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Pilot Study on Haptic Live Stream Interaction on a Smartphone by
Electro-Tactile Sensation Through the Edges
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Abstract: Anyone can easily stream and watch performances on mobile devices, as those devices have become widespread.
However, interactions between users and a streamer on a smartphone are restricted to the streamer's response through user-
generated comments or effects. We consider skinship-like contact to be an important interaction that enhances intimacy and use
electrical stimulation as a tactile presentation method. Our system can convey spatial tactile sensations through electrical
stimulations from electrode arrays affixed to both edges of the smartphone. This spatial tactile stimulus represents the streamer's
physical presence and movements in contact with the edge of the screen. Preliminary experiment showed our method enhances the

live stream experience.
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