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Effect of virtual body centered reference frame on spatial perception
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1.1 BAEMERDOEE

AR TZDOHEZENDEDTH S| LKL IEREE Y
PRATA R (Body Ownership) & IES. ZDEEIL, HAHD
BR L 13RI B A0 FEREPIEBAIZBELS S, Th
% F R AEROH#HR (Ilusory Body Ownership) & FEA,
FIZIEEKASNEZEDE LT, BAPSERINEZEHIDOT
CHENZEP N TLOFERAYPILTT IV TRTHN
BE, TLOFEHDDFETHEND LKL ST /N—
NV REEEEDD B (1)[2]. FEFRIIGME TR EIRFABRAEL
BNZ en s, AR O Y] AR A DB R A O A&
RIZEETHELEEZEZOND. £, HOOBKES LR
UEIE 292 N—F ¥ L2l LOFGR2BIRTEZ L TH,
ZDHBOFRERITT U THRFAREBKRL S 3. 208
G, FRPUENORL S GHRPERREGERE, HHOH
ke R7-HORZBHBOFRIIK L THHEIE OISR
MEL B Z eI hT W5 [4][5)[6].
1.2 BUHMEROERICEITZEROPR

BRI RO SE T II R -, BIH-ET O RN
AT, BIROMNMEDEELERNLE 5. HHOHKE M
THEN—F vV OB K E EBIN SR TH 5 — A
PR THRZEGE®, FAROR TS 72 5 0S4
ERBEHF, BHOMEE) AT 5 N—F v ILZEM E
DEEREIND? S R D Z AT LD iRV BRI &
UBLT28MELHS [T)[8]. 772U, N—F v VB ET
HELHE L CHL T AR EZEES D SBET 5 = AWM
MIZBWTH, i, EE), AELEYT 25E61E— AT
MEAREOHERERPEL DL TIHREEHD [9), =
ANRAIZBWTE, HEBREHRITAEENPEL S Z LA
RINTWNWD,
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wE, NHZBEOHEEZFLE LT, FAMOREICH
ZHEYOEMMAERZEELTWS. L2, EEok>i
N—=F ¥ )VER ETHSOES L L CE < 7o
UTEBRIAERERL 58, N—F v VEKREHLREL
TERAMEMTb N TREEE E X S5, KR T, &
BRE T NROEBMEPFET 5 = AFREEM BN
T, TRRICHERFTAEERL T84, ERARIEE
BiREE ST DR, TR GRS Y T 520
FERED &5 S5 ITMAET B D0, K, BEFREBIZESA
ETNZDEBMEBRIZE>TED LSBT Z20H0
BEHFHRBZEEHBME LT

ZEMHHEOREE LT, MEHREE T2 0 &7 568
B & 72 [10]. RIS 7 8 & 5K 0> 48 R HERE
WiET 2854, EHRETANZGEROEMMNERFET S
SABREEMECBVTY, MERER G 2 S N7 EALz
W BN —F ¥ )VEAKDIAL S DG PND K DI
FEEMNEL B Z e PRI N,
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3.1.1 iERAE

FEERD H I & H S 200 15 2D KFHE, KFBAE (B 13
%, k24, FHER 214 ) A VT —L K ay
U bDb e, EREZFREICELEZITV, EEBRIZSBMLE
WERF IR BB, ERRBEEOPER THo/z. K
FERIE, BEEMBERZCB TS AZNEE T 0% M
MBREZEROAKRER/TEBI N
3.1.2 %E

J > ¥a—2%& (DELL XPS8930, MS-Windows10, 32GB,
Core i7-8700, 3.20GHz, GeForce GTX 1070 Ti) THEHI
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B 2: RERLIYIC L BIIEENFER

WEERL, Ny F¥ YV T4 AT VLA (HTC VIVE, %
AR #% 1080 x #¢ 1200 Pixel, 90Hz, FEFA 110 ) ZHW
THEBRE R Uz, a0 &%, HTC VIVE, VIVE
AV bhE—=F VIVE b v h—2FAVEZE—YavFy T
F ¥ Y AT L (IKINEMA Orion) 12 & o T/N—F v )L ZE[H
DT NROB)EIZ KL 7=,
3.1.3 FiZ

TNR L RS OMLBERBRIE, — AFMER (1IPP), T/3X
DEH%A (3PP-behind), 7/\ZDFOHS (3PP-diagonally
behind) @ 3 &b 2 3% E L7z (B 1), AORSRMEITHHIZFT
bz, EBRTIE, N—FvIILEFETT X OMFEFE
Pz filiE S E7REET, ARSI & 2 MHEE) S O H
EafToTz (M 2). #HEBFERIL, ZEH L0 ZTPITHE,
[, SR TERRD 2EERL, TORBITHES 2R
TBHE, FH0DPHAEMAED S BB NN TEED
RAXBBEKTHE. ZITIE, EHADFOWVTNHITIRE
OMBEFEDB TR 10 L UTHEZ 5N, T OEHEDDBER
TNtz HWT, T UXLMBIZHER S N 5 SRR fil
&5 FREEPITEEE 5 SETV, BORHESEH %
HIE U7z, HMD %S U7=8212, 785 70 5 BARGRANZ B
?5Eﬁaﬁbf7&%ﬁﬂébt(fﬁﬁi)ukwm
NEYWERE DR E L 7 NZ OB & ANER) 2 [ S,
ﬁb@m#ﬁﬁ%ﬁﬁ2ﬁﬁfﬁ,m#4ﬁﬁ%30®ﬁ
mETENENT o T
3.2 MR

ETORMEIZBEWT, MEREAE X S NI IE
F BT NRGRDEHND FH D SRR DA T WD &SI
HIFE U -HEH, SEBHEHROF v VAL RV TH D 50%
LD BERITED» -7 (p < 0.0001,1 BEA t #HE). Kz,
3PP Rl A 5T, mﬁﬁﬁﬁ%ﬁ®mﬁﬂﬁQWi
EET) ZTANROKKMOF (AF) OMEIZEWICEED
59, TNZOEREEZRTOME (HF) » SHEHBH»N
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TWB &SRB SN (3 3) . BEREN 3 EREMEAH
Tl EHEOENER, KEEHCTNSEETE RS 5 7.
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IN—=F ¥ VM T N R & FoR 3 R A 7z
MOEBIEH AT T 2 Z 22k b, BOEHEHES AT D A
T MDEETBEIT, TOA TV bEHEFUC
FEL TWBAREMEIC DWW TR
4.1 F&

REEIER 1 L EBkE Uz, HIEIE, EBR 1L 25T AR
DEEKRFEHOAEHIRU 2. RSk, R 1 H» S EEH
Wafhs L5 FRENTEXELL, ERIMNIFERL
U7
4.1.1 WRE

FEERD H IR M5 720\ 14 £ DO KFE, KERAE (B 13
&, 14, FHER 2187, 55 TZIXER1 2
UHBRE) 174 —L K- aver bob e, ERAHR
BIZBLETV, FRICBIU 2. WE8RE 2 8RR,
FBBERNDERTH o7, KERIZ, BRERMRE
KEZIZBI D AENR L TOMEMEEEZERDORKRE
RTEmBI N,

4.2 fER

BTOEFIZBWT, MazxsEe LT, MEHE»S
Z 5N EALTRIE ST B M D SO rNT VWS &SIz
MBS iz (BI2E, AFICMBERERE 527256, ol
AP SHIPNT VWS XS ICHIEINE). R, 3PP &l
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BB AT, ERE FERTR COMBRI (B ISET) 1
5 DRI DA () 123 BB 53,
YR U () 7S SEEBIEEAE LT3 & 5 10 KIS &
iz, (B 4) BERE P 1 BRABOMG (BB 3R L 7
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5. EE

EER 1 Tl, TAXOBEORY/ERMICED ST, 7
IN R BRI L OREEIEHA L S Nz, 2 TO/MEHICS
WCZEMAROZELIIR SNRD o7, ZTDOZehn, N—
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