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Abstract :

We propose a simulator which can simulate articulated bodies and multi bodies in

haptic rates. The simulator can realize haptic interaction with articulated bodies like animal bodies

or robots. We employ penalty method for normal and friction forces and Featherstone’s method

for joint forces. Both methods are very fast (O(n)). We perform some experiments and they show

that our simulator runs in haptic rates and realizes haptic interaction with multi bodies.
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