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GOAL
A coherent VR experience with emotional moments 
shaped by haptic glove sensations and audio visual 
contexts, explored and discovered through rapid 
prototyping and playtesting.
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Brainstorming 
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We can do 
anything, but we 
can’t do 
everything.



Fall start



Exploratory Prototypes
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Playtesting Round 1
Exploratory Prototypes

Interactivity must 
match haptic patterns

Spatial positioning 
matters
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Haptic Pattern Testing
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Playtesting Round 2
Haptic Pattern Testing

Mean only one thing Gesturing enhances 
understanding

Mean multiple things
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Context Prototypes
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Playtesting Round 3
Context Prototypes

Context amplifies 
haptics

Tough haptic 
interactions make tough 

Changing patterns 
changes emotions

Context 
Prototypes



Continued playtest 
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Experimentation 
into design
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Ideas



Powerlessness

Now

Powerful Mourning

A shipwreck salvager 
pulling ropes

A deity creating a 
new world

A reaper bringing people 
to the other side



Looking Forward
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Thank you
TACIT - haptic gloves exploration to create emotional VR experience

Deliverable - exploration documentation + demonstration experience



Questions?
TACIT - haptic gloves exploration to create emotional VR experience

Deliverable - exploration documentation + demonstration experience


