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Lo THIERIINTWBDHNEH S M

o TV,

T ZTAMETIE, TANXOIE & itk
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1. i

BEMBLEAE (VPT) &, HEMEDS DML D S DO
R AT 2880 TH Y, fENaIa=r—vaviz
BI3I5a7 7022 TH5 [1]. VPTIZIZ2 DOERLH D,
AR S HROYIKIZ RS Z 2 R TEZDH (Lv.1VPT),
B S HROYMAIEED LS ITRZ DM (Lv.2VPT) ©
o EEHENTWS [1][2]. Lv.2VPT T, & EThl
HWACEABEA2EEBEHIEL 2 VWIRR T H L A &K
TWBEEZSNTWS (3. OB, FIHLIZ ARLT NK
DT B LT, BREMOMENR LTI A0
TW5 [4][5][6]. UL, ZORIRD, 7TNEXDEDFHKES
P E->THERZIINTVWEDOH, D LS RABM T 0
BAEBETVEDODIIH] S TR > TV,

ZZTAWIETIE, VPT RAZIIBIT5, TARDHK
WAL Z & DEERN R E MG U7z, TR DI X B3R
PRI NIE, TR OEDPSEERRRD J [ % DT BB
IARER RO R 2D, TAZOHEKAREERKE L4
[ AR & AN A, IR 2SRRI Ji % 7
WTWBBIZEERI R TR 725 L FHI N,

2. Hi&
2.1 WERE

FERO B ZE RS 72\ 20 B DK, K¥RE (B 17
%, k3%, EYER 204%) KA T4 =LK - av
Y hObE, FERAZRFICELAETY, ERICSMUZ.
WERE 32 BRI, £ARBERIPERTH -7 K
FEE, MWERAARIERZIIBIT B AR e T 5%
HBEEZERXDOEAR R TEmS .

2.2 HEE

3 ¥ a—Z& (Intel Core i7-8700, 3.20GHz, RAM 32.0GB,

NVIDIA GeForce GTX1070Ti, MS-Windows10, Unity)
THREREE K - ##L, ~y RV T ATLA
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o E % E %
R % ﬁ &

1 TINY DRREM

(HTC VIVE Pro, %R 1440 x 1600 Pixel, 90Hz, {{%
110 ) 2 W THERE IR U, & IEY a1 A5 1y
I EHWTRAZIZIEE LTz,
2.3 FIi

N—=F ¥ VERTIE, HEOFRIPINEZRINTED,
HDELGEDL ST, BT TWATAZBERIN
7o TAAXIZHE, IRRZhFIZ, IS % % 7z
(“Forward”) &f, L& DA RNZAN (“Backward”)
DB o7 (K1) . HLd B2 v RV MERERRI N
2. YV RV MNROYUNEIZ 4 HRDWTNNTH 72 (T
NEIPHRT45° 1357 ,225° ,270° ).
2.4 FiHE

B R U 2 WA DY 1000 ms $28 X 7244, i d i
EREE UTROWEDRE N, 1000 ms BIZER ADONH
Z, W, #&F, TAZPRRINZBEIRRINAZ. 200
ms BEEBBIZHLD RIS Y RV NBRERINEZ. HRE
2, TAZDAE»S S Y RV NBROYINE D & %
U, YVaAAT4v 27 &2HVT, RERLEME,POZRLG
HU7z. 7Y PV MRIIEBREDICE T 5 ETRRS N, b
BERIZROMTHRBEI N, UEN 1 RIFTHY, 17
0y 7 TRETOREOMAGEDLE (T NZDEDME : 2
Ff, TANZDIAARDIEE ¢ 2 e, TNXDFRAE : 2
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2: BTN R EDOTFHRIGEHE

M, TV RIVNROYINE 4 54M4) 2T VX LRIERFT
TNEN2MEHRVIRL, AFF 64 To7z. FRIZ4 Tow
7 TR I, &FF 256 FATIT - 72, EERO BT I
AT 2T o7, EBRGE, MERT, ERRT, KRz E
ST, FEERFTERHEIEH 40 2 TH o 7.

2.5 fER

fRITTIE, WERED Y a1 AT 1 7 &2 HWTHZE L2
FED, ELWAENPS £22.5 EOHEHNTS - 7254 Dk
TRIEME Uiz, RIEMRE o 1R TF XG0 58 5
RSz, 72, TV RV MNBROUINWH ORMEIIKEE
Uit 21T o 7. RIKE, =7 —RIE, 7TAXDOERRE
(- ERDRE), 7NXDORRALE % HEERE NER &
LT, 4x 2 DREBEDMAMEZIT 72, LEIIKTIE,
Bonferroni il («a level < .05) ZHWT t MUEZ1T- 7=,
2.5.1 RISEE

ANOVA DFER, 7N R DEREMIZE W T KGRI
BRABRFESEIRINE (F (1,19) = 16.763, p < .0000,
np 2 = .469, X 2). ZEIKOER, KIGKMOESIL,
Left, Right §:ff& %12, [Body - Face :“ Forward” | &,
[Body - Face :“ Backward ” | £/, [Body :“ Forward ”,
Face :“ Backward ” | 4&ff, TBody :“ Backward ”, Face :
“Forward ” | $:MFDIEIZHED -7z (ps < .05) (K 2) . HI
5, BH - k& £12 “ Forward ” 4@ /5% “ Backward ”
FHELDBERICHELS, HEEOMEN L TWEE
EES D, A—HGM &0 BERITE» o7z, BERRX A
RO s hmh o7z,

252 IS5—%

T —ROFYIE, Left 54T, [Body - Face : “ Back-
ward” ] ZfF, Right &/FTl%, IBody:“Backward”, Face:
“Forward” | M TROE,» -7 (X3) . ANOVA D
R, BEBRFENR - REERITRD Shah o7,

3. ER - &

ANBI7NZIZ KB VPT OREEHRIE, 732 OH - ik
e HITHBRIBD % N T WS &4 THRb M B
7-. BxDLRETOWIZETIX, TXZX D - Bk & £ I1IZHE
I IR DS % N2 T, TANXDEES T
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3: B NIZRMHEODTS—K

RO T ERRUZEMLE LD E VPT D87 4+ —< Y AWK
FU7Zz [6]. AEEBRTIX, 7NROH - KD S5 % 7 L
TEMELZD, HEMERZNENRR D HF%E N 725%
PETIE, B - HAR e BICBIERIR & IS O A& v 72
ZM&0E, VPT ORIGHIZE» 572, 205 OfEER
5, ANEI7ANZIZE5 VPT RERIRIZIE, T AZOLMK
HHFE (mentalizing) ORF 7O ANEbL->TNWDE LF
ZoNd. £z, BHEIRIEIR S % W72 R gEE R
P, —EOEEKEADOATIE, KEREEDRIIES R
WHEEME 2 RIBL TV 3.

HEE

Am5Eix, JST ERATO JPMJER1701 (Ff R B RSk
Juv s b)) BIURIE JP20K20147 Ol % 5215 T
Ei X .
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