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Abstract [ have reported on "Mathematical Modeling" design using fractals and chaos at NLP research meetings. In this

paper, I report on a prototype system that utilizes "tactile/rubbing sensors" as a human interface, and generates graphics

by fractal algorithms as well as sound generation as real-time feedback, aiming at wellness/welfare oriented

entertainment with "healing sensation" and "mysterious experience" by tactile and multimodal perception. This paper

reports on a prototype system that generates graphics using fractal algorithms as well as sound generation as real-time

feedback.
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