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Abstract: In mixed reality (MR), a touchable object can be changed its appearance by superimposing a

computer generated image onto it. It has been indicated that MR visual stimulation causes the different tactual

impression from a real object. In this paper, we focus on “roughness” as one tactual impression, and study the

psychophysical influence on tactual impression by MR visual stimulation. Firstly, we describe the key

research concept, and then show the fundamental experiments where MR visual stimulation is superimposed

onto the real objects in same material and with different roughness. As the results of the experiments, it

becomes clear that the visually rougher object is tactually perceived as rougher.
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