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Virtual reality with haptic texture presentation based on physics simulation of
deformation and stick-slip distribution
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It is known that when rubbing an o?ject with a finger, vibration due to
sticking slip occurs, which affects the material feeling of the object. The purpose of this research

is to reproduce this by constructing a physical model and simulating it. During this research
period, we constructed a simulation model of a finger and an object that can generate a vibration
waveform equivalent to that during actual rubbing. In addition, the parameters of the model were
identified from the vibration waveforms measured for four materials, and it was confirmed that the
feel can be reproduced to some extent by rendering using the parameters. Moreover, in order to
include the shape deformation of the fingertip and the surface of the object in the simulation
model, S method of the simulation and the haptic rendering of flexible deformable objects was
proposed.
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