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(54) METHODS OF GENERATING TACTILE USER FEEDBACK UTILIZING HEADPHONE DEVICES 
AND RELATED SYSTEMS

(57) Methods of generating tactile user feedback uti-
lizing headphone devices may involve sending a feed-
back signal from a computing device to a headphone
device operatively connected to the computing device.
A tactile vibration may be generated utilizing a tactile bass
vibrator of the headphone device in response to the feed-
back signal. Systems for generating tactile user feedback
utilizing headphone devices may include a headphone
device operatively connected to a computing device, the
headphone device comprising a tactile bass vibrator con-
figured to generate a tactile vibration in response to a
feedback signal received from the computing device. The
computing device may be programmed to send a feed-
back signal to the headphone device in response to a
predetermined event
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Description

PRIORITY CLAIM

[0001] This application claims the benefit of U.S. Pro-
visional Patent Application Serial No. 62/098,936, filed
December 31, 2014. The subject matter of this applica-
tion is related to the subject matter of U.S. Patent App.
Pub. No. 2014/0056459, published February 27, 2014,
and titled "SPEAKERS, HEADPHONES, AND KITS RE-
LATED TO VIBRATIONS IN AN AUDIO SYSTEM, AND
METOHDS FOR FORMING SAME," the disclosure of
each of which is incorporated in this application in its
entirety by this reference.

FIELD

[0002] This disclosure relates generally to methods of
generating tactile user feedback utilizing headphone de-
vices, and systems including headphone devices config-
ured to generate tactile user feedback. More specifically,
disclosed embodiments relate to generating user feed-
back in ways that may be less intrusive than aural or
visual feedback utilizing headphone devices configured
to generate tactile user feedback.

BACKGROUND

[0003] Conventional portable audio systems often in-
clude a headphone that is connected to a media player
(e.g., by one or more wires or by wireless technology).
Conventional headphones may include one or more
speaker assemblies having an audio driver that produces
audible sound waves with a diaphragm. Such head-
phones may be connected to computing devices, such
as, tablet devices, smartphones, video game consoles
(e.g., portable video game consoles), and in-car infotain-
ment systems. Such computing devices may provide us-
er feedback, such as incoming text notifications or direc-
tions to follow a prescribed route, in the form of aural
communications, which may be played over the head-
phones. Other devices connected to the computing de-
vices, such as smart glasses and dash projectors, may
provide user feedback in the form of visual communica-
tions displayed on such devices.

BRIEF SUMMARY

[0004] Embodiments according to the invention are in
particular disclosed in the attached claims, wherein any
feature mentioned in one claim category can be claimed
in another claim category as well. The dependencies or
references back in the attached claims are chosen for
formal reasons only. However any subject matter result-
ing from a deliberate reference back to any previous
claims (in particular multiple dependencies) can be
claimed as well, so that any combination of claims and
the features thereof is disclosed and can be claimed re-

gardless of the dependencies chosen in the attached
claims. The subject-matter which can be claimed com-
prises not only the combinations of features as set out in
the attached claims but also any other combination of
features in the claims, wherein each feature mentioned
in the claims can be combined with any other feature or
combination of other features in the claims. Furthermore,
any of the embodiments and features described or de-
picted herein can be claimed in a separate claim and/or
in any combination with any embodiment or feature de-
scribed or depicted herein or with any of the features of
the attached claims.
[0005] In some embodiments, the present disclosure
includes methods of generating tactile user feedback uti-
lizing a headphone device. In accordance with such
methods, a feedback signal may be sent from a comput-
ing device to a headphone device operatively connected
to the computing device. A tactile vibration may be gen-
erated utilizing a tactile bass vibrator of the headphone
device in response to the feedback signal.
[0006] In additional embodiments, the present disclo-
sure includes a system for generating tactile user feed-
back utilizing a headphone device. The system includes
a headphone device operatively connected to a comput-
ing device. The headphone device has a tactile bass vi-
brator configured to generate a tactile vibration in re-
sponse to a feedback signal received from the computing
device, and the computing device is programmed to send
a feedback signal to the headphone device in response
to a predetermined event.

BRIEF DESCRIPTION OF THE DRAWINGS

[0007] While this disclosure concludes with claims par-
ticularly pointing out and distinctly claiming specific em-
bodiments, various features and advantages of embod-
iments within the scope of this disclosure may be more
readily ascertained from the following description when
read in conjunction with the accompanying drawings, in
which:

FIG. 1 is a flowchart diagram of a method of generat-
ing tactile user feedback utilizing a headphone
device according to the present disclosure;

FIG. 2 is a simplified view of a system for generating
tactile user feedback utilizing a headphone de-
vice according to the present disclosure; and

FIG. 3 is a simplified block diagram of a driver system
of the headphone device of FIG. 2.

MODE(S) FOR CARRYING OUT THE INVENTION

[0008] The illustrations presented in this disclosure are
not meant to be actual views of any particular apparatus
or component thereof, but are merely idealized represen-
tations employed to describe illustrative embodiments.
Thus, the drawings are not necessarily to scale.
[0009] Disclosed embodiments relate generally to gen-
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erating user feedback in ways that may be less intrusive
than aural or visual feedback by utilizing headphone de-
vices configured to generate tactile user feedback. More
specifically, disclosed are embodiments of headphone
devices including tactile bass vibrators that may generate
tactile user feedback in response to receiving a feedback
signal from a connected computing device.
[0010] A "speaker" is defined herein as an acoustic
device configured to contribute to the generation of sound
waves, such as with the reproduction of speech, music,
or other audible sound. A speaker may also produce tac-
tile vibrations that may be felt by a person. Thus, a speak-
er may include a tactile bass vibrator. A tactile bass vi-
brator may also be referred to as a transducer, a driver,
a shaker, etc.
[0011] A "bass frequency" is a relatively low audible
frequency generally considered to be within the range
extending from approximately 16 Hz to approximately
512 Hz. For purposes of this disclosure, a "low bass fre-
quency" refers to bass frequencies that may be felt as
well as heard. Such low bass frequencies may be within
the range extending from approximately 16 Hz to approx-
imately 200 Hz.
[0012] Referring to FIG. 1, a flowchart diagram of a
method 100 of generating tactile (e.g., haptic) user feed-
back utilizing a headphone device is shown. The method
100 may involve sending a feedback signal from a com-
puting device to a headphone device operatively con-
nected to the computing device, as indicated at act 102.
The feedback signal may be, for example, an audio signal
from an audio file stored in memory of the computing
device. In such an example, the feedback signal may be
sent by any audio-enabled application running on the
computing device. In other words, sending the feedback
signal may not require installing a dedicated application
on the computing device. The feedback signal may be,
for example, an audio file composed of bass frequency
waves. More specifically, the feedback signal may be,
for example, an audio file composed of low bass frequen-
cy waves, in analog or digital format.
[0013] The feedback signal may be sent from the com-
puting device to the headphone device in response to
various inputs. The inputs may be generated by the com-
puting device itself, by another device connected to the
computing device (e.g., a peripheral or accessory), or by
user input to the computing device. The inputs may relate
to activities about which the user may desire feedback.
For example, the inputs may relate to health information
(e.g., heart rate, distance traveled while exercising, pace
maintained while exercising, etc.), navigation information
(e.g., distance to destination, turning and lane directions,
distance traveled, etc.), or other activities a user may
engage in while using the headphone device and com-
puting device (e.g., sports activities, leisure activities,
work activities, etc.). A feedback signal relating to any
such input may be sent from the computing device to the
headphone device.
[0014] As one example, the feedback signal may be

sent from the computing device to the headphone device
in response to a signal from a heart rate monitor of the
computing device or operatively connected to the com-
puting device. More specifically, the feedback signal may
be sent from the computing device to the headphone
device in response to a signal from a heart rate monitor
indicating that a user’s heart rate has exceeded a pre-
determined threshold or is within a predetermined range.
[0015] As another example, the feedback signal may
be sent from the computing device to the headphone
device in response to location information gathered by
the computing device (e.g., utilizing a global positioning
system (GPS) of the computing device). More specifical-
ly, the feedback signal may be sent from the computing
device to the headphone device in response to traveling
a predetermined distance, travelling at a calculated rate
over a predetermined distance interval, or approaching
a change of course in a predetermined route. In some
embodiments, the feedback signal may be sent to a par-
ticular channel or a particular tactile bass vibrator of the
headphone device. For example, the feedback signal
may be sent to a left-side tactile bass vibrator or a right-
side tactile bass vibrator of the headphone device corre-
sponding to a direction in which a user is to turn to follow
navigation directions.
[0016] As yet another example, the feedback signal
may be sent from the computing device to the headphone
device in response to a signal from an altimeter that a
predetermined altitude threshold has been crossed.
More specifically, the feedback signal may be sent from
the computing device to the headphone device in re-
sponse to descending past a threshold altitude beyond
which deployment of a parachute is recommended.
[0017] As still another example, the feedback signal
may be sent from the computing device to the headphone
device in response to a user input received at the com-
puting device. More specifically, the feedback signal may
be sent from the computing device to the headphone
device in response to user interaction with one or more
user interface devices (e.g., buttons, switches, touch-
screens, etc.) of the computing device.
[0018] Such feedback signals may convey useful in-
formation for, for example, exercise tracking, navigation,
adventure sports, operation of the computing device, and
other activities users may engage in while using the com-
puting device and the headphone device. While certain
illustrative examples have been given of inputs for send-
ing feedback signals, those examples are not limiting.
Feedback signals may be sent from the computing device
to the headphone device in response to any input re-
ceived, or generated, by the computing device.
[0019] In some embodiments, another audio signal
may be sent from the computing device to the headphone
device. The other audio signal may be distinct from the
feedback signal. For example, the other audio signal may
not be configured to provide user feedback. More spe-
cifically, the other audio signal may be, for example, me-
dia audio (e.g., music, radio, or movie audio) or conver-
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sational audio (e.g., a telephone call) unconnected with
the feedback audio. The other audio signal may be sent
concurrently with the feedback signal. In other words, the
headphone device may be actively emitting audible
sound, such as during conventional use of a headphone
for purposes of listening to music, voice, or other audible
sounds, and, at the same time, the headphone may be
used to provide haptic feedback to the user by actuating
one or more one or more tactile bass vibrators of the
headphone responsive to receipt of the feedback signal
by the one or more tactile base vibrators from the com-
puting device.
[0020] The method 100 may further involve generating
a tactile vibration utilizing the tactile bass vibrator of the
headphone device in response to the feedback signal,
as indicated at action 104. The tactile vibration may be
of an amplitude such that vibrations generated by the
tactile bass vibrator are felt by a user wearing the head-
phone device, giving the user feedback associated with
the tactile vibration. In addition, the tactile bass vibrator
may produce some audible sound in addition to the tactile
vibration. For example, the tactile bass vibrator may pro-
duce audible sound at bass frequencies. More specifi-
cally, the tactile bass vibrator may produce audible sound
at low bass frequencies. The primary mechanism for giv-
ing the user feedback may be tactile. The audible sound
generated in connection with the tactile vibration may be
incidental to the vibratory sensation that is the primary
means of sending feedback to the user.
[0021] The tactile vibration may be generated by the
tactile bass vibrator of the headphone device in, for ex-
ample, a predetermined vibration pattern. More specifi-
cally, the tactile vibration generated by the tactile bass
vibrator of the headphone device may be, for example,
a burst of vibratory tactile feedback at a predetermined
frequency (e.g., a bass frequency or a low bass frequen-
cy) or a series of bursts of vibratory tactile feedback. As
a specific, nonlimiting example, the tactile vibration gen-
erated by the tactile bass vibrator of the headphone de-
vice may be a predetermined series of bursts of vibratory
tactile feedback separated by a predetermined series of
rests between bursts, during which no vibratory tactile
feedback associated with the feedback signal is gener-
ated.
[0022] In some embodiments, the predetermined vi-
bration pattern of the tactile vibration generated by the
tactile bass vibrator of the headphone device may be
customizable by the user. For example, the predeter-
mined vibration pattern for a particular notification to be
sent to the user may be selected from a set of predeter-
mined vibration patterns (and associated feedback sig-
nals) stored in memory of the computing device. More
specifically, the predetermined vibration pattern for a par-
ticular notification to be sent to the user may be selected
from a set of audio files composed of bass frequency
waves stored in memory of the computing device. As a
specific, nonlimiting example, the predetermined vibra-
tion pattern for a particular notification to be sent to the

user may be selected from a set of audio files composed
of low bass frequency waves stored in memory of the
computing device. As another example of customizable
vibration patterns, the predetermined vibration pattern
may be defined by a user in response to user input at the
computing device. More specifically, user interaction with
a user input device (e.g., a button, switch, touchscreen,
etc.) of the computing device may define the amplitude,
frequency, duration, or any combination of amplitude, fre-
quency, and duration of bursts of vibratory tactile feed-
back as well as the duration of rests between bursts,
during which no vibratory tactile feedback associated
with the feedback signal is generated.
[0023] As previously mentioned, audible sound may
be generated by speakers (e.g., audio drivers) of the
headphone device concurrently as tactile vibration is
generated by the tactile bass vibrators. For example, au-
dible sound corresponding to an audio signal may be
generated by the speakers, and optionally by the tactile
bass vibrators, while tactile vibrations corresponding to
a feedback signal may be generated by the tactile bass
vibrators alone. More specifically, the speakers, and op-
tionally the tactile bass vibrators, may play, for example,
media audio or telephone call audio at the same time as
the tactile bass vibrators generate tactile vibrations.
[0024] Because the feedback given to the user by the
tactile bass vibrators is felt, and optionally heard, as op-
posed to solely being heard, solely being seen, or being
heard and seen, the feedback may be less intrusive than
conventional feedback from computing devices. Moreo-
ver, the tactile feedback given to the user may not inter-
rupt the experience of the user using the computing de-
vice (e.g., may not interrupt the audio played by the
speakers, and optionally by the tactile bass vibrators)
because its primary communication mechanism may be
tactile, rather than aural or visual.
[0025] As one example of generating tactile feedback
for a user while using the headphone device and com-
puting device, a user may wear the headphone device
connected to a computing device (e.g., a smartphone or
fitness band wirelessly connected to a smartphone) while
engaging in physical exercise (e.g., running, cycling, hik-
ing, etc.). The fitness band may include a heart rate mon-
itor, and information from the heart rate monitor may be
sent from the fitness band to the smartphone for storage
and processing. The smartphone may include a GPS unit
and other wireless signal transceivers for generation and
processing of location data.
[0026] The user may listen to one or more audio files
(e.g., music, audiobooks, or radio programming, such as
podcasts) while engaging in the physical exercise. The
headphone device may produce audible sound and tac-
tile vibrations in response to receiving the audio signals
associated with the audio files.
[0027] When an event relating to the physical exercise
has occurred, such as, for example, a user’s heart rate
entering a desired range or the user traveling a prede-
termined distance, a feedback signal may be sent from
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the computing device to the headphone device. The feed-
back signal may cause the headphone device to gener-
ate tactile vibrations distinct from the tactile vibrations
generated in response to the audio signal, such as, for
example, a series of short bursts of vibration. Depending
on the specific pattern of the tactile vibrations and the
predetermined semantic meaning assigned to the spe-
cific pattern of the tactile vibrations, the user may under-
stand that his or her heart rate has entered a desired
range, he or she has traveled a predetermined distance
(e.g., a notification for each mile or kilometer traveled),
or that he or she has maintained a predetermined pas
over the predetermined distance. As specific, nonlimiting
examples, the headphone device may produce two short
bursts of vibration, followed by a brief pause, followed by
two additional short bursts of vibration (e.g., mimicking
a heartbeat) to indicate that the user’s heart rate has
entered a desired range; may produce a single, sustained
burst of vibration followed by a pause for each mile or
kilometer traveled since the physical exercise began; and
may produce a single, sustained burst of vibration fol-
lowed by a pause for each mile or kilometer traveled since
the physical exercise began followed by a short burst of
vibration for each minute passed during the most recent
mile or kilometer, each of which may occur while the
headphone device simultaneously generates the audible
sound and tactile vibrations in response to the audio sig-
nal.
[0028] As another example of generating tactile feed-
back for a user while using the headphone device and
computing device, a user may wear the headphone de-
vice connected to a computing device (e.g., a smart-
phone or in-car infotainment system) while navigating
(e.g., while walking, cycling, or driving) to a desired des-
tination. The smartphone or in-car infotainment system
may include a GPS unit and other wireless signal trans-
ceivers for generation and processing of location data.
[0029] The user may listen to one or more audio files
(e.g., music, audiobooks, or radio programming, such as
podcasts) while navigating. The headphone device may
produce audible sound and tactile vibrations in response
to receiving the audio signals associated with the audio
files.
[0030] When an event relating to the navigation has
occurred, such as, for example, a user approaching a
required deviation from the path (e.g., a turn or lane
change) to continue toward the destination or a user
reaching the destination, a feedback signal may be sent
from the computing device to the headphone device. The
feedback signal may cause the headphone device to
generate tactile vibrations distinct from the tactile vibra-
tions generated in response to the audio signal, such as,
for example, a series of short bursts of vibration. Depend-
ing on the specific pattern of the tactile vibrations and the
predetermined semantic meaning assigned to the spe-
cific pattern of the tactile vibrations, the user may under-
stand that he or she should turn right or left at the next
intersection, he or she should merge right or left before

the next highway lane event (e.g., interchange, exit, en-
trance, etc.), or he or she should stop at the destination.
As specific, nonlimiting examples, the headphone device
may produce two short bursts of vibration in a left-side
or right-side ear cup to indicate that the user should turn
left or right at the next intersection; may produce one
sustained burst of vibration in a left-side or right-side ear
cup to indicate that the user should merge left or right
before the next highway lane event; and may produce
three, sustained bursts of vibration to indicate that the
user is approaching or has reached the destination, each
of which may occur while the headphone device simul-
taneously generates the audible sound and tactile vibra-
tions in response to the audio signal.
[0031] As yet another example of generating tactile
feedback for a user while using the headphone device
and computing device, a user may wear the headphone
device connected to a computing device (e.g., a smart-
phone, portable video game console, or fitness tracker
connected to a smartphone) while participating in adven-
ture sports (e.g., snowboarding, skiing, skydiving, etc.).
The computing device may include a GPS unit and other
wireless signal transceivers for generation and process-
ing of location data and the computing device or a pe-
ripheral device connected to the computing device may
include an altimeter for generation and processing of al-
titude data.
[0032] The user may listen to one or more audio files
(e.g., music, audiobooks, or radio programming, such as
podcasts) while participating in the adventure sport. The
headphone device may produce audible sound and tac-
tile vibrations in response to receiving the audio signals
associated with the audio files.
[0033] When an event relating to the adventure sport
has occurred, such as, for example, a user crossing an
altitude threshold (e.g., after which it is advisable to de-
ploy a parachute), a feedback signal may be sent from
the computing device to the headphone device. The feed-
back signal may cause the headphone device to gener-
ate tactile vibrations distinct from the tactile vibrations
generated in response to the audio signal, such as, for
example, a series of short bursts of vibration. Depending
on the specific pattern of the tactile vibrations and the
predetermined semantic meaning assigned to the spe-
cific pattern of the tactile vibrations, the user may under-
stand that he or she should deploy a parachute. As spe-
cific, nonlimiting examples, the headphone device may
produce five short bursts of vibration interspersed by long
pauses to indicate that the user has crossed an upper
threshold for deploying a parachute; may produce five
short bursts of vibration interspersed by medium-length
pauses to indicate that the user has crossed an middle
threshold for deploying a parachute; and may produce
five short bursts of vibration interspersed by short pauses
to indicate that the user has crossed a lowest threshold
for deploying a parachute, each of which may occur while
the headphone device simultaneously generates the au-
dible sound and tactile vibrations in response to the audio
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signal.
[0034] FIG. 2 is a simplified view of a system 200 for
generating tactile user feedback utilizing a headphone
device 202. The system 200 may include a computing
device 204 connected to the headphone device 202. The
computing device 204 may be any device configured for
connecting to the headphone device 202, determining
when to send a feedback signal, and sending the feed-
back signal or signals. For example, the computing de-
vice 204 may include an audio connector 206 (e.g., a
female audio jack, a wireless connector, such as, for ex-
ample, BLUETOOTH®, etc.), a control circuit 208 (e.g.,
a processor), a memory device 210 (e.g., flash memory),
and user input devices 212 (e.g., a touchscreen, buttons,
switches, etc.). As specific, nonlimiting examples, the
computing device 204 may be a tablet device, a smart-
phone, a video game console (e.g., a portable video
game console), or an in-car infotainment system.
[0035] The headphone device 202 may include one or
more speakers 214 and one or more tactile bass vibrators
216. For example, the headphone device 202 may in-
clude left-side and right-side speakers 214 and left-side
and right-side tactile bass vibrators 216. The speakers
214 may be distinct from the tactile bass vibrators 216.
[0036] The left-side and right-side speakers 214 and
left-side and right-side tactile bass vibrators 216 may be
configured as, for example, over-the-ear, on-ear, in-con-
cha, or in-ear earphones. The left-side and right-side
speakers 214 and left-side and right-side tactile bass vi-
brators 216 may be located within housings 218 of the
headphone device 202. The left-side and right-side
speakers 214 may be configured to generate audible
sound in response to audio signals sent from the com-
puting device 204 to the headphone device 202. The left-
side and right-side speakers 214 may not generate any
audible sound or any tactile vibration in response to feed-
back signals sent from the computing device 204 to the
headphone device. The left-side, right-side, or left-side
and right-side tactile bass vibrators 216 may be config-
ured to generate audible sound and tactile vibrations in
response to audio signals and feedback signals sent from
the computing device 204 to the headphone device 202.
[0037] In embodiments where the headphone device
202 exhibits an over-the-ear or an on-ear configuration,
the housings 218 may define left-side and right-side ear
cups 220 of the headphone device 202. In such embod-
iments, the headphone device 202 may include a head-
band 222 supporting the ear cups 220 and size and
shaped to rest on a user’s head, and position the ear
cups 220 proximate (e.g., over or on) the user’s ears,
when using the headphone device 202.
[0038] In some embodiments, the headphone device
202 may include an amplifier 224 operatively connected
to the tactile bass vibrators 216. The amplifier 224 may
be powered separately from the computing device 204.
The amplifier 224 may be located, for example, within
the one of the housings 218 of the headphone device
202, or an amplifier may be located in each housing 218

of the headphone device 202. As another example, the
amplifier 224 may be located in-line with an audio cable
226 connecting the headphone device 202 to the com-
puting device 204.
[0039] Suitable headphone devices incorporating tac-
tile bass vibrators 216 are disclosed in U.S. Patent App.
Pub. No. 2014/0056459, published February 27, 2014,
and titled "SPEAKERS, HEADPHONES, AND KITS RE-
LATED TO VIBRATIONS IN AN AUDIO SYSTEM, AND
METOHDS FOR FORMING SAME," the disclosure of
which was previously incorporated into this application
in its entirety by reference. In addition, suitable head-
phone devices are commercially available from Skullcan-
dy, Inc., of Park City, UT, under the trademark SKULL-
CRUSHERS®.
[0040] FIG. 3 is a simplified block diagram of a driver
system 300 of the headphone device 202 of FIG. 2. The
driver system 300 may be located within housings 218
of the ear cups 220 of the headphone device 202 of FIG.
2 to convert audio signals 301 to audible sound and a
tactile response and feedback signals 309 to a tactile
response and optionally audible sound. The driver sys-
tem 300 may include a speaker 340 (e.g., an audio driver)
configured to emit sound at audible frequencies, and an
additional, distinct tactile bass vibrator 350 configured to
emit audible sound at bass frequencies (e.g., low bass
frequencies) and to generate tactile vibrations within the
speaker assemblies ear cups 220 that may be felt by the
user. The driver system 300 may include a signal split-
ter/controller 304 configured to receive audio signals 301
and feedback signals 309 (e.g., from the computing de-
vice (FIG. 3)), and transmit a first split audio signal 303
to the audio driver 340 and a second split audio signal
305 and a feedback signal 311 to the tactile bass vibrator
350. The signal splitter 304 may include filters (e.g., low-
pass, high-pass, etc.) such that the first split audio signal
303 includes medium to high frequencies (i.e., non-bass
frequencies), while the second split audio signal 405 and
the feedback signal 311 include the bass frequencies
(including low bass frequencies). In some embodiments,
at least some of the frequencies of the first split audio
signal 303 and the second split audio signal 305 may at
least partially overlap. For example, the audio driver 340
may be configured to emit some bass frequencies that
are further enhanced by the tactile bass vibrator 350. In
some embodiments, none of the frequencies of the first
split audio signal 303 and the feedback signal 311 may
overlap. For example, the audio driver 340 may be con-
figured not to emit any low bass frequencies that are emit-
ted by the tactile bass vibrator 350 as tactile vibrations.
[0041] The signal splitter/controller 304 may further in-
clude control logic configured to modify the split audio
signals 303 and 305, and optionally the feedback signal
311, responsive to a control signal 307. For example, the
control signal 307 may control characteristics, such as
volume. The signal splitter/controller 304 may be config-
ured to control the first split audio signal 303, the second
split audio signal 405, and optionally the feedback signal
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311 independently. For example, a user may desire loud-
er bass frequencies and a stronger tactile response at
the bass frequencies, or a user may desire more intense,
detectable haptic feedback relative to the volume of au-
dio. As a result, more power may be supplied to the tactile
bass vibrator 450 relative to the power supplied to the
audio driver 440.
[0042] The various illustrative logical blocks, modules,
circuits, and algorithm acts described in connection with
embodiments disclosed herein may be implemented or
performed with one or more control circuits such as a
general-purpose processor, a special-purpose proces-
sor, a Digital Signal Processor (DSP), an Application
Specific Integrated Circuit (ASIC), a Field Programmable
Gate Array (FPGA) or other programmable logic device,
discrete gate or transistor logic, discrete hardware com-
ponents, or any combination thereof designed to perform
the functions described herein.
[0043] A general-purpose processor may be a micro-
processor, but in the alternative, the general-purpose
processor may be any processor, controller, microcon-
troller, or state machine suitable for carrying out proc-
esses of the present disclosure. A processor may also
be implemented as a combination of computing devices,
such as a combination of a DSP and a microprocessor,
a plurality of microprocessors, one or more microproc-
essors in conjunction with a DSP core, or any other such
configuration.
[0044] A general-purpose processor may be part of a
general-purpose computer, which should be considered
a special-purpose computer when configured to execute
computing instructions (e.g., software code) for carrying
out embodiments of the present disclosure. Moreover,
when configured according to embodiments of the
present disclosure, such a special-purpose computer im-
proves the function of a general-purpose computer be-
cause, absent the present disclosure, the general-pur-
pose computer would not be able to carry out the proc-
esses of the present disclosure. The present disclosure
also provides meaningful limitations in one or more par-
ticular technical environments that go beyond an abstract
idea. For example, embodiments of the present disclo-
sure provide improvements in the technical field of haptic
feedback generation and provision.
[0045] Additional, illustrative embodiments within the
scope of this disclosure include the following:

Embodiment 1: A method of generating tactile user
feedback utilizing a headphone device, comprising:
sending a feedback signal from a computing device
to a headphone device operatively connected to the
computing device; and generating a tactile vibration
utilizing a tactile bass vibrator of the headphone de-
vice in response to the feedback signal.
Embodiment 2: The method of claim 1, further com-
prising: sending an audio signal from the computing
device to the headphone device; and generating au-
dible sound utilizing a speaker of the headphone in

response to the audio signal, the speaker being dis-
tinct from the tactile bass vibrator.
Embodiment 3: The method of claim 2, wherein the
feedback signal is sent concurrently with the audio
signal and the tactile vibration is generated concur-
rently with the audible sound.
Embodiment 4: The method of any one of Embodi-
ments 1 through 3, wherein sending the feedback
signal from the computing device to the headphone
device comprises sending a feedback signal com-
posed of bass frequency waves from the computing
device to the headphone device.
Embodiment 5: The method of any one of Embodi-
ments 1 through 4, wherein sending the feedback
signal from the computing device to the headphone
device comprises sending the feedback signal from
the computing device to the headphone device in
response to a user input received at the computing
device.
Embodiment 6: The method of any one of Embodi-
ments 1 through 5, wherein generating the tactile
vibration utilizing the tactile bass vibrator of the head-
phone device in response to the feedback signal
comprises generating a tactile vibration in a prede-
termined vibration pattern utilizing the tactile bass
vibrator.
Embodiment 7: The method of Embodiment 6, fur-
ther comprising selecting the predetermined vibra-
tion pattern from a set of predetermined vibration
patterns stored in memory of the computing device.
Embodiment 8: The method of Embodiment 6, fur-
ther comprising defining the predetermined vibration
pattern in response to user input at the computing
device.
Embodiment 9: The method of any one of Embodi-
ments 1 through 4 and 6 through 8, wherein sending
the feedback signal from the computing device to
the headphone device comprises sending the feed-
back signal in response to at least one of: a signal
relating to physical activity of the user; a signal re-
lating to navigation for the user; and a signal relating
to an adventure sport engaged in by the user.
Embodiment 10: The method of Embodiment 9,
wherein: sending the feedback signal from the com-
puting device to the headphone device comprises
sending the feedback signal in response to a signal
that the user is to turn in the predetermined direction
generated by the computing device; and generating
the tactile vibration utilizing the tactile bass vibrator
of the headphone device in response to the feedback
signal comprises generating the tactile vibration in a
left-side tactile bass vibrator or a right-side tactile
bass vibrator of the headphone device correspond-
ing to the predetermined direction in which the user
is to turn.
Embodiment 11: A system for generating tactile user
feedback utilizing a headphone device, comprising:
a headphone device operatively connected to a com-
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puting device, the headphone device comprising a
tactile bass vibrator configured to generate a tactile
vibration in response to a feedback signal received
from the computing device; wherein the computing
device is programmed to send a feedback signal to
the headphone device in response to a predeter-
mined event.
Embodiment 12: The system of Embodiment 11,
wherein the headphone device comprises a speaker
distinct from the tactile bass vibrator and the com-
puting device is programmed to send an audio signal
from the computing device to the headphone device,
causing the speaker of the headphone to generate
audible sound in response to the audio signal.
Embodiment 13: The system of Embodiment 12,
wherein the computing device is programmed to
send the feedback signal concurrently with the audio
signal, causing the tactile vibration to be generated
concurrently with the audible sound.
Embodiment 14: The system of any one of Embod-
iments 11 through 13, wherein the computing device
is programmed to send a feedback signal composed
of bass frequency waves from the computing device
to the headphone device.
Embodiment 15: The system of any one of Embod-
iments 11 through 14, wherein the computing device
is programmed to send the feedback signal to cause
the tactile bass vibrator of the headphone device to
generate the tactile vibration in a predetermined vi-
bration pattern.
Embodiment 16: The system of any one of Embod-
iments 11 through 15, wherein the computing device
is programmed to send the feedback signal from the
computing device to the headphone device compris-
es sending the feedback signal in response to at least
one of: a signal relating to physical activity of the
user; a signal relating to navigation for the user; and
a signal relating to an adventure sport engaged in
by the user.
Embodiment 17: The system of any one of Embod-
iments 11 through 16, wherein the headphone de-
vice comprises a left-side tactile bass vibrator and a
right-side tactile bass vibrator located within hous-
ings corresponding to a left-side ear cup and a right-
side ear cup of the headphone device.
Embodiment 18: The system of Embodiment 17,
wherein the computing device is programmed to
send the feedback signal from the computing device
to the headphone device in response to a signal that
the user is to turn in the predetermined direction gen-
erated by the computing device, causing the tactile
bass vibrator of the headphone device to generate
the tactile vibration in the left-side tactile bass vibra-
tor or the right-side tactile bass vibrator of the head-
phone device corresponding to the predetermined
direction in which the user is to turn.
Embodiment 19: The system of any one of Embod-
iments 11 through 18, wherein the computing device

is at least one of a tablet device, a smartphone, a
video game console, and an in-car infotainment sys-
tem.
Embodiment 20: The system of any one of Embod-
iments 11 through 19, wherein the headphone de-
vice comprises an amplifier located within a housing
of the headphone device, the amplifier being oper-
atively connected to the tactile bass vibrator of the
headphone device.

[0046] While certain illustrative embodiments have
been described in connection with the figures, those of
ordinary skill in the art will recognize and appreciate that
the scope of this disclosure is not limited to those em-
bodiments explicitly shown and described in this disclo-
sure. Rather, many additions, deletions, and modifica-
tions to the embodiments described in this disclosure
may result in embodiments within the scope of this dis-
closure, such as those specifically claimed, including le-
gal equivalents. In addition, features from one disclosed
embodiment may be combined with features of another
disclosed embodiment while still being within the scope
of this disclosure, as contemplated by the inventors.
[0047] An exemplary embodiment may comprise a
method of generating tactile user feedback utilizing a
headphone device, comprising:

sending a feedback signal from a computing device
to a headphone device operatively connected to the
computing device; and
generating a tactile vibration utilizing a tactile bass
vibrator of the headphone device in response to the
feedback signal.

[0048] An exemplary embodiment may further com-
prise:

sending an audio signal from the computing device
to the headphone device; and
generating audible sound utilizing a speaker of the
headphone in response to the audio signal, the
speaker being distinct from the tactile bass vibrator.

[0049] An exemplary embodiment may comprise a
method, wherein the feedback signal is sent concurrently
with the audio signal and the tactile vibration is generated
concurrently with the audible sound.
[0050] An exemplary embodiment may comprise a
method, wherein sending the feedback signal from the
computing device to the headphone device comprises
sending a feedback signal composed of bass frequency
waves from the computing device to the headphone de-
vice.
[0051] An exemplary embodiment may comprise a
method, wherein sending the feedback signal from the
computing device to the headphone device comprises
sending the feedback signal from the computing device
to the headphone device in response to a user input re-

13 14 



EP 3 328 091 A1

9

5

10

15

20

25

30

35

40

45

50

55

ceived at the computing device.
[0052] An exemplary embodiment may comprise a
method, wherein generating the tactile vibration utilizing
the tactile bass vibrator of the headphone device in re-
sponse to the feedback signal comprises generating a
tactile vibration in a predetermined vibration pattern uti-
lizing the tactile bass vibrator, preferably further compris-
ing selecting the predetermined vibration pattern from a
set of predetermined vibration patterns stored in memory
of the computing device.
[0053] An exemplary embodiment may comprise a
method, wherein sending the feedback signal from the
computing device to the headphone device comprises
sending the feedback signal in response to at least one of:

a signal relating to physical activity of the user;
a signal relating to navigation for the user; and
a signal relating to an adventure sport engaged in
by the user, wherein preferably
sending the feedback signal from the computing de-
vice to the headphone device comprises sending the
feedback signal in response to a signal that the user
is to turn in the predetermined direction generated
by the computing device; and
generating the tactile vibration utilizing the tactile
bass vibrator of the headphone device in response
to the feedback signal comprises generating the tac-
tile vibration in a left-side tactile bass vibrator or a
right-side tactile bass vibrator of the headphone de-
vice corresponding to the predetermined direction in
which the user is to turn.

[0054] Another exemplary embodiment may comprise
a system for generating tactile user feedback utilizing a
headphone device, comprising: a headphone device op-
eratively connected to a computing device, the head-
phone device comprising a tactile bass vibrator config-
ured to generate a tactile vibration in response to a feed-
back signal received from the computing device; wherein
the computing device is programmed to send a feedback
signal to the headphone device in response to a prede-
termined event.
[0055] An exemplary embodiment may further com-
prise a system, wherein the headphone device compris-
es a speaker distinct from the tactile bass vibrator and
the computing device is programmed to send an audio
signal from the computing device to the headphone de-
vice, causing the speaker of the headphone to generate
audible sound in response to the audio signal, wherein
preferably the computing device is programmed to send
the feedback signal concurrently with the audio signal,
causing the tactile vibration to be generated concurrently
with the audible sound.
[0056] An exemplary embodiment may further com-
prise a system, wherein the computing device is pro-
grammed to send a feedback signal composed of bass
frequency waves from the computing device to the head-
phone device.

[0057] An exemplary embodiment may further com-
prise a system, wherein the computing device is pro-
grammed to send the feedback signal to cause the tactile
bass vibrator of the headphone device to generate the
tactile vibration in a predetermined vibration pattern.
[0058] An exemplary embodiment may further com-
prise a system, wherein the computing device is pro-
grammed to send the feedback signal from the computing
device to the headphone device comprises sending the
feedback signal in response to at least one of:

a signal relating to physical activity of the user;
a signal relating to navigation for the user; and
a signal relating to an adventure sport engaged in
by the user.

[0059] An exemplary embodiment may further com-
prise a system, wherein the headphone device compris-
es a left-side tactile bass vibrator and a right-side tactile
bass vibrator located within housings corresponding to
a left-side ear cup and a right-side ear cup of the head-
phone device.
[0060] An exemplary embodiment may further com-
prise a system, wherein the computing device is pro-
grammed to send the feedback signal from the computing
device to the headphone device in response to a signal
that the user is to turn in the predetermined direction gen-
erated by the computing device, causing the tactile bass
vibrator of the headphone device to generate the tactile
vibration in the left-side tactile bass vibrator or the right-
side tactile bass vibrator of the headphone device corre-
sponding to the predetermined direction in which the user
is to turn.

Claims

1. A method of generating tactile user feedback utilizing
a headphone device, comprising:

measuring at least one of a heart rate, a location,
and an altitude of a user of the headphone de-
vice utilizing at least one sensor selected from
the group consisting of a heart-rate monitor, a
GPS, and an altimeter, the at least one sensor
being operatively connected to the headphone
device; and
generating a tactile vibration indicative of the at
least one of the heart rate, the location, and the
altitude of the user or another real-world condi-
tion related to the at least one of the heart rate,
the location, and the altitude of the user utilizing
a tactile bass vibrator of the headphone device
in response to measuring the at least one of the
heart rate, the location, and the altitude of the
user.

2. The method of claim 1, further comprising:

15 16 



EP 3 328 091 A1

10

5

10

15

20

25

30

35

40

45

50

55

sending an audio signal from the computing de-
vice to the headphone device; and
generating audible sound utilizing a speaker of
the headphone in response to the audio signal,
the speaker being distinct from the tactile bass
vibrator.

3. The method of claim 2, wherein the tactile vibration
is generated concurrently with the audible sound.

4. The method of any one of claims 1 through 3, gen-
erating the tactile vibration indicative of the other re-
al-world condition comprises generating the signal
indicative of at least one of a distance traveled during
a specified interval, a pace maintained during a spec-
ified interval, a distance remaining to a destination,
and an approaching change of course in a predeter-
mined route.

5. The method of any one of claims claim 1 through 3,
wherein generating the tactile vibration comprises
generating the tactile vibration composed of bass
frequency waves.

6. The method of any one of claims 1 through 3, wherein
generating the tactile vibration comprises generating
a tactile vibration in a predetermined vibration pat-
tern.

7. The method of claim 6, further comprising accepting
a user selection of the predetermined vibration pat-
tern from a set of predetermined vibration patterns.

8. The method of claim 6, further comprising accepting
a user definition of the predetermined vibration pat-
tern in response to user input at a user interface .

9. The method of any one of claims 1 through 3, wherein
generating the tactile vibration utilizing the tactile
bass vibrator of the headphone device in response
to measuring the location of the user comprises gen-
erating the tactile vibration in a left side tactile bass
vibrator or a right side tactile bass vibrator of the
headphone device corresponding to a predeter-
mined direction in which the user is to turn.

10. A system for generating tactile user feedback utiliz-
ing a headphone device, comprising:

a headphone device operatively connected to
at least one sensor selected from the group con-
sisting of a heart-rate monitor, a GPS, and an
altimeter, the headphone device comprising a
tactile bass vibrator configured to generate a
tactile vibration indicative of at least one of a
heart rate, a location, and an altitude of the user
or another real-world condition related to the at
least one of the heart rate, the location, and the

altitude of the user in response to measuring the
at least one of the heart rate, the location, and
the altitude of the user of the headphone device
utilizing the at least one sensor.

11. The system of claim 10, wherein the headphone de-
vice comprises a speaker distinct from the tactile
bass vibrator and the speaker is configured to gen-
erate audible sound concurrently with the tactile bass
vibrator generating the tactile vibration.

12. The system of any one of claims 10 or 11, wherein
the tactile bass vibrator is configured to generate the
tactile vibration composed of bass frequency waves.

13. The system of any one of claims 10 or 11, wherein
the headphone device is configured to cause the tac-
tile bass vibrator to generate the tactile vibration in
a predetermined vibration pattern.

14. The system of claim 13, wherein the headphone de-
vice comprises a left side tactile bass vibrator and a
right side tactile bass vibrator located within hous-
ings corresponding to a left side ear cup and a right
side ear cup of the headphone device.

15. The system of claim 14, wherein the tactile bass vi-
brator of the headphone device is configured to gen-
erate the tactile vibration in the left side tactile bass
vibrator or the right side tactile bass vibrator of the
headphone device corresponding to a predeter-
mined direction in which the user is to turn in re-
sponse to the GPS measuring the location of the
user.

17 18 



EP 3 328 091 A1

11



EP 3 328 091 A1

12



EP 3 328 091 A1

13



EP 3 328 091 A1

14

5

10

15

20

25

30

35

40

45

50

55



EP 3 328 091 A1

15

5

10

15

20

25

30

35

40

45

50

55



EP 3 328 091 A1

16

REFERENCES CITED IN THE DESCRIPTION

This list of references cited by the applicant is for the reader’s convenience only. It does not form part of the European
patent document. Even though great care has been taken in compiling the references, errors or omissions cannot be
excluded and the EPO disclaims all liability in this regard.

Patent documents cited in the description

• US 62098936 A [0001] • US 20140056459 A [0001] [0039]



专利名称(译) 利用耳机设备和相关系统产生触觉用户反馈的方法

公开(公告)号 EP3328091A1 公开(公告)日 2018-05-30

申请号 EP2018151672 申请日 2015-12-22

[标]申请(专利权)人(译) 骷髅头有限公司

申请(专利权)人(译) SKULLCANDY INC.

当前申请(专利权)人(译) SKULLCANDY INC.

[标]发明人 NOERTKER SAM
TIMOTHY JOHN
WINDT MATTHEW

发明人 NOERTKER, SAM
TIMOTHY, JOHN
WINDT, MATTHEW

IPC分类号 H04R1/10 A61B5/00 G06F3/01 A61B5/024 H04R29/00 A61B5/11

CPC分类号 H04R1/1008 H04R2201/10 A61B5/02438 A61B5/1118 A61B5/486 A61B5/7455 G06F3/016 H04R2400
/03 H04R1/1075 H04R29/001

优先权 62/098936 2014-12-31 US

其他公开文献 EP3328091B1

外部链接 Espacenet

摘要(译)

使用头戴式耳机设备生成触觉用户反馈的方法可以涉及将来自计算设备
的反馈信号发送到可操作地连接到计算设备的头戴式耳机设备。响应于
反馈信号，利用头戴式耳机设备的触觉式低音振动器可以产生触觉振
动。用于使用头戴式耳机设备来生成触觉用户反馈的系统可以包括可操
作地连接到计算设备的头戴式耳机设备，所述头戴式耳机设备包括触觉
式低音振动器，所述触觉式低音振动器被配置成响应于从计算设备接收
到的反馈信号而生成触觉振动。计算设备可以被编程为响应于预定事件
向耳机设备发送反馈信号

https://share-analytics.zhihuiya.com/view/09dcabc7-c8bb-4f27-9b31-fa3a6ee3d614
https://worldwide.espacenet.com/patent/search/family/054979539/publication/EP3328091A1?q=EP3328091A1

