes the tactile illusion by presenting the image in which the actual movement
of the user is increased/decreased. According to the previous study, the occurrence rate of the pseudo haptics in the depth direction
on the screen is considered to be smaller than other directions. In this research, we try to generate a pseudo force in pulling motion
like slingshot. We also try to confirm whether the pseudo force is promoted not only by changing the speed of movement but also

by changing the viewing angle of the user.
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Figure 1 Pseudo pulling force of depth direction with slingshot
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Figure 3 Attenuation of hand movement in slingshot
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Figure 4  Real hand motion vs visual hand motion in slingshot
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Figure 5  Slingshot game used for examination of change in

behavior of users
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Figure 6  The required distance from trigger to release of

slingshot
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Figure 7 The required time from trigger to release of slingshot
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Figure 8  Subjective feeling in the condition of decreasing the
motion of user
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Figure 9 Implementation of changing the viewing angle
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