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1
SYSTEMS AND METHODS FOR
HAPTICALLY-ENABLED HOLDERS

FIELD OF THE INVENTION

The present invention relates to the field of user interface
devices. More specifically, the present invention relates to
haptically-enabled holders.

BACKGROUND

As computer-based systems become more prevalent, the
quality of the interfaces through which humans interact with
these systems is becoming increasingly important. Often,
users rely on external devices to improve their interaction
with computer-based systems. For example, users may use
stands, docks, cases, and other holders to aid in their use of
such systems. For instance, a user may use a stand to
position a tablet at a comfortable viewing angle to watch a
movie. Moreover, the systems themselves may use a variety
of techniques to improve user experience, such as providing
audio and visual feedback. It may also be desirable to
provide haptic feedback (e.g., mechanical vibrations). How-
ever, some systems may lack haptic feedback capabilities.
Thus, it may be desirable to provide systems and methods to
allow such computer-based systems to generate haptic feed-
back.

SUMMARY

Embodiments of the present disclosure comprise hapti-
cally-enabled holders. In one embodiment, a system of the
present disclosure may comprise: a processor configured to:
receive a signal; determine a haptic effect based at least in
part on the signal; and transmit a haptic signal associated
with the haptic effect. The system may further comprise a
haptic output device in communication with the processor
and coupled to a holder, wherein the holder is configured to
mechanically couple with an electronic device. The haptic
output device may be configured to receive the haptic signal
and output the haptic effect.

In another embodiment, a method of the present disclo-
sure may comprise: receiving a signal; determining a haptic
effect based at least in part on the signal; and transmitting a
haptic signal associated with the haptic effect to a haptic
output device. The haptic output device may be coupled to
a holder configured to mechanically couple with an elec-
tronic device. The haptic output device may be configured to
receive the haptic signal and output the haptic effect. Yet
another embodiment comprises a computer-readable
medium for implementing such a method.

These illustrative embodiments are mentioned not to limit
or define the limits of the present subject matter, but to
provide examples to aid understanding thereof. Further
embodiments are discussed in the Detailed Description, and
additional description is provided there. Advantages offered
by various embodiments may be further understood by
examining this specification and/or by practicing one or
more embodiments of the claimed subject matter.

BRIEF DESCRIPTION OF THE DRAWINGS

A full and enabling disclosure is set forth more particu-
larly in the remainder of the specification. The specification
makes reference to the following appended figures.

FIG. 1 is a block diagram showing a system for hapti-
cally-enabled holders according to one embodiment;
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FIG. 2 shows an embodiment of a system for haptically-
enabled holders;

FIG. 3A shows another embodiment of a system for
haptically-enabled holders;

FIG. 3B shows still another embodiment of a system for
haptically-enabled holders;

FIG. 3C shows yet another embodiment of a system for
haptically-enabled holders;

FIG. 3D shows an embodiment of a system for haptically-
enabled holders;

FIG. 3E shows another embodiment of a system for
haptically-enabled holders;

FIG. 4 shows still another embodiment of a system for
haptically-enabled holders;

FIG. 5 shows yet another embodiment of a system for
haptically-enabled holders;

FIG. 6 shows another embodiment of a system for hap-
tically-enabled holders;

FIG. 7 shows still another embodiment of a system for
haptically-enabled holders; and

FIG. 8 is a flow chart of steps for performing a method for
providing haptically-enabled holders according to another
embodiment.

DETAILED DESCRIPTION

Reference will now be made in detail to various and
alternative illustrative embodiments and to the accompany-
ing drawings. Each example is provided by way of expla-
nation, and not as a limitation. It will be apparent to those
skilled in the art that modifications and variations can be
made. For instance, features illustrated or described as part
of one embodiment may be used in another embodiment to
yield a still further embodiment. Thus, it is intended that this
disclosure include modifications and variations that come
within the scope of the appended claims and their equiva-
lents.

Iustrative Examples of Haptically-Enabled
Holders

One illustrative embodiment of the present disclosure
comprises an electronic device, such as a tablet, e-reader, or
mobile phone. The electronic device comprises a touch-
screen display, a memory, and a processor in communication
with each of these elements.

In the illustrative embodiment, the electronic device is
physically (e.g., mechanically) coupled to a holder. A holder,
as used herein, comprises a stand (e.g., a kickstand, wall
mount, or an origami stand), case, docking station (e.g., a
device that may include one or more connections to external
peripheral devices), or other device configured to hold an
object (e.g., the electronic device). For example, the holder
may comprise a stand configured to orient the electronic
device in an upright position on a surface (e.g., a table or
desk).

In the illustrative embodiment, the holder comprises a
computing device in wired or wireless communication with
the electronic device. The computing device comprises a
memory, a processor, and a haptic output device. The
computing device is configured to receive a signal from the
electronic device and, based on the signal, output a haptic
effect to the user via the haptic output device.

In the illustrative embodiment, the electronic device is
configured to transmit the signal upon the occurrence of an
event. For example, the electronic device may transmit a
signal to the computing device upon a user interacting with
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(e.g., tapping, touching, or gesturing on) a virtual object
(e.g., a slider, button, or widget) that is output on the
touch-screen display. The computing device may receive the
signal and output a haptic effect (e.g., a short vibration).
Thus, haptic effects can be provided to users via holders,
even if the electronic device itself does not contain a haptic
output device. This may increase the number and nature of
devices capable of outputting haptic effects to users.

Further, in the illustrative embodiment, the holder acts as
an intermediary that physically couples the electronic device
to a mechanical ground. A mechanical ground, as used
herein, comprises earth ground itself, any device mechani-
cally coupled to earth ground (e.g., a table, desk, chair, floor,
or piece of furniture), and/or a user (e.g., a user’s hand, foot,
arm, or leg). For example, a stand can act as an intermediary
that couples the electronic device to a desk (e.g., the
mechanical ground). As another example, a user can hold a
stand, which may act as an intermediary that couples the
electronic device to a user’s hand (e.g., the mechanical
ground). This coupling can allow the holder to deliver
kinesthetic haptic effects to the user through the electronic
device. Kinesthetic haptic effects may be associated with
device movements.

For example, in some embodiments, the holder may
comprise a docking station. The docking station may have
wheels and may be resting on a surface (e.g., a desk). In the
illustrative embodiment, the electronic device detects a user
pressing against a virtual object (e.g., a virtual button) output
on the touch-screen display and causes the computing device
to output a haptic effect. In some embodiments, the haptic
effect may comprise actuating the wheels in one or more
directions (e.g., toward the user, away from the user, to the
right of the user, or to the left of the user). For example, the
haptic effect may comprise moving the holder and the
electronic device coupled to the holder away from the user
and then back toward the user in a quick back-and-forth
motion. This back-and-forth motion may simulate pressing
a physical button.

The description of the illustrative embodiment above is
provided merely as an example. Various other embodiments
of the present invention are described herein and variations
of such embodiments would be understood by one of skill in
the art. Advantages offered by various embodiments may be
further understood by examining this specification and/or by
practicing one or more embodiments of the claimed subject
matter.

Iustrative Systems for Haptically-Enabled Holders

FIG. 1 is a block diagram showing a system for a
haptically-enabled holder according to one embodiment.
The system comprises an electronic device 134. In some
embodiments, the electronic device 134 may comprise a
mobile phone (e.g., a smartphone), portable media player
(e.g., a MP3 player), tablet, e-reader, laptop computer,
and/or a portable gaming device. In some embodiments, the
electronic device 134 may comprise a display, computer
monitor, and/or a television. For example, the electronic
device 134 may comprise a computer monitor configured to
couple with a laptop or desktop computer. Alternatively the
electronic device may comprise a television configured to
receive signals from, e.g., a cable box, an internet connected
device, a video player, an antenna, or some other video
signal generation means known in the art.

The system also comprises a holder 100. A holder 100
may comprise any device configured to directly or indirectly
mechanically couple with an electronic device 134 for
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holding, positioning, orienting, protecting, and/or otherwise
improving the usability of the electronic device 134. For
example, a holder 100 may comprise a stand, a docking
station, or a case. In some embodiments, the holder 100 may
be separate from and coupleable to the electronic device
134. In other embodiments, the holder 100 may be a part of
or otherwise permanently coupled to the electronic device
134. For instance, the holder 100 may comprise a stand that
is a permanent part of the electronic device 134, sometimes
referred to as a “kickstand.”

The holder 100 comprises a computing device 101. In
some embodiments, the components (e.g., the processor
102, network 110, sensor 130, and haptic output device 118)
of the computing device 101 may be integrated into a single
housing (e.g., of the holder 100). In other embodiments, the
components may be distributed (e.g., among multiple hous-
ings or locations) and in electrical communication with one
another.

The computing device 101 may or may not comprise all
of the components depicted in FIG. 1. For example, in some
embodiments, the holder 100 may comprise a mount and/or
stand for a display. In such an embodiment, the computing
device 101 coupled to the holder 100 may not comprise the
sensors 130 and/or the /O components 112. As another
example, in some embodiments, the computing device 101
may comprise the network components 110 and the haptic
output device 118, and none of the remaining components
shown in FIG. 1. In one such embodiment, the network
components 110 may receive wired or wireless signals from
the electronic device 134 and actuate the haptic output
device 118.

The computing device 101 comprises a processor 102
interfaced with other hardware via bus 106. A memory 104,
which can comprise any suitable tangible (and non-transi-
tory) computer-readable medium such as RAM, ROM,
EEPROM, or the like, may embody program components
that configure operation of the computing device 101. In
some embodiments, the computing device 101 may further
comprise one or more network interface devices 110, input/
output (I/0) interface components 112, and additional stor-
age 114.

Network interface device 110 can represent one or more
of any components that facilitate a network connection or
otherwise facilitate communication between devices (e.g.,
electronic device 134 and computing device 101). Examples
include, but are not limited to, wired interfaces such as
Ethernet, USB, IEEE 1394, and/or wireless interfaces such
as [EEE 802.11, Bluetooth, near-field communication (NFC)
interfaces, RFID interfaces, or radio interfaces for accessing
cellular telephone networks (e.g., transceiver/antenna for
accessing a CDMA, GSM, UMTS, or other mobile commu-
nications network).

In some embodiments, the computing device 101 may
communicate directly with the electronic device 134 (e.g.,
via Bluetooth or a wired interface). In other embodiments,
the computing device 101 and electronic device 134 may be
connected to a network 136. The electronic device 134 may
communicate with the computing device 101 via the net-
work 136. The network 136 may be any suitable number or
type of networks or links, including, but not limited to, a
dial-up network, a local area network (LAN), wide area
network (WAN), public switched telephone network
(PSTN), a cellular network, a WiFi network, the Internet, an
intranet or any combination of hard-wired and/or wireless
communication links. In some embodiments, the network
136 is a single network. In other embodiments, the network
136 may comprise two or more networks.
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1/0O components 112 may be used to facilitate connection
to devices such as one or more displays, touch sensitive
surfaces 116, keyboards, mice, speakers, microphones, but-
tons, and/or other hardware used to input data or output data.
For instance, in some embodiments, the holder 100 com-
prises a docking station, e.g., for a laptop computer, mobile
device, tablet, or e-reader. In such an embodiment, the I/O
components 112 may facilitate connection to external
peripheral devices, such as a display, a keyboard, and/or a
mouse. Storage 114 represents nonvolatile storage such as
read-only memory, flash memory, ferroelectric RAM
(F-RAM), magnetic, optical, or other storage media
included in the computing device 101 or coupled to proces-
sor 102.

The computing device 101 may further comprise one or
more sensor(s) 130. The sensor(s) 130 are configured to
transmit sensor signals to the processor 102. In some
embodiments, the sensor 130 may comprise, for example, a
humidity sensor, ambient light sensor, gyroscope, GPS unit,
accelerometer, range sensor, depth sensor, biosensor, cam-
era, or temperature sensor. In some embodiments, the sensor
130 may be external to computing device 101 and in wired
or wireless communication with the computing device 101.
For example, the sensor 130 may comprise a camera exter-
nal to and oriented toward the holder 100. The camera may
be configured to capture images and wirelessly transmit
sensor signals associated with the images to the computing
device 101. In some embodiments, the computing device
101 may analyze the images to determine, e.g., if a user is
interacting with (e.g., touching, tapping, gesturing on, or
gesturing toward) or approaching an electronic device 134
coupled to the holder 100.

The computing device 101 comprises a haptic output
device 118. The haptic output device 118 may be in com-
munication with processor 102. The haptic output device
118 is configured to output a haptic effect in response to a
haptic signal. In some embodiments, the haptic output
device 118 is configured to output a haptic effect comprising
a vibration, a change in a perceived coefficient of friction, a
simulated texture, a change in temperature, a stroking sen-
sation, an electro-tactile effect, or a surface deformation
(e.g., a deformation of a surface associated with the com-
puting device 101 or the holder 100). Further, some haptic
effects may use multiple haptic output devices 118 of the
same or different types in sequence and/or in concert.
Although a single haptic output device 118 is shown in FIG.
1, embodiments may use multiple haptic output devices 118
of the same or different type to produce haptic effects.

In some embodiments, the haptic output device 118 is
external to computing device 101 and in communication
with the computing device 101 (e.g., via wired interfaces
such as Ethernet, USB, IEEE 1394, and/or wireless inter-
faces such as IEEE 802.11, Bluetooth, or radio interfaces).
For example, the computing device 101 may be positioned
external to the holder 100 and the haptic output device 118
may be positioned internal to the holder 100. The haptic
output device 118 may be configured to receive haptic
signals from the computing device 101.

In some embodiments, the haptic output device 118 is
configured to output a haptic effect comprising a vibration.
The haptic output device 118 may comprise, for example,
one or more of a piezoelectric actuator, an electric motor, an
electro-magnetic actuator, a voice coil, a shape memory
alloy, an electro-active polymer, a solenoid, an eccentric
rotating mass motor (ERM), or a linear resonant actuator
(LRA).
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In some embodiments, the haptic output device 118 is
configured to output a haptic effect modulating the perceived
coeflicient of friction of a surface associated with the haptic
output device 118. In one embodiment, the haptic output
device 118 comprises an ultrasonic actuator. An ultrasonic
actuator may vibrate at an ultrasonic frequency, for example
20 kHz, reducing the perceived coefficient of an associated
surface. In some embodiments, the ultrasonic actuator may
comprise a piezo-clectric material.

In some embodiments, the haptic output device 118 uses
electrostatic attraction, for example by use of an electrostatic
actuator, to output a haptic effect. The haptic effect may
comprise a simulated texture, a simulated vibration, a strok-
ing sensation, or a perceived change in a coefficient of
friction on a surface associated with computing device 101
and/or electronic device 134. In some embodiments, the
electrostatic actuator may comprise a conducting layer and
an insulating layer. The conducting layer may be any semi-
conductor or other conductive material, such as copper,
aluminum, gold, or silver. The insulating layer may be glass,
plastic, polymer, or any other insulating material. Further-
more, the processor 102 may operate the electrostatic actua-
tor by applying an electric signal, for example an AC signal,
to the conducting layer. In some embodiments, a high-
voltage amplifier may generate the AC signal. The electric
signal may generate a capacitive coupling between the
conducting layer and an object (e.g., a user’s finger, head,
foot, arm, shoulder, leg, or other body part, or a stylus) near
or touching the haptic output device 118. Varying the levels
of attraction between the object and the conducting layer can
vary the haptic effect perceived by a user.

In some embodiments, the haptic output device 118
comprises a deformation device configured to output a
deformation haptic effect. The deformation haptic effect may
comprise raising or lowering portions of a surface associated
with the holder 100 and/or electronic device 134. For
example, the haptic effect may comprise raising portions of
a surface of the holder 100 to generate a bumpy texture. In
some embodiments, the deformation haptic effect may com-
prise bending, folding, rolling, twisting, squeezing, flexing,
changing the shape of, or otherwise deforming a surface
associated with the holder 100, the electronic device 134,
and/or a user interface device. In one such embodiment, the
deformation haptic effect may apply a force on a surface
associated with the electronic device 134, which may be
deformable. The force may cause the electronic device 134
to bend, fold, roll, twist, squeeze, flex, change shape, or
otherwise deform. In another embodiment, the deformation
haptic effect may apply a force on the holder 100 configured
to cause the holder to bend, e.g., toward or away from the
user. For example, if the holder 100 comprises a stand for
holding a computer monitor, the deformation haptic effect
may cause the stand to bend such that the computer monitor
moves toward or away from the user.

In some embodiments, the haptic output device 118
comprises fluid (e.g., a liquid or gas) configured for output-
ting a haptic effect (e.g., for bending or deforming a surface
associated with the holder 100 and/or electronic device 134).
For example, the fluid may comprise a smart gel. A smart gel
comprises a fluid with mechanical or structural properties
that change in response to a stimulus or stimuli (e.g., an
electric field, a magnetic field, temperature, ultraviolet light,
shaking, or a pH variation). For instance, in response to a
stimulus, a smart gel may change in stiffness, volume,
transparency, and/or color. In some embodiments, stiffness
may comprise the resistance of a surface associated with the
holder 100 and/or electronic device 134 against deforma-
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tion. In some embodiments, one or more wires may be
embedded in or coupled to the smart gel. As current runs
through the wires, heat is emitted, causing the smart gel to
expand or contract. This may move a surface associated with
the holder 100 and/or electronic device 134, generating the
haptic effect.

As another example, the fluid may comprise a rheological
(e.g., a magneto-rheological or electro-rheological) fluid. A
rheological fluid comprises metal particles (e.g., iron par-
ticles) suspended in a fluid (e.g., oil or water). In response
to an electric or magnetic field, the order of the molecules in
the fluid may realign, changing the overall damping and/or
viscosity of the fluid. This may move a surface associated
with the holder 100 and/or electronic device 134, generating
a haptic effect.

In some embodiments, the haptic output device 118
comprises a mechanical deformation device. For example, in
some embodiments, the haptic output device 118 may com-
prise an actuator coupled to an arm that rotates a deforma-
tion component. The deformation component may comprise,
for example, an oval, starburst, or corrugated shape. The
deformation component may be configured to move a sur-
face associated with the holder 100 and/or the electronic
device 134 at some rotation angles but not others. The
actuator may comprise a piezo-electric actuator, rotating/
linear actuator, solenoid, an electroactive polymer actuator,
macro fiber composite (MFC) actuator, shape memory alloy
(SMA) actuator, and/or other actuator. As the actuator
rotates the deformation component, the deformation com-
ponent may move the surface, causing it to deform. In such
an embodiment, the deformation component may begin in a
position in which the surface is flat. In response to receiving
a signal from processor 102, the actuator may rotate the
deformation component. Rotating the deformation compo-
nent may cause one or more portions of the surface to raise
or lower. The deformation component may, in some embodi-
ments, remain in this rotated state until the processor 102
signals the actuator to rotate the deformation component
back to its original position.

Further, other techniques or methods can be used to output
haptic effects. For example, the haptic output device 118
may comprise a flexible surface layer configured to deform
its surface or vary its texture based upon contact from a
surface reconfigurable haptic substrate (including, but not
limited to, e.g., fibers, nanotubes, electroactive polymers,
piezoelectric elements, or shape memory alloys). In some
embodiments, the haptic output device 118 outputs a haptic
effect via a deforming mechanism (e.g., a motor coupled to
wires), air or fluid pockets, local deformation of materials,
particle jamming, electromagnets, shape-memory alloys,
resonant mechanical elements, piezoelectric materials,
micro-electromechanical systems (“MEMS”) elements or
pumps, thermal fluid pockets, variable porosity membranes,
or laminar flow modulation.

In some embodiments, the haptic output device 118 may
comprise a motor. For example, the haptic output device 118
may comprise a motor (e.g., a DC motor) configured to pull
a wire or cable coupled to a portion of the holder 100. This
may cause the holder 100 to bend or otherwise deform. As
another example, the haptic output device 118 may comprise
a motor coupled to wheels. The haptic output device 118
may drive the wheels to cause the holder 100 to move, e.g.,
across a surface.

In some embodiments, the haptic output device 118 is
configured to remotely project haptic effects to a user. For
example, the haptic output device 118 may comprise one or
more jets configured to emit materials (e.g., solids, liquids,

20

25

30

35

40

45

50

55

60

65

8

gasses, or plasmas) toward the user (e.g., toward the back of
the user’s hand). In one such embodiment, the haptic output
device 118 comprises a gas jet configured to emit pufls or
streams of oxygen, nitrogen, carbon dioxide, or carbon
monoxide with varying characteristics upon receipt of the
haptic signal. As another example, the haptic output device
118 may comprise one or more ultrasonic transducers or
speakers configured to project pressure waves in the direc-
tion of the user. In one such embodiment, upon the user
interacting with an object, the processor 102 may cause the
haptic output device 118 to emit a concentrated pressure
wave toward the user. The concentrated pressure wave may
vibrate a portion of the user’s body (e.g., the user’s hand).

In some embodiments, the haptic output device 118 may
be a portion of the housing of the holder 100. In other
embodiments, the haptic output device 118 may be housed
inside a flexible housing overlaying a surface associated
with the holder 100 (e.g., the front or back of the holder
100). For example, the holder 100 may comprise a docking
station, which may be positioned on a desk. The haptic
output device 118 may comprise a layer of smart gel
positioned on the bottom of the docking station (e.g., against
the desk). Upon actuating the haptic output device 118 (e.g.,
with an electric current or an electric field), the smart gel
may expand. This may cause the user to perceive a haptic
effect comprising movement of the electronic device 134
and/or holder 100 in an upward direction (e.g., off the
surface of the desk).

Turning to memory 104, modules 126, 128 are depicted to
show how a device can be configured in some embodiments
to provide haptically-enabled holders. Haptic effect deter-
mination module 126 represents a program component that
analyzes data to determine a haptic effect to generate. The
haptic effect determination module 126 may comprise code
that selects one or more haptic effects to output using one or
more algorithms or lookup tables. In some embodiments, the
haptic effect determination module 126 comprises one or
more algorithms or lookup tables useable by the processor
102 to determine a haptic effect.

In some embodiments, the haptic effect determination
module 126 comprises code that determines a haptic effect
based on an event. An event, as used herein, is any inter-
action, action, collision, or other event which occurs during
operation of the device (e.g., the electronic device 134
and/or on the computing device 101) which can potentially
comprise an associated haptic effect. In some embodiments,
an event may comprise user input (e.g., a button press,
manipulating a joystick, interacting with a touch-sensitive
surface, tilting or orienting the device), a system status (e.g.,
low battery, low memory, or a system notification, such as a
notification generated based on the system receiving an
incoming phone call), sending data, receiving data, or a
program event (e.g., if the program is a game, a program
event may comprise explosions, gunshots, collisions, inter-
actions between game characters, advancing to a new level,
or driving over bumpy terrain).

For example, in some embodiments, the processor 102
may receive a sensor signal associated with an event that
occurred on the electronic device 134. The event may
comprise, for example, the electronic device 134 receiving
an incoming phone call. Based on the event, the haptic effect
determination module 126 may determine a haptic effect
configured to, e.g., actuate a stand coupled to the holder 100.
For example, if the electronic device 134 is laying prone on
a surface (e.g., a counter), the haptic effect may actuate the
stand such that the stand lifts the electronic device 134 into
an upright position (e.g., roughly perpendicular to the sur-
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face). This may visually notify a user of the incoming call,
which may be beneficial if the user is not within earshot of
the electronic device’s ringer.

In some embodiments, haptic effect determination module
126 comprises code that determines a haptic effect based on
a characteristic (e.g., the type, pressure, speed, location, or
direction) of a user interaction with the electronic device 134
and/or the holder 100. For example, the haptic effect deter-
mination module 126 may determine a haptic effect com-
prising a pulsed vibration if the user interacts with a touch-
sensitive surface (e.g., touch-screen display) of the
electronic device 134 at a particular location (e.g., a location
associated with a virtual object, such as a button, slider,
knob, switch, image, text, or widget). As another example,
the haptic effect determination module 126 may determine a
haptic effect comprising a long vibration based on a user
pressing a physical button on the electronic device 134.

In some embodiments, haptic effect determination module
126 comprises code that determines a haptic effect based on
a characteristic (e.g., size, shape, location, texture, color,
type, or content) of a virtual object. For example, the
electronic device 134 may be executing a video game. In
some embodiments, the electronic device 134 may detect a
user interaction with a virtual object (e.g., a virtual weapon)
and transmit a signal associated with the virtual object to the
computing device 101. The computing device 101 may
receive the signal and determine a haptic effect based on a
characteristic of the virtual object. For example, in the
videogame embodiment described above, the haptic effect
determination module 126 may determine a haptic effect
comprising a high-magnitude vibration if the virtual object
is a rocket launcher. Further, in such an embodiment, if the
virtual object is a kaife, the haptic effect determination
module 126 may determine a haptic effect comprising
low-magnitude vibration. The different haptic effects may be
indicative of the power or force associated with the virtual
object (e.g., the virtual weapon).

Haptic effect generation module 128 represents program-
ming that causes processor 102 to generate and transmit
haptic signals to the haptic output device 118 to generate the
selected haptic effect. For example, the haptic effect gen-
eration module 128 may access stored waveforms or com-
mands to send to the haptic output device 118 to create the
desired effect. In some embodiments, the haptic effect gen-
eration module 128 may comprise algorithms to determine
the haptic signal. Further, in some embodiments, haptic
effect generation module 128 may comprise algorithms to
determine target coordinates for the haptic effect (e.g.,
coordinates for a location on an electronic device 134 and/or
the holder 100 at which to output a haptic effect).

Although the modules 126, 128 are depicted in FIG. 1 as
program components within the memory 104, in some
embodiments, the modules 126, 128 may comprise hard-
ware. For example, modules 126, 128 may comprise analog
to digital converters, processors, microcontrollers, compara-
tors, amplifiers, transistors, and other analog or digital
circuitry.

FIG. 2 shows an embodiment of a system for haptically-
enabled holders. The system 200 comprises an electronic
device 204. The electronic device 204 may comprise, for
example, a mobile device (e.g., a tablet, mobile phone, or
e-reader). In the embodiment shown in FIG. 2, the electronic
device 204 comprises a touch-sensitive surface 203 (e.g., a
touch-screen display). A user can interact with the touch-
sensitive surface 203 to perform various tasks (e.g., check
e-mail, browse webpages, play music, watch videos, or play
a video game) using the electronic device 204. In some
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embodiments, the electronic device 204 additionally or
alternatively comprises other user interface components,
such as a button, joystick, directional pad, trigger, micro-
phone, speaker, and/or switch.

The electronic device 204 is physically coupled to a
holder 202. The holder 202 may be configured to orient the
electronic device 204 with respect to a surface 214. For
example, in the embodiment shown in FIG. 2, the holder 202
comprises a stand configured to orient the electronic device
204 in an upright position on the surface 214. In some
embodiments, the holder 202 may comprise one or more
straps, snap-in components, cables, screws, bolts, and/or
locking devices configured for mechanically coupling with
the electronic device 204. The holder 202 may comprise any
suitable material, for example, rubber, plastic, and/or metal.
In some embodiments, the holder 202 comprises material
configured to absorb shock from an impact.

The electronic device 204 is in wired or wireless com-
munication with a computing device 201. In some embodi-
ments, the computing device 201 is coupled to or embedded
within the holder 202. The computing device 201 may be
configured to receive a signal from the electronic device 204
and output a haptic effect.

In some embodiments, the computing device 201 outputs
the haptic effect via one or more haptic output devices. The
haptic output devices may be embedded within, coupled to,
or make up a housing of the holder 202. The holder 202 may
comprise any number or configuration of haptic output
devices, and the holder 202 may use any number or com-
bination of haptic output devices to output one or more
haptic effects.

In some embodiments, the holder 202 comprises a piv-
otable component 206 (e.g., a hinge) or a rotatable joint
(e.g., a ball and socket joint). The computing device 201
may actuate a haptic output device to pivot and/or rotate, or
resist against the pivoting or rotation of, the electronic
device about an axis. In one embodiment, the haptic output
device comprises a motor coupled to a pivotable component
206 (or a motor coupled to a cable coupled to the pivotable
component 206). The computing device 201 may actuate the
motor to pivot the electronic device 204 about an axis (e.g.,
directed out of the page). This may change the angle at
which the electronic device 204 rests against the surface
214. In another embodiment, the haptic output device com-
prises an electromagnet. The computing device 201 may
actuate the electromagnet to resist a user from pivoting the
pivotable component 206 (or rotating a rotatable joint).

In some embodiments, the holder 202 comprises two or
more holder components 208, 210 that are configured to
move with respect to one another. For example, the holder
202 may comprise two holder components 208, 210 that are
slideably coupled (e.g., configured to slide with respect to
one another). In one such embodiment, a first holder com-
ponent 210 is configured to slide relative to a second holder
component 208. In some embodiments, a haptic output
device is configured to cause the two or more holder
components to move (e.g., slide) or resist moving with
respect to one another.

For example, in some embodiments, the haptic output
device comprises a linear actuator. The computing device
201 may actuate the linear actuator to linearly extend or
retract the holder component 208. This may change the
angle at which the electronic device 204 rests against the
surface 214. In another embodiment, the haptic output
device is configured to vibrate one or both of the holder
components 208, 210 (e.g., at high frequencies). The vibra-
tions and the weight of the electronic device 204 and/or
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holder 202 may overcome friction forces between the holder
components 208, 210. This may cause the holder compo-
nents 208, 210 to move relative to each other.

In still another embodiment, the haptic output device
comprises a fluid (e.g., a smart gel or a rheological fluid).
The computing device 201 may actuate the haptic output
device (e.g., by applying voltage or a magnetic field to the
fluid), causing the fluid to expand or contract. This may push
or pull on the holder component 210, e.g., moving or
resisting movement of the holder components 208, 210
relative to each other.

In yet another embodiment, the haptic output device
comprises a piston and a valve. For example, holder com-
ponent 208 may comprise a valve and holder component 210
may comprise a piston. In such an embodiment, the com-
puting device 201 may actuate the haptic output device by,
for example, opening and closing the valve. In some
embodiments, closing of the valve may prohibit fluid or air
within the valve from moving. This may prevent the piston
from moving through the valve. In some embodiments,
opening the valve may allow fluid or air to move within the
valve. This may allow the holder components 208, 210 to
slide relative to each other.

In some embodiments, the haptic output device outputs an
electrostatic haptic effect, e.g., configured to increase or
reduce friction between holder components 208, 210. This
may assist or resist the holder components 208, 210 in
moving relating to each other. Other methods, such as
particle jamming and/or suction (e.g., generating a suction
between holder components 208, 210), may additionally or
alternatively be used to assist or resist the holder compo-
nents 208, 210 in moving relative to each other.

In some embodiments, the holder 202 comprises a rotat-
able component 212 (e.g., a wheel or roller). A haptic output
device may be configured to rotate the rotatable component
212. In one such embodiment, haptic output device com-
prises a motor. The computing device 201 may actuate the
motor to cause the rotatable component 212 to roll, e.g.,
along a surface 214. This may move the electronic device
204 along the surface 214. In another embodiment, the
haptic output device vibrates the rotatable component (e.g.,
at high frequencies). The vibrations may overcome friction
forces between the rotatable component 212 and the surface
214. This may allow the rotatable component 212 to roll
along the surface 214 (e.g., as a result of gravitational
forces).

In some embodiments, the computing device 201 outputs
a haptic effect configured to simulate a physical sensation.
For example, the electronic device 204 may output a website
(e.g., a news website) via a display. The electronic device
204 may detect a user interaction (e.g., a tap, touch, swipe,
two-finger pinch, or a gesture) with the touch-sensitive
surface 203. For example, the user interaction may comprise
the user pressing a location on the touch-sensitive surface
203 associated with a website link. In some embodiments,
the electronic device 204 transmits a signal associated with
the user interaction to the computing device 201. In such an
embodiment, the computing device 201 may receive the
signal and output a haptic effect. For example, the comput-
ing device 201 may output a haptic effect configured to
cause a haptic output device to rapidly retract and expand
holder component 210. In some embodiments, this may
cause the entire touch-sensitive surface 203, or a portion of
the touch-sensitive surface 203 (e.g., the portion of the
touch-sensitive surface 203 contacted by the user), to move.
For example, this may cause the entire touch-sensitive
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surface 203 to move away from and back toward a user’s
finger. In some embodiments, this back-and-forth motion
may simulate a button press.

As another example, in some embodiments, the comput-
ing device 201 outputs a haptic effect configured to simulate
motion. For example, the electronic device 204 may execute
a game or virtual simulation. For instance, the electronic
device 204 may be executing a game in which the user is on
a virtual pirate ship. In such an embodiment, upon the user
contacting the touch-sensitive surface 203 with a finger, the
computing device 201 may output a haptic effect configured
to simulate waves in the ocean. For example, the computing
device 201 may repeatedly retract and expand the holder
component 210 at a rate similar to the up-and-down motion
of a boat traversing waves.

In some embodiments, the computing device 201 outputs
confirmatory haptic effects. For example, in the above pirate
ship embodiment, the computing device 201 may output a
haptic effect responsive to the user tapping a virtual weapon
(e.g., a virtual gun) on the touch-sensitive surface 203. In
one such embodiment, the haptic effect comprises a vibra-
tion. The user may perceive the haptic effect through the
electronic device 204, e.g., due to the coupling between the
holder 202 and the electronic device 204. For example, the
holder 202 may output vibrations to the electronic device
204, which may cause the electronic device 204 to vibrate.
The user may perceive vibrations while contacting the
touch-sensitive surface 203 with a finger. In some embodi-
ments, the haptic effect may confirm to the user that the
electronic device 204 received the user input (e.g., the
weapon selection).

In some embodiments, the computing device 201 may
detect a user interaction with the electronic device 204 via
one or more sensors and output an associated haptic effect.
For example, the computing device 201 may comprise an
accelerometer and/or a pressure sensor. In one such embodi-
ment, the accelerometer and/or pressure sensor may be
coupled to the pivotable component 206 (e.g., between the
pivotable component 206 and the electronic device 204). In
some embodiments, upon a user interacting with (e.g.,
tapping, touching, or gesturing on) the electronic device
204, the computing device 201 outputs an associated haptic
effect. For example, upon a user tapping on the electronic
device 204 (e.g., the touch-sensitive surface 203), the com-
puting device 201 may detect the tap (e.g., based on signals
from the accelerometer and/or pressure sensor) and output
an associated haptic effect comprising, e.g., a vibration.

In some embodiments, the electronic device 204 may
transmit signals to the computing device 201 to activate or
deactivate one or more “haptic modes™ executable via the
computing device 201. A haptic mode may comprise an
operational state in which the computing device 201 detects
a user interaction with the electronic device 204 (e.g., via
sensors) and outputs an associated haptic effect. The haptic
effect may depend on the particular haptic mode. For
example, the electronic device 204 may output a virtual
object (e.g., a virtual slider) on a display. The electronic
device 204 may transmit a signal to the computing device
201 that causes the computing device 201 to enter a “detent”
haptic mode. Based on the haptic mode, the computing
device 201 may detect the user interacting with the virtual
widget (e.g., sliding the virtual slider) and output a haptic
effect comprising, e.g., a detent. This my simulate the
feeling of interacting with a physical slider.

As another example, in some embodiments, the electronic
device 204 may transmit a signal to the computing device
201 that causes the computing device 201 to enter a “con-
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firmatory” haptic mode. Based on the haptic mode, the
computing device 201 may detect the user interacting with
the virtual object (e.g., tapping on the virtual slider) and
output a haptic effect comprising, e.g., a vibration. This may
confirm to the user that the computing device 201 detected
the user input. In some embodiments, using the computing
device 201 to detect user interactions and/or output haptic
effects can reduce the computational load on the electronic
device 204 (e.g., the electronic device’s processor). This
may improve the efficiency of the electronic device 204.
Further, in some embodiments, using the computing device
201 to detect user interactions and/or output haptic effects
may also improve haptic effect rendering by, e.g., reducing
latency resulting from communicating between the elec-
tronic device 204 and the computing device 201.

FIG. 3A shows another embodiment of a system for
haptically-enabled holders. The system 300 comprises an
electronic device 310. The electronic device 310 may com-
prise, for example, a display, television, or a tablet.

The electronic device 310 is coupled to and in commu-
nication with a holder 302. In some embodiments, the holder
302 comprises a stand or mounting device (e.g., for mount-
ing the electronic device 310 to a desk or wall). The holder
302 may comprise a computing device 314 configured to
output one or more haptic effects via haptic output devices
308, 312.

In some embodiments, the computing device 314 outputs
a haptic effect based at least in part on a characteristic (e.g.,
size, shape, location, texture, color, type, or content) of a
virtual object. For example, the electronic device 310 may
output a virtual object. The virtual object may comprise one
or more textures (e.g., bumpy, smooth, or rubbery). In some
embodiments, the computing device 314 outputs one or
more haptic effects associated with the texture. For example,
the virtual object may comprise a rubber button. Upon a user
interacting with the virtual object, the computing device 314
may output a haptic effect via haptic output device 312. The
haptic effect may comprise, for example, a simulated rubber
texture. In one such embodiment, haptic output device 312
comprises an electrostatic actuator. The computing device
314 may actuate the electrostatic actuator to generate a
capacitive coupling between the haptic output device 312
and the user’s body (e.g., finger). The user may perceive the
capacitive coupling as a haptic effect comprising a rubber
texture.

As another example, in some embodiments, the comput-
ing device 314 outputs a haptic effect configured to simulate
features in a virtual area. For example, the virtual object may
comprise a bumpy road over which a virtual car may be
driving in a video game. In some embodiments, upon a user
interacting with the virtual object, the computing device 314
outputs a haptic effect, e.g., comprising a simulated bumpy
texture. In one such embodiment, the computing device 314
outputs the haptic effect via haptic output device 308. For
example, the haptic output device 308 may comprise a
pivotable component configured to move a first holder
component 304 with respect to a second holder component
306. The computing device 314 may cause the haptic output
device 308 to move the first holder component 304 toward
and away from the user with high frequency. The user may
perceive this back-and-forth movement as a bumpy sensa-
tion.

In some embodiments, the computing device 314 outputs
a haptic effect configured to deform a surface of the holder
302. For example, a user may be contacting the electronic
device 310 with high pressure. The electronic device 310
may detect the high pressure and transmit a signal to the
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computing device 314. In such an embodiment, the com-
puting device 314 may receive the signal and output a haptic
effect. For example, the computing device 314 may apply
heat or electricity to a haptic output device comprising a
shape-memory alloy. This may cause the shape-memory
alloy to deform. In one such embodiment, the deformation
may cause a holder component 306 to bend, e.g., in a
direction away from the user’s hand. This may reduce the
pressure on the electronic device 310 and prevent the
electronic device 310 from breaking.

In some embodiments, the computing device 314 outputs
haptic effects to make user interaction with the electronic
device 310 more challenging. For example, the electronic
device 310 may be executing a video game. The user may
need to, for example, tap the location of a virtual object
output on the display before the virtual object disappears and
reappears in a new location. In some embodiments, the
computing device 314 outputs a haptic effect, e.g., config-
ured to cause the haptic output device 308 to pivot or rotate
the first holder component 304 with respect to the second
holder component 306. This may move the electronic device
310 in various directions. For example, the haptic effect may
cause the electronic device 310 to move away from the user,
e.g., as shown in FIG. 3B, and/or toward the user, e.g., as
shown in FIG. 3C. In some embodiments, the haptic effect
may cause the electronic device 310 to move upward with
respect to the user, e.g., as shown in FIG. 3D, and/or
downward with respect to the user, e.g., as shown in FIG.
3E. In other embodiments, the haptic effect may cause the
electronic device 310 to move right or left with respect to the
user, e.g., the directions into and out of the page, respec-
tively. In still other embodiments, the haptic effect may
cause the electronic device 310 to rotate, e.g., about the
second holder component 306. In some embodiments, these
movements may make the video game more challenging for
the user, output many different types of effects, or be used to
simulate interactions with the user.

FIG. 4 shows still another embodiment of a system for
haptically-enabled holders. In the embodiment shown in
FIG. 4, the system 400 is depicted from a back perspective
view. The system 400 comprises an electronic device 406
(e.g., a tablet or e-reader) coupled to a holder 402. The
holder 402 may be configured such that a user can grip the
holder 402 with a body part (e.g., hand). In some embodi-
ments, the holder 402 comprises a strap 404. The user may
hold the strap 404 or place a hand between the strap 404 and
the body of the holder 402. This may help secure the user’s
hand to the holder 402.

In some embodiments, the holder 402 is rotateably
coupled to (e.g., capable of rotating with respect to) the
electronic device 406. This may allow the electronic device
406 to rotate with respect to the holder 402. A haptic output
device (not shown) may be configured to cause the elec-
tronic device 406 to rotate with respect to the holder 402. In
one such embodiment, the haptic output device comprises a
motor configured to rotate the electronic device 406 with
respect to the holder 402.

For example, the electronic device 406 may output a
virtual fishing game via touch-screen display. The virtual
fishing game may include a virtual stream with running
water. The electronic device 406 may detect the user inter-
acting with a location on the touch-screen display associated
with the virtual stream. In some embodiments, based on the
interaction, the electronic device 406 may transmit a signal
to the computing device 408. In such an embodiment, the
computing device 408 may receive the signal and output a
haptic effect, e.g., a haptic effect configured to simulate the
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flow of water in a stream. In one embodiment, the haptic
output device outputs the haptic effect by rotating the
electronic device 406 clockwise and counterclockwise over
short distances (e.g., 3-4 degrees) with respect to the holder
402. The user may perceive this back-and-forth motion
against the user’s finger as simulating running water.

In some embodiments, the computing device 408 may
transmit a signal associated with a haptic effect to the
electronic device 406. For example, the computing device
408 may transmit a signal associated with a haptic effect that
the computing device 408 is outputting, or is going to output,
to the electronic device 406. In some embodiments, the
electronic device 406 may receive the signal and execute a
function based on the signal. For example, in the above
fishing game embodiment, upon the computing device 408
rotating the electronic device back-and-forth, e.g., to simu-
late running water, the computing device 408 may transmit
signals associated with the haptic effect to the electronic
device 406. In one such embodiment, the electronic device
406 may receive the signals and, e.g., update a display. For
example, the electronic device 406 may update the display
to simultaneously rotate all the virtual objects output on the
display, e.g., in a direction opposite to the direction in which
the electronic device 134 is physically rotating. This may
cause the user to perceive the virtual objects output on the
display as staying stationary as the electronic device 134
physically rotates. For example, in some embodiments, the
rotation of the virtual objects may “cancel out” the physical
rotation of the electronic device 406 such that the user
perceives the virtual objects as remaining stationary.

In some embodiments, the computing device 408 outputs
haptic effects configured to, e.g., resist a user’s manipulation
of the electronic device 406. For example, the electronic
device 406 may be executing a virtual car racing game. The
user may hold the holder 402 with one hand and steer the
virtual car by rotating the electronic device 406 about the
holder 402. For instance, a sensor associated with the
electronic device 406 may detect that the user is rotating the
electronic device 406 counterclockwise and turn the virtual
car left. The electronic device 406 may detect that the user
is rotating the electronic device 406 clockwise and turn the
virtual car right. In some embodiments, upon the occurrence
of'an event, the computing device 408 outputs a haptic effect
configured to prevent the user from rotating the electronic
device 406. For example, upon the virtual car impacting a
wall on the left side, the computing device 408 may output
a haptic effect, e.g., configured to resist a counterclockwise
rotation of the electronic device 406. In some embodiments,
the computing device 408 outputs the resistance via a brake
or another passive haptic output device.

In some embodiments, the computing device 408 outputs
haptic effects configured to modulate a characteristic (e.g.,
magnitude, duration, or frequency) of a haptic effect output
from the electronic device 406. For example, the electronic
device 406 may comprise a smart phone. Upon the elec-
tronic device 406 receiving a phone call (e.g., from a user’s
friend), the electronic device 406 may output a haptic effect
comprising a vibration. In some embodiments, the comput-
ing device 408 detects the haptic effect output by the
electronic device 406 (e.g., via an accelerometer or a signal
associated with the haptic effect transmitted by the elec-
tronic device 406). Further, in some embodiments, the
computing device 408 outputs a haptic effect configured to
modulate a characteristic of the vibration.

For example, in one embodiment, if the caller is of high
importance, the computing device 408 outputs a haptic effect
configured to increase the rigidity of the holder 402. In such
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an embodiment, the holder 402 may comprise a rheological
fluid or smart gel which the computing device 408 may
actuate to increase the rigidity of the holder 402. This may
allow the vibrations from the electronic device 406 to be
transmitted to the user’s hand (e.g., holding the holder 402)
with minimal impedance. In some embodiments, if the caller
is of low importance, the computing device 408 outputs a
haptic effect configured to decrease the rigidity of the holder
402. This may cause the holder 402 to dampen the magni-
tude of the vibrations from the electronic device 406. In this
manner, the computing device 408 may control the magni-
tude of the vibrations perceived by the user (e.g., based on
the importance of an event).

FIG. 5 shows yet another embodiment of a system for
haptically-enabled holders. The system 500 comprises an
electronic device 506 coupled to a holder 502. The elec-
tronic device 506 may be coupled to the holder 502 by a
haptic output device 508. In some embodiments, the haptic
output device 508 is configured to rotate the electronic
device 506 with respect to the holder 502. Additionally or
alternatively, the haptic output device 508 may be config-
ured to move the electronic device 506 toward or away from
the holder 502. For example, in some embodiments, the
haptic output device 508 may comprise a smart gel, rheo-
logical fluid, or a linear actuator. Upon actuation, the haptic
output device 508 may be configured to expand or contract
to move the electronic device 506 toward or away from the
holder 502.

In some embodiments, the electronic device 506 outputs
a virtual map on a display (e.g., internal or external to the
electronic device 506). A user may interact with the virtual
map by moving a finger along a touch-sensitive surface 510.
In some embodiments, the electronic device 506 detects the
user interaction and transmits one or more signals to com-
puting device 504. The computing device 504 may receive
the signal and output a haptic effect. For example, the
computing device 504 may output haptic effects configured
to simulate the topography of map locations contacted by the
user’s finger. In one embodiment, the computing device 504
causes the haptic output device 508 to expand and contract
to simulate higher and lower elevations, respectively. This
may provide information to the user, for example, informa-
tion about the physical terrain and/or topography of a map
location.

In some embodiments, the computing device 504 outputs
haptic effects configured to move (e.g., “snap”) the elec-
tronic device 506 to a new position (and/or lock the elec-
tronic device 506 in the new position). For example, the
electronic device 506 may be executing a drawing applica-
tion. The electronic device 506 may detect a user moving a
finger along the surface of touch-sensitive surface 510 and
output a line associated with the path of the user’s finger. In
some embodiments, upon the user pressing on the touch-
sensitive surface 510 (e.g., pushing the electronic device 506
to the right of the page) with an amount of pressure above
a threshold, the electronic device 506 transmits a signal to
the computing device 504. In such an embodiment, the
computing device 504 may receive the signal and cause the
haptic output device 508 to contract. This may “snap” the
electronic device 506 to a new position. In some embodi-
ments, the electronic device 506 may detect the new position
(or the amount of pressure) and change to another input
mode, such as an erasing mode. This may allow the user to,
for example, erase portions of the drawing by moving a
finger along the touch-sensitive surface 510.

Further, in some embodiments, upon the user pulling the
electronic device 506 away from the holder 502 (e.g., to the
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left of the page), the electronic device 506 transmits a signal
to the computing device 504. In such an embodiment, the
computing device 504 may receive the signal and cause the
haptic output device 508 to expand. This may “snap” the
electronic device 506 to another position. In some embodi-
ments, the electronic device 506 may detect the new position
and change to another input mode, such as a pan or zoom
mode. This may allow the user to, for example, pan or zoom
in or out on the drawing by interacting with the touch-
sensitive surface 510. In some embodiments, responsive to
the user tapping on (e.g., double tapping on) the touch-
sensitive surface 510, the computing device 504 outputs a
haptic effect. The haptic effect may be configured to, e.g.,
snap the electronic device 506 back to its original position
(which may be associated with a drawing input mode).

In some embodiments, the computing device 504 outputs
haptic effects associated with an input mode or function
executing on the electronic device 506. For example, in the
above drawing embodiment, the electronic device 506 may
detect a user interaction and switch to the erasing mode.
Upon the electronic device 506 switching to the erasing
mode, the electronic device 506 may transmit a signal
associated with the erasing mode to the computing device
504. The signal may be configured to cause the computing
device 504 to output a haptic effect (e.g., to “snap” the
electronic device 506 to a new position). For example, based
on the erasing mode, the haptic effect may comprise a pulsed
vibration. If the electronic device 506 switches to another
mode, e.g., drawing mode, the computing device 504 may
output a different haptic effect (e.g., a short vibration) or no
haptic effect at all.

FIG. 6 shows another embodiment of a system for hap-
tically-enabled holders. The system 600 comprises an elec-
tronic device 602. In this example, the electronic device 602
comprises a laptop computer. The electronic device 602 may
comprise one or more pivotable or rotatable components 604
(e.g., hinges or joints) coupling two or more components of
the electronic device 602. For example, in the embodiment
shown in FIG. 6, a hinge couples a display 606 to a base 608
for opening and closing the electronic device 602.

In some embodiments, the pivotable or rotatable compo-
nent 604 comprises, or is coupled to, a haptic output device
(not shown). The haptic output device may comprise, for
example, a motor, a shape-memory alloy, a brake, and/or an
electromagnet. In some embodiments, the haptic output
device manipulates the pivotable or rotatable component
604 to output the one or more haptic effects.

For example, the display 606 may comprise a touch-
screen display. The electronic device 602 may output a
virtual object on the display 606 comprising, e.g., a spring.
In some embodiments, the electronic device 602 detects a
user interaction with the virtual object (via the touch-screen
display) and outputs a haptic effect. For example, upon the
user pressing against the display 606 on a location associ-
ated with a virtual spring, the electronic device 602 may
output a haptic effect, e.g., configured to resist the press. In
one embodiment, the haptic effect is configured to resist the
press with an amount associated with the spring constant of
the virtual spring. In some embodiments, the electronic
device 602 outputs this haptic effect by actuating a motor
coupled to the pivotable or rotatable component 604 in a
direction opposing the force output by the user on the
display 606. In other embodiments, the electronic device
602 outputs this haptic effect by applying a brake or actu-
ating a rheological fluid layer (e.g., adjacent to the pivotable
or rotatable component 604), e.g., such that friction opposes
the force output by the user. Further, in some embodiments,
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upon the user removing pressure from the display 606, the
electronic device 602 outputs another haptic effect. For
example, the electronic device 602 may output a haptic
effect configured to move the display 606 forward to its
starting position (e.g., to spring the display 606 back to its
starting position).

FIG. 7 shows still another embodiment of a system for
haptically-enabled holders. The system 700 comprises an
electronic device 702 (e.g., a MP3 player, smartphone, or a
digital media player) coupled to a holder 704. In this
example, the holder 704 comprises a docking station. The
holder 704 further comprises a computing device 706 in
communication with the electronic device 702 and config-
ured to output a haptic effect via haptic output device 708.

In the embodiment shown in FIG. 7, the haptic output
device (e.g., a motor, shape memory alloy, smart gel layer,
or rheological fluid layer) is coupled to an intermediary
component 710. The intermediary component 710 may be
coupled to the electronic device 702. In some embodiments,
the haptic output device expands, contracts, or rotates to
output a haptic effect. For example, the haptic output device
may output a haptic effect by rotating the intermediary
component 710 counterclockwise, which may move the
electronic device 702 to the left. In other embodiments, the
haptic output device is not coupled to an intermediary
component 710, and may instead be directly coupled to the
electronic device 702.

In some embodiments, the computing device 706 outputs
a haptic effect configured to make it easier for the user to
interact with the electronic device 702. For example, the
holder 704 may be positioned on a surface 712, e.g., in an
automobile. In one embodiment, the holder 704 is positioned
on the center console of an automobile. Upon the user
contacting the electronic device 702 (e.g., to change a song
on a playlist) the computing device 706 may output a haptic
effect. For example, the computing device 706 may cause
the haptic output device 708 to rotate, moving the electronic
device 702 toward the user. This may make it easier for the
user to interact with the electronic device 702, e.g., while
keeping the user’s eyes on the road.

In some embodiments, the computing device 706 outputs
a haptic effect configured to make it more difficult for the
user to interact with the electronic device 702. For example,
in some embodiments, the electronic device 702 and/or
computing device 706 comprises a sensor, such as a camera,
range detector, depth sensor, etc. In such an embodiment, the
electronic device 702 and/or computing device 706 analyzes
signals from the sensor (e.g., analyze images from a camera)
to determine if the user is approaching or otherwise inter-
acting with the electronic device 702. If so, the computing
device 706 may output a haptic effect, e.g., configured to
make it more difficult for the user to interact with the
electronic device 702.

For example, the holder 704 may be positioned in a user’s
house, e.g., on the nightstand next to the user’s bed. The
electronic device 702 may be executing an alarm, e.g.,
configured to wake the user up in the morning. At the
designated time, the electronic device 702 may sound the
alarm. In some embodiments, the electronic device 702
detects the user pressing a “snooze” button and silences the
alarm for five minutes. Five minutes later, the alarm may
again sound. In some embodiments, the electronic device
702 may detect the user reaching out to press the “snooze”
button again (e.g., by analyzing camera images) and cause
the computing device 706 to output a haptic effect. For
example, the computing device 706 may output a haptic
effect configured to move the electronic device 702 away
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from, or out of reach of, the user. This may make it more
difficult for the user to press the “snooze” button.

Tustrative Methods for Haptically-Enabled Holders

FIG. 8 is a flow chart of steps for performing a method for
providing object manipulation with haptic feedback accord-
ing to one embodiment. In some embodiments, the steps in
FIG. 8 may be implemented in program code that is
executed by a processor, for example, the processor in a
general purpose computer, a mobile device, or a server. In
some embodiments, these steps may be implemented by a
group of processors. In some embodiments one or more
steps shown in FIG. 8 may be omitted or performed in a
different order. Similarly, in some embodiments, additional
steps not shown in FIG. 8 may also be performed. The steps
below are described with reference to components described
above with regard to computing device 101 shown in FIG.
1.

The method 800 begins at step 802 when the processor
102 receives a signal. In some embodiments, the processor
102 may receive the signal from one or more electronic
devices 134. For example, upon the occurrence of an event,
an electronic device 134 may transmit a signal (e.g., via a
wired or wireless interface) associated with the event to the
computing device 101. The computing device 101 may
receive the signal (e.g., via network 110) and transmit the
signal to the processor 102.

In some embodiments, the processor 102 may receive the
signal from the sensors 130. The signal may comprise data
associated with a user interaction with the holder 100. For
example, in one embodiment, the data may comprise accel-
erometer data associated with the user lifting or otherwise
manipulating the holder 100.

In some embodiments, the processor 102 receives a signal
from the /O components 112. In such an embodiment, the
signal may be associated with a user interaction with a user
interface device (e.g., a button, switch, lever, or knob)
associated with the holder 100 and/or electronic device 134.
For example, the holder 100 may comprise a docking station
with one or more user interface devices (e.g., buttons,
switches, levers, or joysticks). The user interface devices
may comprise, for example, a power button, a volume knob
(e.g., if the docking station can play music), a selector switch
(e.g., for determining which of a plurality of connected
monitors or other electronic devices should be used for
outputting data), etc. In some embodiments, upon a user
interacting with (e.g., rotating) a volume knob, the holder
100 receives a signal from the volume knob via the 1/O
components 112.

The method continues at step 804 when the processor 102
determines a user interaction. The processor 102 may deter-
mine a characteristic of the user input based on the signal.
For example, electronic device 134 and/or holder 100 may
comprise one or more user interface devices. Upon a user
interacting with the user interface device, the electronic
device 134 and/or holder 100 may transmit a signal associ-
ated with the user interaction to the processor 102. The
processor 102 may analyze the signal to determine a char-
acteristic (e.g., a type, location, direction, speed, pressure, or
gesture) associated with the user interaction.

For example, in some embodiments, the electronic device
134 and/or holder 100 comprises a touch-sensitive surface
(e.g., a touch-screen display). Upon a user interacting with
the touch-sensitive surface (e.g., at a location associated
with a virtual button), the touch-sensitive surface may
transmit a signal to the processor 102. In some embodi-
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ments, the processor 102 analyzes the signal from the
touch-sensitive surface to determine a location on the touch-
sensitive surface associated with the user interaction. For
example, if virtual buttons output on a display are mapped
to locations on the touch-sensitive surface, the processor 102
may analyze the signal from the touch-sensitive surface to
determine if the user interacted with a virtual button. In
some embodiments, the processor 102 analyzes the signal
from the touch-sensitive surface to determine whether the
user performed a gesture (e.g., a swipe or two-finger pinch)
on the surface of the touch-sensitive surface. For example,
the processor 102 may analyze the direction, speed, and/or
location associated with the user interaction to determine
whether (and which) gesture the user performed.

In some embodiments, the electronic device 134 and/or
holder 100 comprises one or more buttons or switches. Upon
a user interacting with (e.g., pressing or switching) the one
or buttons or switches, the one or more buttons or switches
may transmit a signal to the processor 102. In such an
embodiment, each button and/or switch may be configured
to transmit a different signal to the processor 102. The
processor 102 may receive a signal and determine, based on
the characteristics of the signal, the button and/or switch
with which the user interacted.

The method continues at step 806 when the processor
determines a haptic effect. In some embodiments, the pro-
cessor 102 determines a haptic effect based on a position of
the electronic device 134 and/or the holder 100, and/or a
previously output haptic effect. For example, upon the
occurrence of an event (e.g., the user pressing a button on the
electronic device 134), the processor 102 may determine a
haptic effect configured to orient the electronic device 134 at
a specific angle (e.g., 30 degrees) with respect to a surface.
Upon the occurrence of another event (e.g., the user again
pressing the button on the electronic device 134), the pro-
cessor 102 may determine that the electronic device 134 is
already positioned at the specific angle. Thus, the processor
102 may not output a haptic effect.

As another example, in some embodiments, upon the
occurrence of an event (e.g., the user interacting with a
virtual object output via the electronic device 134), the
processor 102 may determine a first haptic effect configured
to rotate the electronic device 134 to a first position (e.g., 30
degrees) about an axis (e.g., an axis perpendicular to or
lateral to the surface of the electronic device 134). Upon the
occurrence of another event (e.g., the user interacting with
another virtual object output via the electronic device 134),
the processor 102 may determine that the electronic device
134 should be rotated to a second position (e.g., 45 degrees)
about the axis. However, because the electronic device 134
may already be in the first position (e.g., as a result of the
first haptic effect), the processor 102 may determine a
second haptic effect configured to rotate the electronic
device 134 an amount that is the difference (e.g., 15 degrees)
between the two positions. In this manner, the processor 102
may be able to calculate and/or otherwise determine a haptic
effect based on a previously output haptic effect, the position
of' the electronic device 134, and/or the position of the holder
100.

In some embodiments, the processor 102 determines a
haptic effect configured to move the electronic device 134 in
multiple (e.g., two or three) degrees of freedom. For
example, the electronic device 134 may be executing a flight
simulator video game. As the virtual pane flies through the
air, the processor 102 may determine one or more haptic
effects configured to substantially simultaneously rotate and
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translate the electronic device 134. This may simulate the
feel of flying as the virtual plane moves in three dimensions.

In some embodiments, the processor 102 determines a
haptic effect based on a characteristic of the electronic
device 134 and/or the holder 100. In such an embodiment,
the processor 102 may determine (e.g., via sensors 130) a
material comprised within the electronic device 134 and/or
the holder 100. The processor 102 may determine a haptic
effect based on the material. For example, in one embodi-
ment, the computing device 101 may comprise a sensor 130
that includes an accelerometer. The computing device 101
may vibrate (e.g., via the haptic output device 118) the
holder 100 and/or the electronic device 134 and, based on
signals from the accelerometer, the processor 102 may
determine an approximate fundamental or normal frequency
of the electronic device 134 and/or the holder 100. Based on
this data, the processor 102 may determine a haptic effect.
For example, the processor 102 may determine a haptic
effect comprising a vibration with a frequency that is the
fundamental frequency of the electronic device 134 and/or
the holder 100.

In another embodiment, the computing device 101 may
comprise a sensor 130 that includes a camera. The comput-
ing device 101 may take pictures of the holder 100 and/or
the electronic device 134 and analyze the pictures to deter-
mine one or more materials comprised within the holder 100
and/or the electronic device 134. For example, the comput-
ing device 101 may analyze an image from sensor 130 and
determine that the electronic device 134 comprises rubber,
glass, and metal. The processor 102 may determine one or
more haptic effects associated with these materials. For
example, the processor 102 may consult a lookup table and
determine a haptic effect comprising a high-magnitude
vibration if the material comprises, e.g., rubber. In some
embodiments, rubber may dampen vibrations, and thus the
high-magnitude of the vibrations may allow the user to more
readily perceive the vibrations.

In some embodiments, the processor 102 determines a
haptic effect based on a characteristic associated with a
virtual object. For example, the electronic device 134 may
detect a user interaction with a virtual object (e.g., an image
output on a display) and transmit a signal associated with the
virtual object to the processor 102. In some embodiments,
the processor 102 may determine the haptic effect based on
the height, width, shape, color, location, function, or texture
of the virtual object. For example, if the virtual object
comprises a wood desk, the processor 102 may determine a
haptic effect comprising a wood texture.

In some embodiments, the processor 102 determines a
haptic effect based on the characteristic associated with a
user interaction with the electronic device 134 and/or the
holder 100. In such an embodiment, the processor 102 may
determine the haptic effect based the type, location, duration,
or other characteristics of the user interaction. For example,
the processor 102 may determine a haptic effect comprising
a vibration if the user holds a button on the electronic device
134 for a period of time above a threshold. As another
example, the processor 102 may determine a haptic effect if
the user interaction comprises a swipe along a touch-
sensitive surface associated with the electronic device 134,
and no haptic effect if the user interaction comprises tapping
on the touch-sensitive surface. In some embodiments, the
processor 102 determines a haptic effect based on a signal
from the /O components 112. For example, a user may
interact with a user interface device (e.g., rotating a volume
knob) associated with the holder 100. In some embodiments,
the processor 102 may receive an associated signal from the
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user interface device via the /O components 112 and
determine a haptic effect based on the signal. The haptic
effect may comprise, e.g., detents. This may, for example,
simulate the feeling of a physical rotary knob.

In some embodiments, the computing device 101 may
store associated “haptic profiles” in which a user can deter-
mine and save in memory 104 a “profile” of the haptic
effects the user would like associated with particular events.
For example, in one embodiment, a user can select from a
list of options which haptic effect the user would like
associated with the an event comprising low battery, receiv-
ing a phone call, or contact with a user interface component.
In some embodiments, the list may comprise, for example,
haptic effects such as high-magnitude vibration, pulsed
vibration, or a low-magnitude vibration. In some embodi-
ments, the processor 102 may consult with the user’s haptic
profile to determine which haptic effect to generate. For
example, if the user’s haptic profile associates an explosion
in a video game with a haptic effect comprising a low-
frequency vibration, in response to an explosion occurring in
a video game (e.g., being played on the electronic device
134), the processor 102 may determine a haptic effect
comprising a low-frequency vibration.

In some embodiments, the processor 102 determines a
plurality of haptic effects. Each of the plurality of haptic
effects may be associated with a different characteristic of a
virtual object and/or a user interaction (e.g., with the elec-
tronic device 134 and/or the holder 100). For example, the
electronic device 134 may output a virtual slingshot on a
touch-screen display. Upon the pressing against the touch-
screen display on a location associated with the virtual
slingshot, the processor 102 may determine a haptic effect,
e.g., associated with the texture of the band of the virtual
slingshot (e.g., a rubber texture). The processor 102 may
generate the haptic effect by, for example, actuating an
electrostatic actuator coupled to the holder 100 and posi-
tioned behind the touch-screen display. The processor 102
may also determine another haptic effect, e.g., configured to
resist the user’s press against the touch-screen display. The
haptic effect may be configured to resist against the user’s
press with an amount associated with the elasticity of the
band. In one such embodiment, the processor 102 may
generate the haptic effect by, for example, actuating two or
more sliding components of a stand (e.g., holder compo-
nents 208, 210 of FIG. 2). The processor 102 may cause the
components to slide at a rate based on, e.g., the elasticity of
the band and the pressure on the touch-screen display. In
some embodiments, the multiple haptic effects may provide
a more realistic and immersive representation of the virtual
object (e.g., interacting with a slingshot).

In some embodiments, the processor 102 determines that
a haptic effect associated with one electronic device 134 has
a higher priority than a haptic effect associated with another
electronic device 134. In such an embodiment, the processor
102 may be able to receive signals from a plurality of
electronic devices 134. For example, the holder 100 may be
configured to couple with multiple electronic devices 134
(e.g., the holder 100 may comprise a docking station for both
a laptop computer and a smart phone). The processor 102
may receive a plurality of signals from the multiple elec-
tronic devices 134 associated with events. In some embodi-
ments, a user may be able to input a priority order (e.g., via
user interface devices coupled to /O components 112)
among the multiple electronic devices 134. In other embodi-
ments, the processor 102 may determine the priority order
based on, e.g., a characteristic (e.g., the type or location) of
the multiple electronic devices 134.
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For example, based on user preferences stored in memory
104, the processor 102 may determine that haptic effects
associated with the smart phone have a higher priority than
haptic effects associated with the laptop computer. For
instance, the holder 100 may comprise a docking station for
both a laptop computer and a smart phone. The laptop may
be executing a video game, e.g., a hockey game. Upon the
user’s virtual player getting hit with a hockey stick, the
computing device 101 may be configured to output a low-
magnitude vibration. However, substantially simultaneously
to the hit, the smart phone may receive a phone call. Upon
receiving a phone call, the computing device 101 may be
configured to output a high-frequency vibration. The pro-
cessor 102 may determine that the high-frequency vibration
has a higher priority than the low-magnitude vibration, e.g.,
due to the high-frequency vibration being associated with
the smart phone, and thus only output the high-frequency
vibration (or output the high-frequency vibration prior to the
low-magnitude vibration).

In some embodiments, the processor 102 determines that
a specific haptic effect has a higher priority than another
haptic effect, and thus to output only the higher priority
effect. For example, in the processor 102 may receive two or
more successive signals from the electronic device 134
associated with events. The processor 102 may determine
that a haptic effect associated with one event has a higher
priority than a haptic effect associated with another event.
For example, the processor 102 may determine that a haptic
effect associated with low battery has a higher priority than
a haptic effect associated with clicking a link on a website.
The processor 102 may thus only output the low battery
haptic effect. Alternatively, the processor 102 may determine
that only the most intense effect should be output. Thus, in
some embodiments, the processor may determine a low
intensity vibration and a high intensity vibration, but output
only the high intensity vibration.

The method 800 continues at step 808 when the processor
102 transmits a signal associated with the haptic effect. The
processor 102 may be in wired or wireless communication
with the haptic output device 118, and thus may transmit the
haptic signal via wires or wirelessly. In some embodiments,
the signal comprises high-level commands to be interpreted
by the haptic output device 118 to generate the haptic effect.
In other embodiments, the signal may comprise low-level
waveforms configured to directly cause the haptic output
device 118 to output the haptic effect.

The method 800 continues at step 810 when the comput-
ing device 101 outputs the haptic effect (e.g., via the holder
100). The haptic output device 118 receives a signal and
outputs the haptic effect. The haptic effect may comprise a
texture (e.g., sandy, bumpy, or smooth), a vibration, a
change in a perceived coefficient of friction, a change in
temperature, a stroking sensation, an electro-tactile effect, or
a deformation (i.e., a deformation of a surface associated
with the holder 100). In some embodiments, the haptic effect
comprises a kinesthetic haptic effect.

In some embodiments, the haptic output device 118 may
generate the haptic effect by sliding and/or pivoting two or
more components of the holder 100 with respect to one
another. For example, the haptic output device 118 may
output a haptic effect configured to simulate a button press
by, e.g., sliding two stand components with respect to one
another. For instance, the haptic output device 118 may slide
two stand components to rapidly shorten than elongate the
stand. This shortening and elongation may rapidly move the
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electronic device 134, e.g., away from the user and back
toward the user. The user may perceive this motion as a
button press.

In some embodiments, the haptic output device 118 may
generate the haptic effect by rotating two or more compo-
nents of the holder 100 with respect to one another. For
example, the haptic output device 118 may output a haptic
effect configured to simulate movement of a user’s finger
across a surface, e.g., by slowly rotating the electronic
device 134 while the user contacts the electronic device 134
with a finger. This rotation of the electronic device 134 may
cause he user’s finger to slide along a surface of the
electronic device 134. The user may perceive this sliding
motion as the haptic effect.

In some embodiments, the haptic output device 118 may
generate the haptic effect by rotating, sliding, pivoting,
and/or otherwise manipulating two or more components of
the holder 100 and/or the electronic device 134 with respect
to one another substantially simultaneously. For example,
the haptic output device 118 may output a haptic effect
configured to simulate a ship’s movement over a wave. In
such an embodiment, as a user presses against a surface of
the electronic device 134, the haptic output device 118 may
generate the haptic effect, in part, by periodically shortening
and elongating a length of the stand. This may move the
electronic device 134 away from the user and then back
toward the user in a periodic motion. Further, the haptic
output device may, substantially simultaneously, rotate the
electronic device 134 about an axis (e.g., normal to the front
surface of the electronic device 134). This may cause the
user’s finger to slide along a surface (e.g., the front surface)
of the electronic device 134. The user may perceive the
combined back-and-forth motion of the stand and the rota-
tion motion of the electronic device 134 as simulating, e.g.,
a ship’s movement over a wave.

Advantages of Haptically-Enabled Holders

There are numerous advantages to haptically-enabled
holders. Such systems may allow for haptic feedback, even
if electronic devices with which the user may interact do not
themselves have haptic output devices. For example, an
electronic device may be coupled to a stand. The stand may
output a vibration to a user upon the user interacting with the
electronic device. In this manner, the stand may allow the
user to receive haptic feedback, even if the electronic device
does not contain a haptic output device. This may increase
the number and nature of electronic devices capable of
providing haptic feedback to a user. This also reduces the
cost of developing and producing electronic devices because
such devices may be designed without haptic components
found in a holder of the type described herein.

In some embodiments, haptically-enabled holders
increase the number of available haptic effects that can be
output to a user. For example, an electronic device may
comprise a haptic output device only capable of providing
vibrations to a user. By coupling the electronic device to a
haptically-enabled holder, however, the user may be able to
receive a broader range of haptic effects. For example, in
some embodiments, the haptically-enabled holder may be
able to output haptic effects comprising simulated textures,
changes in a perceivable coefficient of friction, stroking
sensations, etc. This increased number and variety of haptic
effects may provide a more immersive and enhanced user
experience.

In some embodiments, haptically-enabled holders can
provide information to a user. For example, upon a user
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interacting with an electronic device (e.g., moving a joystick
or pressing a button on the electronic device), the electronic
device may transmit a signal to a haptically-enabled holder.
The holder may receive the signal and output a haptic effect,
e.g., a vibration. The user may be able to perceive the haptic
effect through the electronic device. The haptic effect may
notify the user that, e.g., the electronic device registered the
user interaction.

General Considerations

The methods, systems, and devices discussed above are
examples. Various configurations may omit, substitute, or
add various procedures or components as appropriate. For
instance, in alternative configurations, the methods may be
performed in an order different from that described, and/or
various stages may be added, omitted, and/or combined.
Also, features described with respect to certain configura-
tions may be combined in various other configurations.
Different aspects and elements of the configurations may be
combined in a similar manner. Also, technology evolves
and, thus, many of the elements are examples and do not
limit the scope of the disclosure or claims.

Specific details are given in the description to provide a
thorough understanding of example configurations (includ-
ing implementations). However, configurations may be
practiced without these specific details. For example, well-
known circuits, processes, algorithms, structures, and tech-
niques have been shown without unnecessary detail to avoid
obscuring the configurations. This description provides
example configurations only, and does not limit the scope,
applicability, or configurations of the claims. Rather, the
preceding description of the configurations will provide
those skilled in the art with an enabling description for
implementing described techniques. Various changes may
be made in the function and arrangement of elements
without departing from the spirit or scope of the disclosure.

Also, configurations may be described as a process that is
depicted as a flow diagram or block diagram. Although each
may describe the operations as a sequential process, many of
the operations can be performed in parallel or concurrently.
In addition, the order of the operations may be rearranged.
A process may have additional steps not included in the
figure. Furthermore, examples of the methods may be imple-
mented by hardware, software, firmware, middleware,
microcode, hardware description languages, or any combi-
nation thereof. When implemented in software, firmware,
middleware, or microcode, the program code or code seg-
ments to perform the necessary tasks may be stored in a
non-transitory computer-readable medium such as a storage
medium. Processors may perform the described tasks.

Having described several example configurations, various
modifications, alternative constructions, and equivalents
may be used without departing from the spirit of the dis-
closure. For example, the above elements may be compo-
nents of a larger system, in which other rules may take
precedence over or otherwise modify the application of the
invention. Also, a number of steps may be undertaken
before, during, or after the above elements are considered.
Accordingly, the above description does not bound the scope
of the claims.

The use of “adapted to” or “configured to” herein is meant
as open and inclusive language that does not foreclose
devices adapted to or configured to perform additional tasks
or steps. Additionally, the use of “based on” is meant to be
open and inclusive, in that a process, step, calculation, or
other action “based on” one or more recited conditions or
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values may, in practice, be based on additional conditions or
values beyond those recited. Headings, lists, and numbering
included herein are for ease of explanation only and are not
meant to be limiting.

Embodiments in accordance with aspects of the present
subject matter can be implemented in digital electronic
circuitry, in computer hardware, firmware, software, or in
combinations of the preceding. In one embodiment, a com-
puter may comprise a processor or processors. The processor
comprises or has access to a computer-readable medium,
such as a random access memory (RAM) coupled to the
processor. The processor executes computer-executable pro-
gram instructions stored in memory, such as executing one
or more computer programs including a sensor sampling
routine, selection routines, and other routines to perform the
methods described above.

Such processors may comprise a microprocessor, a digital
signal processor (DSP), an application-specific integrated
circuit (ASIC), field programmable gate arrays (FPGAs),
and state machines. Such processors may further comprise
programmable electronic devices such as PLCs, program-
mable interrupt controllers (PICs), programmable logic
devices (PLDs), programmable read-only memories
(PROMs), electronically programmable read-only memories
(EPROMs or EEPROMSs), or other similar devices.

Such processors may comprise, or may be in communi-
cation with, media, for example tangible computer-readable
media, that may store instructions that, when executed by
the processor, can cause the processor to perform the steps
described herein as carried out, or assisted, by a processor.
Embodiments of computer-readable media may comprise,
but are not limited to, all electronic, optical, magnetic, or
other storage devices capable of providing a processor, such
as the processor in a web server, with computer-readable
instructions. Other examples of media comprise, but are not
limited to, a floppy disk, CD-ROM, magnetic disk, memory
chip, ROM, RAM, ASIC, configured processor, all optical
media, all magnetic tape or other magnetic media, or any
other medium from which a computer processor can read.
Also, various other devices may comprise computer-read-
able media, such as a router, private or public network, or
other transmission device. The processor, and the process-
ing, described may be in one or more structures, and may be
dispersed through one or more structures. The processor
may comprise code for carrying out one or more of the
methods (or parts of methods) described herein.

While the present subject matter has been described in
detail with respect to specific embodiments thereof, it will be
appreciated that those skilled in the art, upon attaining an
understanding of the foregoing may readily produce altera-
tions to, variations of, and equivalents to such embodiments.
Accordingly, it should be understood that the present dis-
closure has been presented for purposes of example rather
than limitation, and does not preclude inclusion of such
modifications, variations and/or additions to the present
subject matter as would be readily apparent to one of
ordinary skill in the art.

What is claimed:

1. A holder that is releasably couplable with an electronic
device that is separate from the holder, the holder compris-
ing:

an outer housing;

a locking device coupled to the outer housing, wherein the
locking device includes a releasable coupling that is
configured to releasably mechanically couple the outer
housing of the holder to an outer surface of the elec-
tronic device;
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a processor;

a memory device comprising instructions executable by

the processor to cause the processor to receive an

electronic communication from the electronic device

and transmit an electrical signal based on the electronic
communication;

a wheel positioned on a bottom of the holder for rolling

along a surface on which the holder is placed; and

a motor configured to receive the electrical signal and

responsively rotate the wheel along the surface to
create a haptic effect perceivable at the electronic
device.

2. The holder of claim 1, wherein the holder comprises a
stand.

3. The holder of claim 1, wherein the haptic effect
comprises translating the entire electronic device in a back-
and-forth motion along the surface.

4. The holder of claim 1, wherein the holder further
comprises a rotatable component that is positioned to couple
with the electronic device and that is rotatable about an axis,
and wherein the haptic effect is further created at least in part
by:

rotating the electronic device in a predefined amount

about the axis by causing the rotatable component to
rotate relative to the holder; or

resisting rotation of the electronic device about the axis by

resisting rotation of the rotatable component relative to
the holder.

5. The holder of claim 4, further comprising a kickstand
between the wheel and the rotatable component, wherein the
kickstand is configured to move the electronic device in a
first direction by expanding in size and move the electronic
device in a second direction that is opposite to the first
direction by contracting in size.

6. The holder of claim 4, wherein the haptic effect is
created at least in part by resisting rotation of the electronic
device about the axis by resisting rotation of the rotatable
component relative to the holder.

7. The holder of claim 1, wherein the electrical signal is
a first electrical signal, and further comprising a sensor
configured to detect an object approaching, but not contact-
ing, the electronic device and transmit an associated sensor
signal to the processor, wherein the memory device further
comprises instructions executable by the processor to cause
the processor to:

receive the sensor signal; and

based on the sensor signal, transmit a second electrical

signal configured to cause the holder to move the
electronic device in a direction away from the object.

8. The holder of claim 7, wherein the second electrical
signal is transmitted to the motor, and wherein the second
electrical signal is configured to cause the motor to rotate the
wheel along the surface such that the holder carries the
electronic device in the direction away from the object.

9. The holder of claim 7, wherein the second electrical
signal is transmitted to a rotatable component configured to
pivot the electronic device in the direction away from the
object in response to the electrical signal.

10. The holder of claim 1, wherein the memory device
further includes instructions executable by the processor to
cause the processor to transmit a signal indicating the haptic
effect to the electronic device.

11. The holder of claim 1, further comprising an expand-
able kickstand, wherein the electrical signal is a first elec-
trical signal, and wherein the memory device further com-
prises instructions executable by the processor to cause the
processor to transmit a second electrical signal to the
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expandable kickstand to cause the expandable kickstand to
lift the electronic device from a prone position to an upright
position.

12. The holder of claim 1, further comprising a haptic
output device that includes a smart material, a shape
memory alloy, or a rheological fluid.

13. The holder of claim 1, wherein the electronic com-
munication is associated with an interaction detected by a
touch-sensitive surface of the electronic device.

14. The holder of claim 1, wherein the electronic com-
munication is associated with a game event occurring on the
electronic device.

15. The holder of claim 1, wherein the haptic effect
comprises simultaneously translating and rotating the elec-
tronic device.

16. The holder of claim 1, wherein the electrical signal is
a first electrical signal, and further comprising an expand-
able kickstand, wherein the memory device further com-
prises instructions executable by the processor to cause the
processor to transmit a second electrical signal configured to
cause the expandable kickstand to repeatedly expand and
contract in size to simulate motion in a video game.

17. The holder of claim 1, wherein the memory device
further comprises instructions executable by the processor to
cause the processor to:

determine a characteristic of a material of the holder;

determine the haptic effect based at least in part on the

characteristic of the holder; and

generate the electrical signal based at least in part on the

haptic effect.
18. The holder of claim 17, wherein the characteristic is
a fundamental frequency or a normal frequency of the
holder.
19. A method of operating a holder that is releasably
couplable to an electronic device that is separate from the
holder, the method comprising:
receiving, by a processor of the holder, an electronic
communication from the electronic device;

transmitting, by the processor and based on the electronic
communication, an electrical signal to a motor that is
included in the holder; and

rotating, by the motor and based on the electrical signal,

a wheel of the holder along a surface on which the
holder is placed to create a haptic effect that is per-
ceivable at the electronic device;

wherein an outer housing of the holder is releasably

mechanically coupled to an outer surface of the elec-
tronic device via a releasable coupling of a locking
device.

20. The method of claim 19, wherein the electronic device
comprises a mobile phone, a tablet, an e-reader, a laptop
computer, a display, a computer monitor, a portable media
player, or a portable gaming device.

21. The method of claim 19, wherein the haptic effect
comprises translating the entire electronic device in a back-
and-forth motion along the surface.

22. The method of claim 19, wherein the electrical signal
is a first electrical signal, and further comprising:

receiving, from a sensor, a sensor signal indicating an

object is approaching, but not contacting, the electrical
device; and

based on the sensor signal, transmitting a second electri-

cal signal configured to cause the holder to move the
electronic device in a direction away from the object.

23. The method of claim 22, wherein the second electrical
signal is transmitted to the motor, and wherein the second
electrical signal is configured to cause the motor to rotate the
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wheel along the surface such that the holder carries the
electronic device in the direction away from the object.

24. The method of claim 22, wherein the second electrical
signal is transmitted to a rotatable component configured to
pivot the electronic device in the direction away from the
object in response to the electrical signal.

25. The method of claim 19, further comprising transmit-
ting a signal indicating the haptic effect to the electronic
device.

26. The method of claim 19, wherein the electronic )

communication is associated with an interaction detected by
a touch-sensitive surface of the electronic device.

27. The method of claim 19, wherein the electronic
communication is associated with a game event occurring on
the electronic device.

28. The method of claim 19, wherein the haptic effect
comprises simultaneously translating and rotating the elec-
tronic device.

29. The method of claim 19, wherein the haptic effect is
created at least in part by resisting rotation of the electronic
device about an axis by resisting rotation of a rotatable
component relative to the holder.

30. The method of claim 19, further comprising:

determining a characteristic of a material of the holder;

determining the haptic effect based at least in part on the
characteristic of the holder; and
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generating the electrical signal based at least in part on the

haptic effect.

31. The method of claim 30, wherein the characteristic is
a fundamental frequency or a normal frequency of the
holder.

32. A non-transient computer readable medium compris-
ing program code, which when executed by a processor of
a holder is configured to cause the processor to:

receive an electronic communication from an electronic

device that is separate from the holder; and
transmit, based on the electronic communication, an elec-
trical signal to a motor that is included in the holder,
wherein the motor is configured to receive the electrical
signal and rotate a wheel of the holder along a surface
on which the holder is placed to create a haptic effect
that is perceivable at the electronic device; and

wherein a locking device of the holder includes a releas-
able coupling that is configured to releasably mechani-
cally couple an outer housing of the holder with an
outer surface of the electronic device.

33. The non-transient computer readable medium of claim
32, wherein the haptic effect comprises translating the entire
electronic device in a back-and-forth motion.
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