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Bubble Popping Augmented Reality System Using a Vibro-Tactile
Haptic Mouse
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Abstract

As one of applications in augmented realities, this paper presents a bubble popping system utilizing a haptic vibro-tactile mouse.
In this system, virtual bubbles randomly float in the 3D space. By using the vibro-tactile mouse grabbed by a user, the bubbles
are popped when they are touched by the mouse in the 3D space. Then a bubble popping effect with addition mouse vibration is
delivered to the user’s hand through the mouse. The proposed system is developed on ARToolkit environment. Therefore, basic
components such as a camera and a marker pattern are required. The systems is composed of a vibro-haptic mouse, a webcam, a
marker pattern, a graphic bubble object, and graphic mouse. Mouse vibration as well as bubble fade-out effect is delivered.
Therefore, the combination of visual and tactile bubble popping effects outperforms the usage of a single effect in the experience
of augmented reality.
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Fig. 1 Block diagram of bubble popping augmented reality system
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