ORI S22 524 K= HOIE ¢fet hit|o] S2ojofof Cifst A+
d

A research on the media player transferring vibrotactile stimulation from digital

sound
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Abstract This study was to develope a vibrotactile display system using windows media player from
digital audio signal. WMPlayerl0OSDK system which was plug—in tool by microsoft windows media player
provided its video and audio signal information. The audio signal was tried to be change into vibrotactile
display. Audio signal had 4 sections such as 8bit, 16bit, 24bit, and 32bit. Each section was computed its
frequency and vibrato scale. And data was transferred to 38400bps network port(COMI1) for vibration.
Using this system was able to develop the music suit which presented tactile feeling of music beyond
sound. Therefore, it may provide cross modal technology for fusion technology of human senses.

&A0f: DSP, Crossmodal, Earcon, Haptic, Tactile Display, Tactor, Signal, Auditory, HCI
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2.1.2 AZE0f
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18 2. System Flow Chart
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8bit 8—bit sound is 0..255 with 128 == silence

16—bit sound is —32768..32767

16bit with 0 == silence
24bit case 16, case 20, case 24
32bit case 16, case 20, case 24, case 32
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O3 5. A sketch of Harness design, 2001 and Kahru
Tactile Outdoor Navigator by Chris Kurtz.
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O 8. Vibration Motor
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