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ABSTRACT

The effects of two different types of haptic feedback(one-hand versus two-hand haptic
feedback) on interactivity and body ownership were investigated in the virtual reality
setting through an experiment. Using within—-subject design, participants performed the
task of hitting and destroying a ball-shaped object in virtual reality for both, one-hand
and two—hand haptic feedback conditions. The results showed that participants tended to
report a higher level of interactivity when using two-hand haptic feedback, whereas
there was no difference between the two conditions in a sense of body ownership.
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