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Reproduce of Virtual Inverted Pendulum by Tactile Stimulation on a Hand
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Abstract: When a human balance inverted pendulum standing on a hand, human do that with visual, tactile and haptic cues.
So we hypothesized that virtual inverted pendulum can be reproduced if human get right cutaneous cues. Therefore we
observed cutaneous cues that human most use when they balance inverted pendulum.This paper reports on the design and
results of the experiment that subjects balance inverted pendulum standing on a hand.
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Fig. 1 : relatives of inputs and outputs

between real and game
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Fig. 2,Fig. 3 : example inverted pendulums

in video games([2][3]
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Fig. 4 : apparatus ; bottom attachment

Fig. 5 : apparatus ; board to homogenize tactile cues
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Fig. 6 : overview subject and apparatus
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Fig. 7 : results total interval while subjects balance

inverted pendulum
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