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Early electrical experiments (c. 1740)
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Haptics Experiments at Clark University (1890s)
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COMPUTING WITH FEELING Haptic Displays in Virtual Environmenis
WILLIAM D. ATKINSON.T KAREN E. Bono, Guy L. TrispLe. I[F and KENT R. WiLsox
Univessity of Cabfornia. San Diego. Department of Chemisiry. La Jolle, CA 92093 US4 HAPTICS IN VIRTUAL ENVIRONMENTS: TAXONOMY,

| Recetzed 10 Janudry 1976 RESEARCH STATUS, AND CHALLENGES
Abstract—Coraputess are usually considered as manipulators of numbers, words and symbols: machines with which T
we communscate visually by printers. platlers and displays. and sometimes audibly through mesic svnthesss and
speech recagnition. We are engaged in a project involving louch communication with competers in order 1o broacen
computer graphics capabality, Originally pioneered by Noll and by Batter and Brooks, touch commurication with
comguters c&n lick together brain, hands and computer to explore new worlds of felt imagery. worlds existing only i
computer menwory

Humans are distinguished from other snirsals particularlv by two thimgs: the hands, which alow Foe
manipulations al obpects in the environment, and the brain. which permis thought. louch communxcanion with
campulers employs bolh of these most human capabilities. Whal we're searching for 15 2 Closer cymboosis betwesn
hemans and machines, 2 partmership of two unlike species growing togelher as both kzarm 1o perform jomnt tasks
better. This symbicsis demands a better interface where machine meets person

The first of our toech communicabion systems is & three-dimensional force-position system called “Touchy
Feely”™ in which mechanical simplicity is gained by using a tetrahedral coordinate system. employing the computer 1o
transform imlo other cocrdinate systems. We are also designng & force, torque, position and onentstion system.
“Touchy Twisty™, which will permil the user 1o feel the Jocking of one thweedimemional object with 2nother. in
other words, o allow the assembly of computer simulated objects

There are many applications of buman-compater 1ouch commumication 10 research and lesrning. extending into
such areas as camputer science. enganeening design, chemistry, physics, biology. mecicine, psychology., art. end
imsight for the hlind, With touch communication we can feel things never felt or seen before and perocive spati
relationships nit otherwise possable. We can thereby create a more sensitive awaresess and understanding of mat
phenomena in three<dimensional space, phenomena invelving forces and torques for which visual representation 1
aoften inaporopeiate or impossible
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lism of virtual
ts in virtual environments has a e number of

- { electromechanical hardware and
ned up novel and in ng rescarch arcas. this
hine haptics and provide a brief overview of the
elds, hased on our inve ns as well as other studies. We describe
slogous 1o computer graphics), that 1

Abstract Haptic displays arc emerging as effective interaction aids for improving the
worlds. Being able to touch, feel, and manipe
exciing applications. The underlying techn
computer software, is becoming mature and has
paper, we clarify the terminology of human and &
P ess recently achieved in these
the major adva n 4 new d ne, Computer Haptics (a
concerned with the rechniques and processes associated with ge: ng and displaying hapix sumuh 10
the human user. We also summarize the issucs and some of r results in integrating haptis
multimodal and distributed virtual environments, and speculate on the challenges for the future,
Elsevier Soence Lid

1. INTRODUCTION telemedicine; aids for the disabled such as hapric
Haptics refers 10 manual interactions with environ- interfaces for the blind.
1. INTRODUCTION 1. FORCE AND POSITION: “TOUCHY FEELY” ments, such as exploration for extraction of informa- e Entertaimment: video games and simulators that
Touch is now only a proximate sense|1]; we can perceive  (A) Overview tion about the environment or manipulation for enable the user to feel and manipulate virtual
objects or forms by touch only if we are directly in  The structure of our first touch communication device modifying the environment. These interactions may solids, fluids, tools, and avatars.
contact with them. Thus we are restricted 1o sensing  is a Tetrahedron with shaft encoders and torque motors at be accomplished by human or machine hands and e Educarion: giving students the feel of phenomer

objects which share the general size range of our bodics cach of the four vertices as shown in Figs. 1 and 2 the environments can be real or virtual. Ako, the at nano, macro, or astronomical scales; ‘what if”*
which.wsl in time longbenouﬁl for humans to perceive  Artached to the shaft of each motar is 4 Lakeup drum foru mteractions may Or may not be accompanied by scenanos for non-terrestnal physics; experiencing
1 !
i i e akt uch 3 on and aw n. omplex data se
them, and which, if we arc wisc. are non-injurious. Touch  steel coble tied 1o a small ball ot the center of the other sensory modalities such as vision and audition complex data sets

R & 3 3 3 “ Most of the virtual environments (VES) built to date o / try - integration of haptics into CAD systems
communication mediated by touch interface and compu-  tetrahedron, The operator grasps the ball (*Touchstone™) e 5 b e M e el o e Sysec

ter can remove all these imitations, expanding our touch  and controls its position within the tetrahedron, while the cnnl;u_n visual displays, pnzm}nc 'm;”.w devices such \ut.{l ‘1]1;;-l-'¢ ﬂ‘i:\“'mcf \;nxx ‘frctl) n\.:mg‘Jl.;lc the

B ¥ as trackers or gloves to monitor hand position, and mechanical components of an assembly in an
horizons beyond pv.e.w_m fmits. 5 i 3 @mPuler controls the force on the ball via the torgacs o spatialized sound displays. To realize the full promise immersive environment

Hlow can be hestmpd 'luucn-. ation with.  the four mio:s. : of VEs, haptic displays with force and/or tactile e Graphic arts: virtual art exhibits, concert rooms,
computers”? We are exploring two directions. The first, Four optical shaft _"_'codc“' one for cach slhuil Jokor, feedback are essential, Being able to touch. fecl. and and muscums in which the user can log n remotely
“Touchy Feely”, follows the path kid out by Batter &  eep track of the position of the Touchstone n:Jpace. At manipulate objects in an environment, in addition to to play the musical instruments, &nd 1o touch and
Brooks and by Noll[2-4] of force as a function of any given moment the number .m each bi-directional seeing (and hearing) them. provides a sense of feel the haptic attributes of the displays; individual
position; in other words, a point interacting with an  counter fed by encoder puises is propomon.?l 10 the immersion in the environment that 15 otherwise not or co-operative virtual sculpturing across the
covironment. We have been able to simplity the difference between the length of the corresponding cable possible. It is quite likely that much greater immer- Internet
construction by choosing a coordinate system based on sion in & VE cun be achieved by the synchronous e sl ad information flow undes!
mechanical simplicity and then allowing the computer to \\ operation of even @ simple haptic interface with a . l‘\ll?\'\;’ful‘::ll.(h |4x‘.v.||ll.|‘.nf.l : \:v\df':'
handle the transfarmation to coordinates more compatihle . visual and auditory display. than by lasge improve-  IntcTactions between human users and foroe-ref
with our human experience. The second system, “Touchy N ing haptic interfaces are shown in Fig. |

ments in, say, the fidelity of the visual display alone

Twisty", which has already been roughly designed and the — Exciting possibilities open up with the addition of e Huwman ser

orimotor loop: when a human user

concepts partially tested, implements torque and force as N haptics to various applications of virtual rcality and touches a real or virtual object, forces are imposed

functions of orientation and position; in other words, 2 3-D 'ﬁ——J, ——— teleoperation. Given below are some of the examples on the skin. The associated sensory information is
- / -

object interacting with a 3-D environment. / conveyed 1o the brain and leads to perception. The

o Medicine: surgical simulators for medical training:
manipulating micro and macro robots for mini-

motor commands issucd by the brain activate the
muscles and result in hand and arm motion. At

a 2 cive roer o e diagnc 7
7 T, // MRS RSt MRS BRNOU, SO S our ‘MIT Touch Lab’, we have investigated
U Phicem ﬂu;ﬂbe m"l; u&.ih&“]o;;‘{ii:m:bo{‘m‘ / various aspects of this sensorimotor process, such
ik oy g.mn. e Kk ol / —_— = = = as the biomechanics of human finger pads, tactile
1Presemt address: School of Medicine, Universaty of Washieg- 3 . £
ton, Sealtie, WA 98195, U.S.A Pz Author for correspondence




@ TAPTIC
ENGINE

We found a way to
give technology a
more human touch.
Literally.

It's called the Taptic Engine, a linear actuator inside Apple Watch

that produces haptic feedback. In less technical terms, it taps you
on the wrist. Whenever you receive an alert or notification, or
perform a function like turning the Digital Crown or pressing
down on the display, you feel a tactile sensation that's
recognizably different for each kind of interaction. Combined with
subtle audio cues from the specially engineered speaker driver,
the Taptic Engine creates a discreet, sophisticated, and nuanced
experience by engaging more of your senses. It also enables some
entirely new, intimate ways for you to communicate with other
Apple Watch wearers. You can get someone’s attention with a

gentle tap. Or even send something as personal as your heartbeat.



John Durham Peters on touch
& mediation

*Speaking into the Air (1999)

*Touch:
“defies inscription”

*“remains stubbornly wed to the proximate”
*“has no remote capacity”

*“resists being made into a medium of recording and
transmission.”




ADVENTURES IN TACTILE LITERACY"

FRANK A. GELDARD

Umivernity of Virginie

precions litdle resesrch cffort on the part of
psychologists. The reasons are nol asay to
ascertain, for the skin's waat signiicnnce in the be-
Bavioral economy i undeniable, Whather viewed
a5 & boundary between the animate and inanimate—
an inlerface in the dance of melscules—as an
cxcretory organ normally yielding to the grscous
environment a kilogram or more of water vupor euch
day, a8 2 megulatory machaniam preserving remari-
able constancy of intcrmal body temperature while
adjeting o o prodigows rasge of external ooes, o
as a sensory surface—the locns of origin of an in-
cassant harrage of newral spikes driving great por-
tioee of one maseolar and ghndolar systamz fnto
forced action, the impoctance of the cutunoous
mecianism is sell-evident. 1t is in connection with
the last role, that of receiving surfsce Jor seversd
different forms of energy—mechanical, thermal, ebec.
trical, and chemical that the efforis of expeti-
meptal psychologists are most proftably invested
in the integument. My purpose wdlay s v assist
the skin, as receiver and tansducer of these mniti-
form energies, in capturiog your ixlerest, at least
transiently
We so habitually think of conmunication as a
function 10 be medizted by eyes and ears that The
exisence of other patential chanvels tends 1o escape
us. There is nearly universal dependence on vision
and andition in all important affairs of human ex-
Istence—in business and incustry, on the highway,
in sports and recreathonal activickes, In the scientibe
laboratory, in the operation of milury cquipment,
indeed, In practically 2l our comings amd goings.
Because the cye can make the finest of discrimina-
tiors there is a natural tendency 1o put it 1o work
in all situations requiving accurte encoding, trans-
mission, and receipt of information, Becawse the
ers are always “open,"” 50 W speak, becanse they
are always available even though their owner may

THE human integumnent has been the object of

L ANes of the retiring Presidert, Divisioa of Expesd-
mental Paychelogy, delivered at Chicago, Misols, Septessber
3, 1956, The expertrental work reported hereln was sup-
ported by the Ofice of Naval Reseninch.

be preocespied, urgent messages are lkely to be
cam in auditory form. Indeed, our eyes and ers
are amaulted o0 contineowsly, such froquent and
imaistent domands are plscod om them, that the
visusl and anditory charmels are seriously over-
burddeacd at times  Swch oversituration kads quite
niteally 10 the question af whethar It is orly vision
ard hosring that can serve in communication. By
traditional rount we have theee other sensory chan-
nels, and hy lass rigomuzs but mom sophisticated
reckonizg we bave u wore or 5o of them aviulable,
What are the clonces that one or more of the kess
well-devdoped modalities could wrvw éffciently n
4 commuanication network?

Ans of themn can earve—after a fashion. It is
pessible o transmit mtclfgence suocessully by any
of U sense avenves, inclading the panderous chem-
xal senses, for imstence, by suituble wtilization of
Trterrationnl Mone code, A skillsd reesiver can
el meantugs fuzt as poomptly and accorately by
fuclizg dots and daskes as by listening 1o them,
Tt woald be possible 10 tap out Morse with spaced
sulfusions of sUt on the toague, with differently
sireq) packages of 1adeant best on the forehead, or
even by a series of iniections of acids al some not
wo inconvealent spot on the intcgument, though
e phrase “tap oo™ woukd seem (0 be something
of a cuphemism bere.  In consideration of thelr
nspective Llilization Umes, the delays in buldup
of sensation, snd the tines needed for sensory decsy
followlrg the removal of the stimulus, i rough
eatimate of the wisl time required 10 transmk, In
Intermatjonal Morse, the unlospiced but well-stand-
ardized messsge, “Now 18 the time foe all good men
¢ comee 10 the aid of the parly,” comes to & little
over & hall bour, for spaced suffusions of sakt on
the toogue; about an 2our o so, for packages of
radiznt heat on the forehead (assuming the sid of &
cooliog system to keep dows (ke blisters); and the
Letter part of & day, (or acld infections in the skin,
ehso assuming the assistunce of a suitable cowater-
eitant (o dold Ussue pH within bounds There
gre not many sexsory systems that do well with
time, The chemical senses, mainly by sccident of

15

“Our eyes and our ears are assaulted so
continuously, such frequent and insistent
demands are placed on them, that the visual and
auditory channels are seriously overburdened at
times. Such oversaturation leads quite naturally
to the question of whether it is only vision and
hearing that can serve in communication.”

-Geldard,

“Adventures 1n Tactile
Literacy”
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The Electric Sailor (1910) Spear the Dragon (1929)



“A jolting new force in gameplay. Take the new Dual
Analog Controller for a spin. It’s a totally intensitied
experience where you'll feel the sweet purring of your
engine, the shuddering crash of another car into yours, or
the tires skidding out across the track. Just make sure you
fasten your seatbelt.”



Haptics technologies
are a response by

their designers to
social problems

The cultural history
of touch technologies
suggests an openness
to communication by

artificial haptic
stimuli




Health No hugging: are we living through a

crisis of touch?
Paula Cocozza 4 AR
¥ @CocozzaPaula | s
Wed 7 Mar 20018 74.46 GMT
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80,734

“You just don’t see people touching each other these days,” Field complains. She
has just come from a restaurant. “And everybody was on their cellphones.” At
LaGuardia airport recently, she walked around the waiting area. “Not a soul was
touching another. Even two-year-olds were sitting in carriages with iPads on their
laps.” (Getting touch from their touch screens.) Then, at the Coconut Grove art
festival, “There were people bumping into each other because it was so packed. I
heard people say, ‘I’m sorry! Excuse me!” and move off in a way that made it look
like they were really embarrassed.”

Field is planning studies in restaurants and airports “to document how little
touch there is and how much distraction by social media”. There is as yet no
scientific data to connect declining touch to the rise of mobile technology or
social media, but Field’s descriptions of people wrapped in their own worlds
rather than each other, sitting in isolation, bowed over screens, a huddle unto
themselves, are evocative and familiar.

THE STONE
.

Losing Our Touch
BY RICHARD KEARNEY AUGUST 30, 2014 11:30 AM % 147

' Are we losing our senses? In our increasingly virtual world, are we

| ~ losing touch with the sense of touch itself? And if so, so what?
The Stone is 8 I recently had occasion to pose these questions to studentsin a
forum for college class I teach on eros — “from Plato to todav.” Not
contemporary

philosophers and
other thinkers on
issues both timely
and timeless.

Email

n Share

W Tweet

@ Save

~» More

surprisingly, the topic of physical contact and sex came up, and the
conversation turned very much to “today.” A number of the
students said that they regularly messaged online before having
“real contact” with partners, perhaps using online dating and
mating services like Match.com, OkCupid, SpeedDate.com and
Tinder. They shared messaging acronyms that signaled their level of
willingness to have sex, and under what conditions. They admitted
to enjoying the relative anonymity of the one-off “hook up.” whose
consummation required no preliminary close-quarters courtship
rites or flirtation ceremonies, no culinary seduction, no caress,
nothing — apart from the eventual “blind rut,” as James Joyce put it
— requiring the presence of a functioning, sensitive body.

We noted the rather obvious paradox: The ostensible immediacy of
sexual contact was in fact mediated digitally. And it was also noted
that what is often thought of as a “materialist” culture was arguably
the most “immaterialist” culture imaginable — vicarious, by proxy,
and often voyeuristic.
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Huggy Pajama: A Mobile Parent and Child Hugging
Communication System

James Keng Soon Teh
Mixed Reality Lab,

Adrian David Cheok
Mixed Reality

Roshan L. Peiris
Lab, Mixed Reality Lab,

National University Singapore  National University Singapore  National University Singapore

Yongsoon Choi
Mixed Reality Lab,

Vuong Thuong
Mixed Reality Lab,

Sha Lai
Mixed Reality Lab,

National University Singapore  National University Singapore  National University Singapore

ABSTRACT

Huggy Pajama is a novel wearable system aimed at promot-
ing physical interaction in remote communication between
parent and child. This system enables parents and children
to hug one another through a novel hugging interface device
and a wearable, hug reproducing pajama connected through
the Internet. The hugging device s a small, mobile doll
with an embedded pressure sensing circnit that i able to
accurately sense varying levels of the range of human force
produced from natural touch. This device sends hug signals
to a haptic jacket that simulates the feeling of being hugged
to the wearer, It features air pockets actuating to reproduce
hug. heating elements to produce warmth that accompanies
hug, and color changing pattern and accessory to indicate
distance of separation and communicate expressions. In this
paper, we present the system design of Huggy Pajama.

Categories and Subject Descriptors
H.5.2 [Information Interfaces And Presentation
(e.g..HCI)|: User Interfaces— Haptic I/0. interaction styles

1. INTRODUCTION

In todayv’s modern urban lifestyle and global 24/7 economy.
working parents are constantly kept apart from their chil-
dren at home by heavy over work and business trips. It is
ironic that while the purpose of work is to enable parents to
provide for their loved ones, they have to sacrifice too much
time with their loved ones as a result. Children are left at
home, while parents are constantly balancing between work
and worrying about the well being of their children. The
uncontrolled development of society due to this vicious cy-
cle can result in feelings of isolation. loneliness and a lack of
sense of value [13]. Therefore there is a strong need for loved
ones to constantly keep in touch, and express affections to
one another. In certain scenarics, actions do speak louder

Permession 1o make digital or haed copies of all oe part of thas wark for personal or
classroom use is granted without fee peovided that copees are not made o
distrbuted for profit or commencial advantage and that copies bear this motioe and
the full citation ca the first page. To copy otherwise, to republish, to post on servers
¢ to redistribute 10 lists, requires prior specific permissson and'or a fee.

1DC U8, June 11213, 2008 Chacago, I, USA
Capyright 2008 ACM 978-1.59593.994-4... §5.00

than words.

This problem is more pronounced for parents with young
children. Children of these young ages need a lot of care,
guidance and love [7]. Parents are generally able to reach
their children by telephone or video phone, but communica-
tion purely by voice or video lacks the physical interaction
which has been shown in previous research to be vital in
effective communication [1]. Younger children might have
difficulties understanding the true meaning of words spoken
by their parents. As a consequence, we require a more ef-
fective way of remote communication between parents and
voung children. While it may not always be possible for
parents to decline work commitments (such as long office
hours and business trips) to spend time with their children,
remote haptic interaction may be a feasible alternative when
the parent must be away from the home. Although never
intended to replace real physical hugging. we believe this
system would be of great benefit for times when the parent
and child cannot be at the same place. A very related sci-
entific proof showed that infant monkeys grew up healthily
when artificial contact comfort was given even in the total
absence of their real mothers (although it would be uneth-
ical to carry out the same tests to deprive human infants
artificially) [5].

In this paper., we present a novel type of physical interac-
tion system for parents and children interaction through the
Internet. Huggy Pajama is a mobile and wearable human-
computer-human interaction system that allows users to send
and receive touch and hug interactions,

Huggy Pajama consists of two physical entities. On one end,
we have a novel hugging interface in the form of a small and
mobile doll with embedded touch and pressure sensing cir-
cnits. It s connected via the Internet to a haptic wearable
pajama with embedded air pockets, heating elements and
color changing fabric. A general overview of the system is
shown in Figure 1. On the left of the figure, we have an in-
put device which acts as a cute interface that allows parents
to hug their child and send mood expressions to them. On
the right side of the figure, connected through the Internet,
we have air actuating module and color cloth changing ex-
pressive interfaces to reproduce hug and connect parent and
child. This pajama is able to simulate hugs to the wearer

Mom is in
remote place

Child feels
Virtually Hugged

Figure 17: Huggy Pajama system overview



Op-Art: What Do We Lose When We Stop
Touching Each Other?

The thing we are biologically programmed to need is also wh:

can harm us most.

ROGRAMMED
10 NEED

1S /ALSO
WHAT CAN

By Kristen Radtke PSYCHOLOAISTS
o CALL OUR LONGING FOR 5
March 19, 2020 HUMAN TOUCH | '
1\ u
SKIN HUNGER |
* | BlOLOGlCALLY
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A dire case of 'skin hunger' hits hard in self-isolation

@ Steve Evans Latest News

Goronavirus Has Killed the Power of Tnuch. How Do We Reconnect?
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% Coronavirus is accelerating a culture of no
q | touching - here’s why that’s a problem

h 16, 2020 1
S N

No more hugs

& Emai Touch has profound benefits for human beings. But over the last few decades,

W Twitter 23 people have become increasingly cautious about socially touching others for a

0 Facebool sss  range of reasons. With the novel coronavirus spreading, this is bound to get

in Linkedin worse. People have already started avoiding shaking hands. And the British queen
& Pt was seen wearing gloves as a precaution not to contract the virus.

In Touch: “Media Tales of Touch During Covid”
https://in-touch-digital.com/2020/04/23/media-tales-of-touch-during-covid/
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Best Inventions of 2006
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CLOTHING

Amazing Embrace

tendo invented a

A robot leamed t

Remember when PDA stood for something other than

personal digital assistant? It can again with the Hug Shirt, a

high-tech garment that simulates the experience of being

embraced by a loved one. When a friend sends you a virtual

hug, vour cell phone notifies the shirt wirelessly, via

Bluetooth. The shirt then re-creates that person's distinctive

cuddle, replicating his or her warmth, pressure, duration and

even heartbeat. And, yes, the Hug Shirt is fully washable.

Inventor: CuteCircuit
Availability: Not yet for sale

To learn more visit cutecircuit.com
Mg he Doting Dinosaur
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YouTube tops our list.
But the year also
brought hypoallergenic
cats, levitating beds,
hugging shirts and more

PLUS Cool Technology
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A USER’S GUIDE FOR THE 21ST CENTURY

S WORLD

Hug Shirt

I'he Hug Shire, developed by Cute Car
cuits, allows vou 1o feel the phyvsical closeness of
a distant loved one by generating the sensation
of being hugged. How 1s this possible?

Embedded sensors and electronics in the
shirt are able to pick up signals such as a heare-
beat and body temperature from a loved one at
the other end ot a mobile phone. When the sen-
sors progess the signal, embedded mechanisms
in the shart re-create the physical pressure and
warmth ot a real hug, 80



Feeling lonely this Valentine's Day? Try a remote hug

By Adi Robertson | @thedextriarchy | Feb 14, 2017, 10:12am EST

If there is one thing we know about the average Complex reader, it is that they feel
lonely and unloved. We're just kidding, that's all people, not just Complex readers. If
the years of therapy and nights of boozing aren't curing the inescapable feeling that
you are alone in this cold, cruel world, then it might be time for you to buy a Hug
Shirt. *"The Hug Shirt™ is a shirt that makes people send hugs over distance,” at least
that's what CuteCircuit's website tells us. The HugShirt is bluetooth enabled, allowing
you to send "hugs" to the wearer from anywhere in the world. Rather than texting a
filthy emoji, why not start off your next sexting session with a high-tech hug? Other
than the fact that it looks like these are not on the market, they promise to

be prohibitively expensive, and that the concept is ridiculous, we can't think of a
reason not to get your hands on one of these.



THE BEST INVENTIONS OF 2020

€ BACK TO HOME

Feel the Music
CuteCircuit SoundShirt

Courtesy



Just listen to them. “She’s the first!” “I knew-it! I knew it!”
“Have thev set the date?” You want to tell the world. But first you have
to share it with the gang. You've shared perfume and clothes, secrets @

and dreams—the silly and the serious. And this is serious. There it is,

bigger than life, on the third finger of your left hand. Reach out

to faraway family and friends. Big news or just a “hello.” Bell SYStern
they love hearing from you.

Reach out and touch someone.

There’s something really special about a grandmother’s love.

3 i 2 Tt SO

It communicates. Even to the grandchild she hasn't seen.
No matter what she says, he understands. And even though he

only gurgles back, his sounds have really made her day. Wonderful,
isn't it, how a simple phone call can bring your family closer together. Bell System

Reach out and touch someone who's waiting to share your day.






“Telebugeye” afflicts the

qws 1SA TELEBUGEYE young in this cartoon
» THSISA ¢ from a 1950 issue of
s WATCHBIRD /A o Ladies” Home Journal.
WATCHING
/. You!
{
’
”
TS 15 A ]
WATCHBIRD

WATCH ING A
TELEBUGEYE

By Munre Leal

Tws pale, wesk, stupid-Jooking creature is 2 Telebuz
eve and, as vou can see, it grew bugeved by looking at
telev imion 100 long. Telebugeves just sit and «it watch-
ing, watching, This one doesn’t -w-b::b—il
. » . . . never goes oul in the fresh air any more s shrany
Television and the Family Ideal in Postwar America bocae it doesat get amy exercie. The baie on this
Telebugeve is stragghy and kng because it woa't zet a

huircut for fear of missing a program. What ihot
Telebugryes are.

WERE You A TELEBLGEYE Twis MowT?

~




ABOUT THE SHOW YOUR HOST

Haptics Club

By Haptics Oub

There's a revolution underway - a quiet revolution
of the senses.

Open community talking about #haptics in any form. One event every two weeks with
speakers from industry and academia

Listen on ) Seotity © Message

Technology is shifting from engaging just your eyes and ears to engaging _Dave
your entire body. Embodied media and next-generation wireless networks, Birtaun
sometimes collectively called the Tactile Internet, will shift the fundamental

relationship between humans and the technologies we invent. The transition

of cyberspace from being virtual to being a physical place you can visit with

all your senses is the biggest deal since... maybe since ever. Let's talk about it!

INIT is a different type of tech podcast. We get geeky, but we keep track of it S h L L,

the human story. More than anything, INIT is about people — the people 20858
behind the tech, why they do what they do, and their vision of the future.
We've all heard the adage, "the best way to predict the future is to invent it
INIT brings you conversations with the inventors of our shared future.

#7 The open source quest for touch in VR Lucas De
Bonet (VRLucid)

Who should listen to INIT? © o

* |[fyou're a designer, maker, or developer, you'll learn how to make cool
new experiences using new embodied technologies and immersive

interfaces. a #7 The open source quest for touc...
» Ifyou're an artist, you might get inspired to use these new ideas to play m VRLucid Lucat, wal known in the field for his quest ¢ &

with reality.

fr 0 | well know \ the field f Juest t

¢ |f you're a student, you'll learn from others how you can build a career in
immersive technology.

r" #6 What the Future Holds for th...

e [f you're just curious about the future, you'll learn how immersive
technology will impact all our lives in the coming decades.

No matter why you're here, listening to INIT means you're on the forefront of
an emerging digital culture. I'm excited to be on this journey with you —we're
all INIT together!

r’l #5 Temporal, dynamic, an...

Dr M
]

r’, #3 The Shocking History of Haptic...
st k 3 tory of [ vitt ) | .
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Dreaming and Doing Haptics

David Parisi
April 26, 2020 Essay, 4.188 words

By examining two examples of haptic technologies — the Taptic Engine and the TESLASUIT
— David Parisi asks how we should evaluate their utopian and transformative claims.
Parisi also reflects on the potential dangers of these haptic devices: who has access to
and control of the tactile data that haptic technologies capture, store, and transmit?
What new violence will be inflicted against bodies? Whose touch will be extended into
virtual worlds and over physical space. and whose bodies will be excluded from these
haptic networks? This essay is part of the publication and research project of Open!
about the sense of touch in the digital age.

Share on Facebook Twitter Print Email Download

Dreaming Haptics

For over thirty years, we have been waiting for the dream of haptics to come true. Popular press
depictions of touch technologies, such as Howard Rheingold’s 1991 book Virtual Reality: The
Revolutionary Technology of Computer-Generated Worlds, have portrayed haptic devices as
technologies of an imminent future that promise to liberate our repressed sense of touch from the
shackles of audio-visual media. The inevitable arrival of haptics, we have been told, will usherin a
new mode of interacting not just with computers, but also with other subjects in our communicative
networks. According to haptics marketers and engineers, adding touch feedback to computers would
make our interactions with them - and with each other - more natural, more holistic, and more
engaging. Layering haptics onto existing audio-visual media systems, in this narrative, will not just be
additive, but transformative, giving touch a new centrality in the configuration of the mediated
sensorium, and allowing us to extend and amplify our sense of touch, just as these audio-visual
media had previously extended our senses of seeing and hearing. Channelling a haptocentric
humanist tradition that positions touch as both a vital and neglected experiential modality, 1 haptics
proponents frame touch technology as a means of restoring contact with touch itself, a way to
rediscover touch’s power as an epistemic agent. In the dream of haptics, we can regain our lost
humanity by seamlessly fusing with touch’s technological extensions.
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Thanks to COVID-19, Internet-
Connected Sex Toy Sales Are
Booming

The field of teledildonics — essentially, “smart” vibrators — has never
quite caught on. But could social distancing measures change that?

By EJDICKSON 1 _f v ] ¢ ] o ] +



"Vibranxiety" Afflicts Many Cellphone Users

Ever think your cell phone was vibrating and reach into your pocket to answer it only to find it wasn’t vibrating at all? You’re not alone according to a reportin
USA Today. The story examines the phenomenon of phantom cell phone vibration and posits explanations ranging from behavioral (your phone has trained you
to [...]

Haptic overload continues as Instagram tests
vibrating when you give a like

4 240 am PT W

cen _ove)

We get it, it's cool to be able to use the iPhone's taptic engine to simulate a button push. But it's now

being cverdone to such an extent that we're all suffering from haptic overload ..



