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1: Body image recalled through body schema

in the brain from somatosensory inputs.
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% 1: Feature of each method for changing of body scheme.

H Occurrence Condition Learning Time Accuracy Precision Target
Growth of body / Loss of body X Naturally x Long oHigh oHigh oQwn body
Tool-use oShort xOther object
Auditory illusion oActively x Low x Low oOwn body
Proposed method AMiddle oHigh
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| Inducing virtual hand illusion |

| visible body | | Invisible body |
L |

I
| Pressing the switch with middle finger |
I

| Set the switch to random position |

Is the virtual forearm scale reached the target?

Contracting the right forearm gradually

2: The flow of changing of body schema.
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Virtual Space
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World Coordinate System

3: Pointing task and calculation of the updated

level of body schema.
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—>
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4: Experiment system.

Wb7-, WEBREGIZTESL X5 ELELHEN
H5. I TEAE EV O x BT U TEBOLRIBD
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p=3.16%102<0.05

Measured Dimensional Ratio
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Presented Dimensional Ratio

5: Experiment system.
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