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Abstract This paper proposes a structure of haptic collaboration system over high resolution
tiled—display, and proposes a QoE (quality of experience) increase scheme in integrated
system, Both haptic system and tiled—display system have requirements of computational
power, A haptic device is unstable if haptic rendering rate is less than 1kHz, A requirement of
tiled—display systeme is frame rate of display. It requires update of 30 frame fer sec, If we
use these systems independently, we can satisfy each requirements, However, if we integrate
two systems, performance of entire system significantly decreases because of lack of resources,
and QoE of users also decrease, In this paper, therefore, we propose a QoE guaranty scheme
which selectively allocates cpu resource between display update and haptic rendering, In order
to increase QoE, we set a priority for visual and haptic in order to allocate more resource on
visual or haptic, If a user sensitive about touch, then proposed scheme increases haptic
rendering rate by allocating more resource, Otherwise a user more sensitive about visual than
haptic, proposed scheme decreases haptic rendering rate and increases tiled—display update
rate, Therefore, by selectively allocating limited cpu resource, proposed scheme guaranties QoE
of both haptic and visual,
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