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Biometal Glove
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Abstract We propose displaying collision between a user’s hand and virtual objects for augmented reality. The
collision between the hand and the virtual objects can be detected by stereo cameras, since stereo cameras serve the
3D position of the user’s hand. The collision has been visually displayed in general augmented reality environment.
By displaying the collision haptically, the user can easily sense depth of the virtual objects. The depth is difficult
to be visually displayed. In addition, the collision can be displayed to vision-impaired users by detecting that
with cameras. In augmented reality environment, displaying haptic feedbacks should not disturb for estimating 3D
position with the stereo cameras. We focused on biometal which is a light and noiseless material. Biometal was
sewn on our proposed biometal glove. By subject studies, we have confirmed the validity of our glove for displaying
the collision for augmented reality.

Key words Haptic display, biometal, augmented reality, stereo camera, buffering region, collision detection.
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