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TNZ P —F DOFEREE - BB - IR ICEE R 52
ZHRE T T AGR LR, ZORRIE, T E—T1
XY FOBEBNT— 0 —CEH T2 L5k, 1—HH
HONRLIBERZRAEDO 7 ARICERLEZ B KN TH
MEhTwa., LiL, Fu7 vy 23RoEMIZoWTIE
LTRSS, EFRlarybr—TEhne e pfHE
ThHs. a7 ~2eFBELEERC, MO T L4 X
A TR L, RN ER KIEUREATHE (1, 2] 0 &
S 7u 7 v AFROFANERE T EEN 2GR 2 MIE
TR RBEINT WS, AIFRTIX, T—FHRT7 &
ANQHEREEFED D LT, TARIFEAT S 2 EEX
B 272D A DET LT\ % User Preparation Protocol
ZRAWT, a7 v RRREBICE BT 2 R
RT3, EBIE, TRRODRAT LA XA o7z (WL
T, W) NELEE2fTBET L5 (BUF, ¥
M) WAE®D 2 DD User Preparation Protocol &%}, %
Nz Tu T ZARICRIETHEE AT 5.

2. User Preparation Protocol

User Preparation Protocol &, 7 3% & Z—HFDFERD
XxbT 52T, =BT ANRIZHEAT 2DZT
27DIEAHPBHLTWE TR FaLTHS. DTSR
b 22L&, Introduction, Mental Imagery, Acting @ 3 B¢
RECH E N2 (K 1A). BIRHZ Introduction T, 7
NRIBF B ERCEEHZE T T NEDT AT YT 4T 4
ATEN DR ¥ DOFH%Z %1 5. Mental Imagery %, H

ZEAUCTREETH A FORRIIED, TANRXDEL K -7-H
THEDH KR ZORBEOTE 2 HERNCEES 5. Acting
&, A ROERIHE, S F TITHNM SN T E 7 REEH
FiEE) e @ L THRRICRET 5. 7y AR L
TEBIVEOHBELEZ 5B TELI Y S 1 EHEKR
T 572z, EGM, #HHD 2 FEHD User Preparation
Protocol % EERTHS.

3. =E

JRELDSHRECR K 32 2 2 AL W a7 o AR D
B e flEl$ 2 515 % 8 5 72912, User Preparation Pro-
tocol IZL o THZABNE 7 ANRIZDOWTDOHEFTHIGHEL T
07y AMRICE R ZHERRHET S, ERE, HETA
RTCRANVDRAZ%T3Y (Young) 4=, Ei#E 7
RTRANVDRRZ%F 3 E (Elderly) :ff, &g 7
& CIEF D User Preparation %3 % EC (Elderly and
stereotype-consistent) 551, EnE 7 N X T J7AOD User
Preparation %3 % EO (Elderly and stereotype-opposite)
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NVIDIA GeForce GTX 1060 Z#&# L 7= PC It X
72 HTC Vive Pro, 6GB 77 7 4w 7 X7 — F, Intel Core
i5-8400 7wt v ¥, B XU 32GB RAM ZHRERICHA T 5.
NR—=RZART = a ZiF 6 FI5 X — M VORGEOHED
WA 2 ORETS. VRAY By b, 2200y Fay
fa—5—, BIZEETZ 200D Vive b7 v I—%25INE
BHIIOY, 58 7y (K 1IB) 2552 TTAAN
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1: A : User Preparation Protocol, B:5 = k35 wv* >4, C: Mocopi Y, D:VREIE, E: 71N\Z (Eh5
THSHE, BEERNE, THEE, BEEE), FIHrEZ42AW>Ial—>ay4Xy, G BMMEREICE TS
T — b O%F

REVER T 5. X, Mocopi #HIZDF 3 Z & THATHE
DHIE D7z DPEFEES % § 5 (K 1C). Unity THEXH
7= VR B8 (K 1D), Character Creatord TIER L7z, #
BT NRLMYE, HETANXBYE, @7 R, i
BT NRBED A FEO 7 AR (K 1E) ZEHT 5.
3.2 REFIE
HEBEHFICHITHEDOHEL T 2720, FBX 2250
WETHEMT 2. FEWRBWGEE, SMEICEROTIAZITV,
EBRSMANOREEE 5. i, S, VR OFHE
Bhro NOMeticls 275 — 255, 20%, &
MEIHEREZEL, BRRBTHERELNEST 2. &
T X Mocopi Ot ¥ Z2HAWTHIES 3. BEIEOH
BICEL &, FIDIBMERT V& LB IV 2508
W, User Preparation Protocol % 721& S X)L DWW D
RRAZ%ITD. RAZ% VR 88 %5E L, VR ZRHIcE
NBZTDICHTOREMER LR bE=RICME A
FOBIE ZHMT 2 TRV Ial—vay
(K 1F), +97% VR AEBRORMZRT 27290 10 7D
E R, VR 22 DA > & 7 2 — 2% FH U7z SR bR
KT 277 —b (K 1G) ® 3 2%175. VR HEEEHN
L, 1EHORIE & [[ Uz 2 I EREI L, VR
BHOBITREDREE T 5. RZICERFIBRFOHET
EBETO7 V7 — b RITV, EBREKRT T 5.
3.3 FHMEEE
TO7 0 AROFHE: SEE 7 ANXEFHL a7 v R
IR DIATIHGE [3] 12HE- T, Tu 7 v RFIROE Rl &
L CHATEEQHEZITS. Z OHE IS INE ICERBIA
R EERE TR OE 2 [W], HEREIZ EE 5 Z L TEMT
%. Mocopi Dt >3 ZFHL, Kl EOEEEZEIIET %
ZrTHITHREERET 3.

BAMEREDFHE: Virtual Embodiment Questionnaire (VEQ)[4]

o7 rr—1rEAMAL, BRMUBREZFMT 5. 7 ERFEY
vh—+FRED 12HEHDO 7 >4 — %17V, Ownership,
Agency, Change DfEZHET 2. VR 77— bV —JL
v b [5]ZFAHL, VRZEBNTY 7 — 1+ 2EMT 5.
3.4 1R

KERTRIRAZ L TITRT.

HO H&E7 & (Y) &fFTid, &g 7 & (E) &:AF
DB BATHEDEL 72 5.

H1 #/5 M\ ® User Preparation Protocol % 3 % &
7% (EO) T, NH/MO User Preparation
Protocol %3 2 miiiE 7 3% (EC) &L D 24T
HENHEL LD, £, EORMHTRESRMFLD D
BATHEDHL TR 5.

H2 E T EC &fF& D BITHEIEL 72 5.

H3 SKMUEE (SoE) 1%, EC & &b b E&FTER
%, ¥/, EOS&HEYd ESLHTELRD.

4. F®

ARaTRE, a7y AR 2 BIEXIIERE & 5 R
BERT 27201 F 3FEBICOWTEHR L. #HT3T7A
RDRTVARA T BHHAOEROBRETZILT
Ta T RAMRERBTEL e THL, RFEBRTIE User
Preparation Protocol Z AW THEURZITY, 0T v %)
RAOHEZHETS. RFETIE, 68 AOSMETEML
FERREREREL, SBROAAMEEZHERT 2 TETDH 5.

SENH

[1] D. A. De Vries and J. Peter. Women on display:
The effect of portraying the self online on women ~ s
self-objectification. Computers in Human Behavior,
29(4):1483-1489, 2013

[2] J. Fox, J. N. Bailenson, and L. Tricase. The embod-
iment of sexualized virtual selves: The proteus ef-
fect and experiences of self-objectification via avatars.
Computers in Human Behavior, 29(3):930-938, 2013.

[3] R. Reinhard, K. G. Shah, C. A. Faust-Christmann,
and T. Lachmann. Acting your avatar’s age: effects of
virtual reality avatar embodiment on real life walking
speed. Media Psychology, 23(2):293-315, 2020.

[4] D. Roth and M. E. Latoschik. Construction of
the virtual embodiment questionnaire (veq). IEEE
Transactions on Visualization and Computer Graph-
ics, 26(12):3546-3556, 2020.

[5] M. Feick, N. Kleer, A. Tang, and A. Kriiger. The
virtual reality questionnaire toolkit. In Adjunct Pro-
ceedings of the 33rd Annual ACM Symposium on User
Interface Software and Technology, pp. 68—69, 2020.

-2D1-09-





