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Abstract

In this study, a new technique that
combines with augmented reality (AR) and
haptic device technologies has been
proposed. In terms of augmented reality
technology, the vision and its interactions are
quite importance, but the perceptions of
haptic could not break through. The major
reason is the scene and the 3D objects only
display on a screen, such that reality and
attention level down in augmented reality
environment, so that the user can not engage
with the sensors of vision and touch at the
same time. Therefore, our research focus on
the haptic behaviors of 3D objects display on
augmented reality transfer to haptic device
and user can receive the force feedback when
touch the 3D objects. The both diverse
interface possibilities and influencing our
perception in this two different ways (vision
and haptic).

Keywords: augmented reality, force feedback,
haptic device.
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