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Perspective taking techniques have been used to transport people into imaginary situations and the lives of others. Virtual Reality provides an immersive way to virtually experience the lives of stigmatized by society members. Through the support of sensorimotor contingencies, people can use natural movements to view and interact with the virtual world around them. In this study, we compared a perspective-taking immersive Virtual Reality system which supports a number of sensorimotor contingencies (SC group) with a perspective-taking desktop system of the same application but without support of any sensorimotor contingencies (NSC group), to investigate the effect of the supported sensorimotor contingencies in promoting empathy and positive attitudes toward drug users. Results demonstrate a strong correlation between closeness to the drug user and empathy in the SC group. In both groups there were a within group significant change in their reported attitudes before and after their exposure. Finally, participants in the SC condition reported significantly higher levels of Place Illusion (PI), body ownership, agency and plausibility of people. Further research is needed to investigate how sensorimotor contingencies can be exploited to the fullest to be used as an effective method to induce empathy and change attitudes toward stigmatized by society people.
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INTRODUCTION

Members of stigmatized groups are often discriminated against in their workplace, educational settings, health care, and the criminal justice system (Sidanius and Pratto, 2001). A reliable method that has been shown in reducing negative social stereotyping is perspective taking, which can be defined as the cognitive capacity to perceive the world from another person’s viewpoint (Davis, 1983; Perdue and Gurtman, 1990; Shechtman and Tanus, 2006; Galinsky et al., 2008; Tomasello, 2009; Zaki and Ochsner, 2012). Furthermore, extensive research by Dan Batson has shown that perspective taking can lead to an increase of empathy, and this can lead to prosocial behaviors toward not only members of stigmatized groups, but toward stigmatized groups as a whole (Batson et al., 1997, 2003; Lamm et al., 2007). Empathy can be defined as the ability to connect emotionally with another individual and understand his point of view (Davis, 1983; Galinsky et al., 2008).

The field of Virtual Reality (VR) offers new ways to induce empathy into people. As Slater and Sanchez-Vives (2016) state, “the primary technological goal of VR is to realize perception through natural sensorimotor contingencies to the best extent possible.” People can turn their heads, like in real life, to look around while wearing a head-mounted display (HMD), they can bend over to look under a table, they can reach out their hands to grab objects. With VR, we can show experiences from any point of view, therefore we no longer must rely on people’s imagination. We can create experiences that genuinely show people how it is to take the place of somebody else and create a narrative that unfolds around them and therefore people can focus on the events that are happening around them and how they make them feel and go through a more genuine experience of what is like to be that person. In VR, we can also elicit presence, the illusion of being in the virtual world (Place Illusion, PI), and the extent to which the situation and events seemed to be really happening (Plausibility Illusion, Psi) (Slater, 2009).

Bertrand et al.’s (2018) study, highlighted immersive embodied virtual reality (EVR) strategies for empathy. Their strategies included the Body ownership illusion through multisensory and motor perspective taking, which if induced, could modulate bias, mimicry, similarity and emotion after the experience. Also, the agency illusion through embodiment combining voluntary and involuntary actions, which could result in self-attribution of avatar’s actions. Another strategy was place and plausibility illusion through sensorimotor stimuli and a highly credible environment, which could result for the users to behave and feel as if they are in the VR environment. Lastly, they mentioned the Proteus Effect (Yee and Bailenson, 2007; Yee et al., 2009) through avatars presenting empathy-related traits and appearances for the reinforcement of positive or negative stereotypes and the modulation of behavior after the experience. It has been shown that the Proteus effect is mediated by the level of embodiment felt by users in relation to their avatar (Ash, 2016) suggesting that EVR can enhance this effect. Bertrand et al.’s (2018) argue that empathy training methods using avatars designed to improve empathy would induce beneficial behavioral changes and improve positive perceptions. They suggested the embodiment of a digital avatar of an outgroup member that presents traits that contradict stereotypes, which we have done in our study.

The use of immersive virtual environments to have an individual take on the perspective of another individual is known as Virtual Reality Perspective-Taking (VRPT) (van Loon et al., 2018). Ahn et al. (2013) conducted three experiments that explored whether embodied experiences via Immersive Virtual Environment Technology (IVET) would elicit greater self-other merging, favorable attitudes, and helping toward persons with disabilities compared to traditional perspective taking. Penn et al. (2010) conducted a 4-condition, between subjects’ experiment (N = 112), wherein participants were exposed to either a virtual simulation of schizophrenia, a written empathy-set induction of schizophrenia, a combination of both the simulation and written empathy conditions, or a control condition. In Schutte and Stilinović’s (2017), randomly assigned participants viewed a documentary featuring a young girl living in a refugee camp either in a virtual reality format or in a control two-dimensional format. Results indicated that the virtual reality experience resulted in greater engagement and a higher level of empathy for the refugee girl compared to the control condition. Chowdhury et al. (2019) study showed that a tracked HMD and a wheelchair interface had significantly larger effects on participants’ implicit association toward people with disabilities than a desktop monitor and a gamepad. Hamilton-Giachritsis et al. (2018) study investigated whether embodiment of mothers into the body of a young child and engaging in an interaction with a virtual mother facilitates perspective-taking and empathy. Results showed that experiencing negative maternal behavior increased levels of empathy and participants reported a strong body ownership illusion for the child body that led to cognitive, emotional and physical reactions.

Herrera et al. (2018) conducted two experiments to compare the short and long-term effects of a traditional perspective-taking task and a VR perspective-taking task and to explore the role of technological immersion when it comes to different types of mediated perspective-taking tasks, relating to the homeless. Seinfeld et al. (2018) used virtual reality to allow offenders to virtually embody a victim of domestic abuse. It has been showed by several studies (Groom et al., 2009; Farmer et al., 2012; Maister et al., 2013; Peck et al., 2013; Banakou et al., 2016; Behm-Morawitz et al., 2016; Hasler et al., 2017) that embodiment of light-skinned participants in a dark-skinned virtual body significantly reduced implicit racial bias against dark-skinned people. Finally, a study (Christofi et al., 2018; Stavroulia et al., 2018, 2019) examined the effect of viewing in VR, a drug incident at a school environment from different perspectives and viewpoints in relation to the level of presence achieved and the effects on mood states and empathy of teachers who were immersed in a virtual school where a drug use incident took place.

A survey regarding VR interventions for stigmatized groups has been made by Christofi and Michael-Grigoriou (2017), with additional emphasis on the measurements used for prejudice and empathy. The studies reviewed were grouped according to the social stigma form that the group investigated belonged to, as defined by Goffman (2009), which are; (i) overt or external deformations, (ii) deviation in personal traits, and (iii) tribal stigmas. The survey reviewed the measurements used in these studies for empathy and prejudice. It concluded that the majority of the studies focused on the third form of social stigma, and most specifically on reducing implicit racial bias against dark-skinned people. As far as the measurements used for empathy and prejudice, it was observed that in the reviewed studies they tended to use self-report instruments more and rarely used behavioral observational and neuroscientific methods which could be more accurate than self-reports from the participants.

Drug users were chosen as the social target in this study because they are considered an extreme outgroup that people often struggle to empathize with (Harris and Fiske, 2006), and it is a stigmatized group that hasn’t been studied much in this context before. In this study, we compared a VRPT system that supports a number of sensorimotor contingencies (SC condition) and a less immersive perspective-taking system using a desktop computer with a minimum support of sensorimotor contingencies (NSC condition), to investigate their effect in promoting empathy and creating positive attitudes toward drug users.

Following the strategies and suggestions of Bertrand et al.’s (2018), our hypothesis was that participants in the SC condition would be more empathetic after their experience, and have more positive attitudes toward drug users, and feel more emotionally close to them, than participants in the NSC condition.



MATERIALS AND METHODS


Application

An application was designed and developed in which participants were able to virtually experience some scenes of the life of a person who became a drug user, through his point of view, in order to debunk stereotypes surrounding drug users. In total, the participants viewed nine scenes from the life of the drug user. The scenario and scenes they virtually experienced are described in more detail in the following sections.

A number of the scenes, have a mirror on one of the walls (including the first one for familiarization with the VR equipment and the suit), so that the participants could see the avatar they were embodying and progressively see some of the physical changes, the drug consumed by their avatar which in this scenario is cocaine, does to people, which include dilated pupils, increased heart rate, extreme weight loss, bloody nose and cocaine powder running through the nose. These changes were visible to their avatar from the scene after he consumed cocaine in one of the starting scenes (Scene 5 as described below).

The scenario put the participants in the shoes of a man named Mark, a 28-year old man, who recently lost his mother due to cancer, and is living with his wife Amanda. It is said in the narrative, that he is stressed due to his workplace, where his boss assigns him many duties. One day at work, Mark’s colleague sitting at the desk next to him, invited him to a party, to which he attends. A man there, offers Mark to try out a drug, in this instance; cocaine, for the first time, to “loosen up and have fun,” as the drug dealer tells him. Mark, due to dealing with his mother’s death and extensive work stress, obeys, follows that man to the bathroom, does drug use for the first time and becomes addicted to cocaine. Then, participants experience the consequences of this action which include his inability to work, which is shown as a scene at work where his boss yells at him for not doing his job right, a visit to his drug dealer and his changing relationship with his wife, who threatens him in the end of the narrative to leave him if he doesn’t seek help for his drug problem. A video illustrating the application can be found in the Supplementary Video S1.


Scenes

Scene 1 – Bathroom: You are in the bathroom, standing in front of the sink. There is a mirror in front of you, where you can look at your avatar. Amanda is standing close to you and informs him that she invited your friends for dinner, so that it takes your mind away from work and your mother’s loss.

Scene 2 – Dinner: You are in the dinner, and your friends are discussing sports on the table. Then one of your friends, Lisa, mentions that you are quiet tonight, followed by Amanda explaining that it is because of the work stress, among other stuff. In this scene, there is a mirror on the left side of the room, where participants can view their avatar.

Scene 3 – Work #1: You are in your office, and your boss is telling you to prepare some files for him before lunch time because important clients are waiting for them. Your boss leaves and your coworker turns to you and invites you to a party in a few days to release all your stress.

Scene 4 – Party #1: You are in that party, loud music is playing, people dancing, drinking around you. Your coworker is telling you to enjoy yourself, and then a man notices how stressed and serious your character is and tells you to follow him.

Scene 5 – Party #2: You are in the toilets of the house that the party takes place in. In front of you there are two sinks with needles, cocaine powder divided in straight lines and razors. The man stands in front of the second sink, and sniffs cocaine and urges you to do the same (Figure 1, top right).
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FIGURE 1. Workplace scene (top-left), party scene (top-right), bathroom scene, illustrating the physical effects of cocaine use (bottom-left), consequences on the relationship (bottom right).


Scene 6 – Drug dealer: You stand in front of your drug dealer who is sitting relaxed at a table where you can see cocaine in lines, razors and a bag and money laying around in packs. The dealer wonders how you can afford all this cocaine, implying that you are a regular and warns you that demand is getting bigger and the prices are getting higher and next time you should bring more money.

Starting from this scene, participants can view the physical changes cocaine had done to their character, which include weight loss (in the starting scenes Mark appears to have a belly so that the change is more noticeable), so in this scene he looks really thin, his eyes are red, he has blood running from his nose, and cocaine power visible on the nose as well.

Scene 7 – Work #2: Your boss yells at you for not showing up to an important meeting the day before (Figure 1, top left) and then your coworker tells you to look at yourself in a mirror and that he worries about you.

Scene 8 – Bathroom #2: You locked yourself in the bathroom of your house (the same one you see in the first scene), and standing in front of the mirror, on the sink you can see cocaine powder and a razor (Figure 1, bottom left). You can listen to your wife, who is outside the room, wondering why you locked the door and informing you that the food is ready.

Scene 9 – Dining area: You stand in the dining area, your wife is standing by the table and you see your bag opened and cocaine on the table as well as money found by your wife, who is disappointed in you and says she noticed a big withdrawal of money from your shared account and it explains all the symptoms you have been showing lately (Figure 1, bottom right). She wonders what your mother would say about all this and urges you to seek some help or she is going to leave you.

The goal of showing the participants the whole journey of this man was to reverse the fundamental attribution error, that people tend to do. According to Ross (1977), the fundamental attribution error is defined as “the tendency for attributors to underestimate the impact of situational factors and to overestimate the role of dispositional factors in controlling behavior.” People tend to overestimate the influence of personality and underestimating the influence of situations, when explaining other people’s behavior (Myers, 2010). In this case and with our narrative, we wanted to show the participants, that in most cases situations drive people to drug use. According to the self-medication hypothesis (Khantzian, 1997, 2003), addictive drugs have appeal because during the short term they relieve painful feelings and psychological distress. There is a tendency in society to stigmatize drug users, as people think they use drugs for their enjoyment only. The character in the scenario is seen using drugs as a coping mechanism for the death of his mother and the stress from his work. Additionally, we followed the suggestion of Bertrand et al.’s (2018) for the embodiment of a digital avatar of an outgroup member that presents traits that contradict stereotypes, which we have done in our study. Additional screenshots from the scenes can be found in the Supplementary Table S1.




Participants

A total number of 40 participants (n = 40) participated in the study, 21 of them male and 19 female. For the recruitment of the participants we used convenience sampling. Ages of participants varied from 18 to 59 with the majority (42.5%) in the range of 18–24 years old. Furthermore, data on participants’ experience in using VR environments, indicated that most of the participants (42.5%) had little experience with VR. A table with the frequencies of the demographics across the two groups can be found in Supplementary Table S2.



Experimental Design

A between-groups design was used to conduct the study. The participants were randomly assigned into two groups, the Sensorimotor Contingencies condition (SC) (n = 20) and No Sensorimotor Contingencies (NSC) condition (n = 20), which are explained further in the following sections. The majority (11) of the participants in the NSC group were aged between (18–24), and for the SC group the majority (8) aged between 25 and 29 years old. Regarding occupation, in the NSC group the majority (12) were students and in the SC group (7) were working in the private sector. The study has been approved by the Research’s Ethics and Deontology committee of the Cyprus University of Technology. All participants provided their written informed consent to participate in this study. Written informed consent was obtained from the individuals for the publication of any potentially identifiable images or data included in this article.


SC Condition

This condition supports several sensorimotor contingencies for the user. It required the participants to put on a VR HMD allowing stereo viewing in 360 degrees of the surrounding environment and supporting head tracking allowing displacement of the viewing scene in a physical way. Real time tracking of full-body’s and hands’, at the detail of the fingers’, movements was also supported and real time mapping of the participant’s movements to the virtual avatar as well. That was achieved by having the participants fitted with a wireless full body motion capture suit and VR data gloves. Wearing both, the participants were virtually embodying the drug user. They were viewing the virtual world in first-person view and could rotate their head to change their point of view. There was no other stimulation than the first-person perspective view over the body.

The participants could not interact with the application in any way or with the other avatars or virtual items in the virtual world. The participants were required to be standing up and could move their body and head around to change their point of view and watch their avatar in the virtual world, which was the drug user, move simultaneously to their real time movements.



NSC Condition

The application of the NSC version was identical with the SC version with the difference being that the participants did not wear any of the equipment mentioned above thus no sensorimotor contingencies were supported. Instead, they were sitting on a chair in front of a desktop computer, viewing the same application, this time, through a flat computer screen and could only turn their point of view with the use of the mouse.




Materials and Technical Setup

The application used for both groups was developed in the Unity software. The models of the avatars in the application were created using the online software Autodesk® Character generator, in which a skeleton was also added to the models as well as facial blend shapes, so that their mouths could move according to the dialogues recorded which were recorded using a Philips audio recorder. These recordings were then edited in the Adobe Audition CS6 software.

For the SC group the virtual environment was displayed through an Oculus Rift CV HMD. This has two 1080 × 1200 pixels OLEDs per eye at 90 Hz display refresh rate, coupled with a positional tracker and built-in headphones. The participants in this group had to wear the Xsens MVN Awinda wireless motion capture trackers for real time body movement tracking which was mapped to their avatar in the virtual world through the Xsens software and the Manus VR – Xsens Edition gloves which offered finger tracking (see Figure 2).
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FIGURE 2. One of the participants of the SC condition wearing the Oculus Rift, Xsens Awinda trackers, and Manus VR gloves.


For the NSC condition the application was displayed to participants through 1920 × 1080 pixels 24-inch computer screen. A computer mouse was used for the interaction with the application and headphones for the sound (see Figure 3).
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FIGURE 3. One of the participants of the NSC group.




Procedure

Upon arriving at the laboratory, the participants were randomly assigned to one of the two groups, NSC or SC and were asked to read and sign the consent form. Then they were given the pre-questionnaire. Once this process was completed, participants in the SC group were asked to put on the VR HMD, Xsens Awinda trackers and VR gloves and participants in the NSC group were asked to sit in front of the computer screen and wear the headphones for the sound. They were then briefed about the way they could interact with the application. Then, both groups viewed the application. The intervention lasted approximately 10 min for both groups. Participants completed the same post-intervention questionnaire immediately after viewing the application.



Measures

Two questionnaires were given to the participants in total, which were the same for both groups, NSC and SC.


Pre-questionnaire

The pre-questionnaire was given to the participant before their exposure to the virtual world. Using this questionnaire, we gathered demographic data such as age, gender, occupation, hours spent playing video games, experience in using VR environments and computer programming knowledge.

It also included the following two measures:


Interpersonal reactivity index (IRI)

Interpersonal reactivity index is a self-report tool that consists of four 7-item subscales answered on a 5-point Likert scale ranging from “Does not describe me well” to “Describes me very well” (Davis, 1983), used to measure individual differences in empathy. The four subscales are: (a) Perspective-Taking scale (PT): the ability to shift perspectives when dealing with other people. (b) Empathic Concern scale (EC): assessment of the degree to which the respondent experiences feelings of warmth, compassion and concern for the observed individual. (c) Personal Distress scale (PD): measures the individual’s own feelings of fear, apprehension and discomfort at witnessing the negative experiences of others.

It is important to note, that in the pre-questionnaire, the fantasy scale was not measured, as the participants would experience through an application the life of the drug user, not imagine it.



Attitudes toward drug users

This was a 6-item attitudes scale on a 5-point Likert scale (1 = Completely disagree, 5 = Completely agree). It was adapted from the questionnaire used by Batson et al. (1997) and Herrera et al. (2018) to address attitudes toward drug users. Sample questions include “Our society should do more to protect the welfare of drug users” and “For more drug users, it is their fault that they are drug users.” Two out of the six questions were reverse coded. Higher scores indicate more positive attitudes toward drug users. This questionnaire was given to the participants before and after their exposure, in order to see if their exposure to the application, can change their attitudes toward drug users.




Post-questionnaire

The questionnaire given to all participants, regardless of their group, after their exposure included questionnaires measuring their level of empathy and personal distress, the Inclusion of the Other in the Self scale, the same questions regarding their attitudes toward drug users as the pre-questionnaire. It also included questions regarding presence [Place Illusion (PI) and Plausibility of the situation (Psi)], Body Ownership and Agency (BOA).


Empathy

Participants were asked to rate the extent to which they felt soft hearted, touched, sympathetic, or compassionate throughout the intervention by using a 7-point Likert scale (1 = Not at All, 7 = Very much). The results of these four questions were used to create an index of empathic concern. This measure was adapted from Batson et al. (1997).



Personal distress

Participants were asked to rate the extent to which they felt uneasy, troubled, distressed, or disturbed throughout the intervention by using a 7-point Likert scale (1 = Not at All, 7 = Very much). The results of these four questions were used to create an index of personal distress. This measure was also adapted from Batson et al. (1997).



IOS

The Inclusion of Other in the Self (IOS) scale measured how close the participants felt to the drug user. Developed by Aron et al. (1992), this scale depicts seven drawings of increasingly overlapping circles, anchored by the first picture of two non-overlapping circles and the seventh picture of two almost completely overlapping circles. Participants had to choose the picture that best represented the extent to which he/she felt connected to the drug user. The pictures are coded from 1 to 7 with the larger numbers indicating a closer relationship with the drug user.



Place illusion (PI) and plausibility of the situation and the virtual people

Place illusion (PI) refers to the sense of “being there” in a virtual world (Slater, 2009). PI was measured using a 5-item questionnaire on a 5-point Likert scale (1 = Not at all, 5 = Very much). Sample questions include “I had a sense of “being there” in the virtual environments” and “During the time of the experience, which was strongest overall, your sense of being in virtual environments, or of being in the real world of the laboratory?”

The Plausibility of the situation (Psi) is the illusion that what is apparently happening is really happening (even though you know that it is not). In the questionnaires, Psi was divided into two aspects; the Psi, and plausibility of the virtual human characters, which is if the participants felt that the virtual people were behaving, moving, reacting as if they were real. They were measured using a 6-itemand 5-item questionnaires, respectively, on a 5-point Likert scale (1 = Not at all, 5 = Very much). Sample questions for the plausibility of situation include “How much did you behave within the scenes as if the situations were real?” and for the plausibility of the virtual people “How much were you thinking things like “I know these people are not real” but then surprisingly finding yourself behaving as if they were?”



Body ownership and agency

According to Tsakiris et al. (2006) body ownership refers to the sense that one’s own body is the source of sensations. Gallagher (2000) defined the sense of agency as “the sense that I am the one who is causing or generating an action.” They were measured using a 4-item questionnaire on a 5-point Likert scale (1 = Completely agree, 5 = Completely disagree). Sample questions include “During the experience I felt as though I had two bodies” and “During the experience I felt that the virtual body belonged to someone else.” The complete questionnaires of all measures can be found in Supplementary Table S2.






RESULTS

All results were obtained with using the SPSS Software v.24 by IBM. All datasets generated for this study are included in the Supplementary Data Sheet S1.

The means and standard deviations for the outcome variables; IRI, Inclusion of the Other in the Self (IOS), Empathy, Personal Distress, Pre-, and Post-Attitudes toward drug users by condition (NSC and SC) are summarized in Table 1.


TABLE 1. Means and standard deviations for all outcome variables for both groups.
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IRI

An independent-samples t-test was conducted to compare the level of empathy of the participants before their exposure in the two groups. Although the mean for the SC group is higher than the NSC group, there was not a statistically significant difference in the IRI scores for the NSC group (M = 71.1, SD = 11.02) and SC group (M = 77.4, SD = 11.08) conditions; t(38) = −1.802, p = 0.079.

Separately in the subscales, higher scores were shown was all three subscales of IRI for the SC group, but there was also no significant difference in participants’ trail-levels levels of empathy on any of the three subscales [empathetic concern (EC), perspective-taking (PT), and personal distress (PD)], of the IRI scales between the two conditions. More specifically, regarding the EC scale, for the NSC group (M = 26.20, SD = 5.22) and SC group (M = 28.45, SD = 4.61) conditions; t(38) = −1.443, p = 0.157. Next for the PT scale, for the NSC group (M = 25.90, SD = 4.59) and SC group (M = 27.20, SD = 3.95) conditions; t(38) = −0.959, p = 0.344. Finally for the PD scale, for the NSC group (M = 19.00, SD = 4.06) and SC group (M = 21.75, SD = 5.66) conditions; t(38) = −1.764, p = 0.086.

This suggests that the two conditions were balanced in terms of pre-intervention empathy and they were successfully randomly assigned into these two groups.

Gender differences were found in the SC group regarding IRI. More specifically, there was a significant difference between males (M = 71.11, SD = 11.12) and females (M = 82.54, SD = 8.34); t(18) = −2.627, p = 0.017. This suggests that females in the SC group had significantly higher levels of empathy than the males in the SC group before their exposure. More separately in the sub-scales, females only in the SC group had significantly higher levels of EC (M = 30.45, SD = 3.47) over the males (M = 26.00, SD = 4.82); t(18) = −2.401, p = 0.027 as well as levels of PD (M = 24.18, SD = 5.23) over the males (M = 18.77, SD = 4.89); t(18) = −2.365, p = 0.029. Females also had higher but not significantly different levels of PT (M = 27.90, SD = 3.70) over the males (M = 26.33, SD = 4.30); t(18) = −0.881, p = 0.390. This aligns with the findings of Davis (1980), where women displayed higher scores than men for each of the four subscales or IRI.

A Pearson product-moment correlation coefficient was computed to estimate the relationship between the IRI total score of the participants that was measured before their exposure and their attitudes toward drug users before and after their exposure. Results indicate significant positive correlation between these variables. More specifically, participants that reported more empathetic before their exposure also had more positive attitudes toward drug users after their exposure (positive medium correlation; r = 0.353, n = 40, p = 0.025) and before their exposure (positive strong correlation; r = 0.412, n = 40, p = 0.008). Separately in the two groups, this correlation was observed to a significant level only in the NSC group for their post-attitudes scores (r = 0.452, n = 20, p = 0.045) where a significant medium positive correlation was found.



Attitudes Toward Drug Users

Both groups showed a significant difference in their reported attitudes toward drug users before and after their exposure. There was a significant difference in the attitudes of the participants in the NSC group for their attitudes before their exposure (M = 20.3, SD = 3.79) and after (M = 21.45, SD = 3.83); t(19) = −2.529, p = 0.020. Similarly, there was a significant difference in the attitudes of the participants in the SC group for their attitudes before their exposure (M = 21.6, SD = 3.4) and after (M = 22.7, SD = 3.48); t(19) = −2.125, p = 0.047.

Gender differences were found in the NSC group regarding both pre-attitudes and post-attitudes. More specifically, there was a significant difference regarding the pre-attitudes of males (M = 18.75, SD = 3.57) and females (M = 22.62, SD = 2.92); t(18) = −2.546, p = 0.020. Also, there was a significant difference regarding the post-attitudes too, of males (M = 20.08, SD = 3.89) and females (M = 23.50, SD = 2.82); t(18) = −2.127, p = 0.047. Both these results suggest that females in the NSC group had more positive attitudes toward drug users both before and after their exposure than the males in the NSC group.

There was not a significant difference between the two groups in their post-attitudes, NSC (M = 21.45, SD = 3.83) and SC (M = 22.7, SD = 3.48) conditions; t(38) = −1.08, p = 0.287.



IOS

There was not a significant difference in the closeness of the participants toward the drug user between the two groups, NSC (M = 2.85, SD = 1.899) and SC (M = 3.75, SD = 1.552) conditions; t(38) = 0.084, p = 0.109. Regarding the SC group, IOS was positively significantly correlated to their reported levels of post-attitudes (r = 0.512, n = 20, p = 0.021) and their reported levels of empathy (Figure 4) (r = 0.686, n = 20, p = 0.001). Which means that participants in the SC group who reported being emotionally closer to the drug user, also reported more positive attitudes toward drug users after their exposure, and more empathetic.
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FIGURE 4. Strong correlation between closeness to the drug user and empathy in the SC group.


Regarding the NSC group, IOS was positively significantly correlated only to their reported levels of BoA (r = 0.508, n = 20, p = 0.022). Which means that participants in the NSC group who reported being emotionally closer to the drug user, also reported higher levels of BOA.



Empathy

Participants empathy was measured after their exposure. The overall reliability of the index was good, Cronbach’s alpha = 0.921. There was not a significant difference in the empathy levels between the two groups, NSC (M = 19.4, SD = 6.87) and SC (M = 19.6, SD = 5.68) conditions; t (38) = −0.100, p = 0.921.

Regarding the NSC group; empathy was positively significantly correlated to their reported levels of BoA (r = 0.475, n = 20, p = 0.034), their reported levels of PVP (r = 0.564, n = 20, p = 0.010) and finally their personal distress levels (r = 0.630, n = 20, p = 0.003). This means that the more empathetic they reported they felt after their exposure, the more distressed they were and reported higher levels of body ownership, agency and plausibility of the virtual people.



Personal Distress

Participants personal distress was measured after their exposure. The overall reliability of the index was good, Cronbach’s alpha = 0.889. There was not a significant difference in the personal distress levels between the two groups, NSC (M = 17.8 SD = 6.57) and SC (M = 19.55, SD = 6.19) conditions; t(38) = −0.866, p = 0.392.

Regarding the NSC group, personal distress was positively significantly correlated to their reported levels of PI (r = 0.457, n = 20, p = 0.043), their reported levels of PSI (r = 0.514, n = 20, p = 0.020) and their levels of PVP (r = 0.513, n = 20, p = 0.021). This means that the more distressed they felt, the higher the levels of PI, Psi, and the virtual people.



Factor Analysis

For the questionnaire data regarding the participants experience, factor analysis was carried out to reduce the number of questionnaire variables, which also has the advantage of transforming ordinal variables to continuous ones. Corresponding factor scores were used, and the interpretation of each factor was identified. Subsequent analysis on the derived variables was done using independent samples t-test.

Figure 5 shows the bar chart of the means and standard errors of the derived factor scores for all four variables Place Illusion (PI), Body Ownership and Agency (BOA), Plausibility of the situation (Psi), and Plausibility of the virtual people (PVP).
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FIGURE 5. Means and standard errors of the derived factor scores for all four variables PI, BOA, PSI, and PVP.



Place Illusion (PI)

Factor analysis in the questionnaire on the participants reported PI has resulted in a single factor. The factor loadings of the scoring variable PI are shown in Table 2. The factor is interpreted as “the illusion of being there.” There was a statistically significant difference between the two groups. Participants in the SC condition reported higher levels of presence (0.399 ± 0.169) compared to participants in the NSC condition (−0.399 ± 0.238). An independent samples t-test showed that the above differences are significant [t(38) = −2.728, p = 0.010].


TABLE 2. Factor analysis for Place Illusion, resulting in a single factor F1 and the corresponding scoring coefficients of the factor score yp1.
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Body Ownership and Agency (BOA)

Factor analysis in the questionnaire on the participants reported BOA has resulted in a single factor. The factor loadings of the scoring variable BOA are shown in Table 3. The factor is interpreted as “the sense that one’s own body is the source of sensations and the sense that I am the one who is causing or generating an action.” There was a statistically significant difference between the two groups. Participants in the SC condition reported higher levels of BOA (0.541 ± 0.147) compared to participants in the NSC condition (−0.541 ± 0.223). An independent samples t-test showed that the above differences are significant [t(38) = −4.047, p = 0.000].


TABLE 3. Factor analysis for Body Ownership and Agency, resulting in a single factor F1 and the corresponding scoring coefficients of the factor score yboa1.

[image: Table 3]


Plausibility of the Situation (Psi)

Factor analysis in the questionnaire on the participants reported Psi has resulted in a single factor. The factor loadings of the scoring variable PSI are shown in Table 4. The factor is interpreted as “the illusion that events are actually happening.” Participants in the SC condition rated their sensed illusion more positively (0.294 ± 0.194) compared to participants in the NSC condition (−0.294 ± 0.235). An independent samples t-test showed that the above differences are not significant [t(38) = −1.930, p = 0.061].


TABLE 4. Factor analysis for Plausibility of the situation, resulting in a single factor F1 and the corresponding scoring coefficients of the factor score ypsi1.
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Plausibility of the Virtual People (PVP)

Factor analysis in the questionnaire on the participants reported PVP has resulted in a single factor. The factor loadings of the scoring variable PVP are shown in Table 5. The factor is interpreted as the “behavioral, physiological, emotional, and thinking responses as if the people were real.” There was a statistically significant difference between the two groups. Participants in the SC condition reported higher levels of PVP (0.541 ± 0.147) compared to participants in the NSC condition (−0.541 ± 0.223). An independent samples t-test showed that the above differences are significant [t(38) = −4.047, p = 0.000].


TABLE 5. Factor analysis for Plausibility of the virtual people, resulting in a single factor F1 and the corresponding scoring coefficients of the factor score ypvp1.
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DISCUSSION

The aim of this study was to investigate the role of supported sensorimotor contingencies when attempting to promote empathy and positive attitudes toward drug users, by comparing a VR system that offered perception through sensorimotor contingencies (SC condition) and system that didn’t offer that (NSC condition), by showing the participants scenes from the life of a drug user.

Although the SC group had higher means in all the measures, as seen in Table 1, they were not significantly different to those of the NSC group. This aligns with the results of Herrera et al. (2018) that showed that the differences between mediated perspective-taking tasks, regardless of how immersive they are, were not significant in terms of IOS, empathy or personal distress. Both groups showed a significant difference in their reported attitudes toward drug users before and after their exposure which means that both interventions succeeded in eliciting more positive attitudes toward drug users to the participants. Participants in the VR group reported significantly higher levels of PI, BOA, and PVP but not the situation. The results could be explained by the fact that most of the participants (60%) had non or little experience with VR and maybe this new experience and technology distracted them from experiencing fully the scenario, resulting in similar levels of empathy and personal distress. The SC groups’ higher levels of empathy and body ownership could explain the correlation between their closeness to the drug user and empathy as well as their positive attitudes toward drug users. This is in line with the study by Maister et al. (2013) that showed the more intense the participants’ illusion of ownership over a dark-skinned rubber hand, the more positive their implicit racial attitudes. Additionally, the experience lasted approximately 6 min, and this perhaps was not enough time for the participants to truly experience what it is like to be a drug user.

Furthermore, this study aimed to show the participants, that in most cases, people end up doing drug use because of bad situations that are going through in life, and they find “relief” and an “escape” in drug use. Considering that, the scenes and scenario created, wanted to reflect the journey a person goes in, before drug use and after, and the consequences it has in his health, life, family and workspace. Future studies should focus more on the negative aspects that drug use has on drug users and their life. Future studies should also investigate the role of agency and interactivity plays in empathy and attitudes toward stigmatized people. Interactivity has been found to increase empathy (Vorderer et al., 2001), and it can be utilized in VR applications. As many companies are releasing VR headsets every year with way more features and needing less extra equipment to allow hands and even body tracking, it would be interesting to compare in future studies, the difference between low vs. high cost VR and tracking equipment in the supporting sensorimotor contingencies. Examples of that could include the comparison of motion tracking technologies like the more affordable Microsoft Kinect and a more expensive specialized motion tracking suit like the one used by the participants of the SC group in the current study, or even different cost HMD’s which offer less or more tracking possibilities.

The findings of this study provide more evidence that show that VRPT, can be used for to induce empathy and prosocial behavior of the participants toward members of stigmatized groups. Further research is needed to investigate how perception through sensorimotor contingencies can be exploited to the fullest to be used as an effective method to induce empathy and change attitudes toward stigmatized by society people.



DATA AVAILABILITY STATEMENT

All datasets generated for this study are included in the article/Supplementary Material.



ETHICS STATEMENT

The study has been approved by the Research’s Ethics and Deontology Committee of the Cyprus University of Technology. The participants provided their written informed consent to participate in this study. Written informed consent was obtained from the individual(s), and minor(s)’ legal guardian/next of kin, for the publication of any potentially identifiable images or data included in this manuscript.



AUTHOR CONTRIBUTIONS

MC made substantial contribution in the conception and design of the study, development of the VR application, data collection, analysis and interpretation of the data, and drafting the article. DM-G contributed in the design and conception of the study, interpretation of the data, revising critically the manuscript, and supervised and coordinated all the steps of the study. CK contributed partially in the development of the VR application and substantially in data analysis.



FUNDING

This research has received funding from the European Union’s Horizon 2020 Research and Innovation Programme under Grant Agreement No. 739578 (RISE – Call: H2020-WIDESPREAD-01-2016-2017-TeamingPhase2) and the Government of the Republic of Cyprus through the Directorate General for European Programmes, Coordination and Development.



ACKNOWLEDGMENTS

We would like to thank Dr. Domna Banakou for the discussion and exchanging ideas on the experimental design and methods.



SUPPLEMENTARY MATERIAL

The Supplementary Material for this article can be found online at: https://www.frontiersin.org/articles/10.3389/fpsyg.2020.01242/full#supplementary-material

TABLE S1 | Additional views from the various scenes.

TABLE S2 | Participant’s demographic data and questionnaires.

DATA SHEET S1 | All datasets generated for this study.

VIDEO S1 | A video illustrating the application.



REFERENCES

Ahn, S. J., Le, A. M. T., and Bailenson, J. (2013). The effect of embodied experiences on self-other merging, attitude, and helping behavior. Media Psychol. 16, 7–38. doi: 10.1080/15213269.2012.755877

Aron, A., Aron, E. N., and Smollan, D. (1992). Inclusion of other in the self scale and the structure of interpersonal closeness. J. Pers. Soc. Psychol. 63:596. doi: 10.1037/0022-3514.63.4.596

Ash, E. (2016). Priming or proteus effect? Examining the effects of avatar race on in-game behavior and post-play aggressive cognition and affect in video games. Games Cult. 11, 422–440. doi: 10.1177/1555412014568870

Banakou, D., Hanumanthu, P. D., and Slater, M. (2016). Virtual embodiment of white people in a black virtual body leads to a sustained reduction in their implicit racial bias. Front. Hum. Neurosci. 10:601.

Batson, C. D., Early, S., and Salvarani, G. (1997). Perspective taking: imagining how another feels versus imaging how you would feel. Pers. Soc. Psychol. Bull. 23, 751–758. doi: 10.1177/0146167297237008

Batson, C. D., Lishner, D. A., Carpenter, A., Dulin, L., Harjusola-Webb, S., Stocks, E. L., et al. (2003). As you would have them do unto you”: does imagining yourself in the other’s place stimulate moral action? Pers. Soc. Psychol. Bull. 29, 1190–1201. doi: 10.1177/0146167203254600

Behm-Morawitz, E., Pennell, H., and Speno, A. G. (2016). The effects of virtual racial embodiment in a gaming app on reducing prejudice. Commun. Monogr. 83, 396–418. doi: 10.1080/03637751.2015.1128556

Bertrand, P., Guegan, J., Robieux, L., McCall, C. A., and Zenasni, F. (2018). Learning empathy through virtual reality: multiple strategies for training empathy-related abilities using body ownership illusions in embodied virtual reality. Front. Robot. AI 5:26. doi: 10.3389/frobt.2018.00026

Chowdhury, T. I., Ferdous, S. M. S., and Quarles, J. (2019). VR disability simulation reduces implicit bias towards persons with disabilities. IEEE Trans. Vis. Comput. Graph. doi: 10.1109/TVCG.2019.2958332 [Epub ahead of print].

Christofi, M., and Michael-Grigoriou, D. (2017). “Virtual reality for inducing empathy and reducing prejudice towards stigmatized groups: a survey,” in Proceedings of the 2017 23rd International Conference on Virtual System & Multimedia (VSMM), (Piscataway, NJ: IEEE), 1–8. doi: 10.1109/VSMM.2017.8346252

Christofi, M., Baka, E., Stavroulia, K. E., Michael-Grigoriou, D., Lanitis, A., and Magnenat-Thalmann, N. (2018). “Studying levels of presence in a virtual environment simulating drug use in schools: effect on different character perspectives,” in Proceedings of the ICAT-EGVE 2018 - International Conference on Artificial Reality and Telexistence and Eurographics Symposium on Virtual Environments, (Geneve: The Eurographics Association), 163–170. doi: 10.2312/egve.20181329

Davis, M. H. (1980). Individual differences in empathy: a multidimensional approach. Dissert. Abstr. Int. 40:3480.

Davis, M. H. (1983). Measuring individual differences in empathy: evidence for a multidimensional approach. J. Pers. Soc. Psychol. 44:113. doi: 10.1037/0022-3514.44.1.113

Farmer, H., Tajadura-Jiménez, A., and Tsakiris, M. (2012). Beyond the colour of my skin: how skin colour affects the sense of body-ownership. Conscious Cogn. 21, 1242–1256. doi: 10.1016/j.concog.2012.04.011

Galinsky, A. D., Maddux, W. W., Gilin, D., and White, J. B. (2008). Why it pays to get inside the head of your opponent. Psychol. Sci. 19, 378–384. doi: 10.1111/j.1467-9280.2008.02096.x

Gallagher, S. (2000). Philosophical conceptions of the self: implications for cognitive science. Trends Cogn. Sci. 4, 14–21. doi: 10.1016/S1364-6613(99)01417-5

Goffman, E. (2009). Stigma: Notes on the Management of Spoiled Identity. New York, NY: Simon and Schuster.

Groom, V., Bailenson, J. N., and Nass, C. (2009). The influence of racial embodiment on racial bias in immersive virtual environments. Soc. Influence 4, 231–248. doi: 10.1080/15534510802643750

Hamilton-Giachritsis, C., Banakou, D., Quiroga, M. G., Giachritsis, C., and Slater, M. (2018). Reducing risk and improving maternal perspective-taking and empathy using virtual embodiment. Sci. Rep. 8, 1–10. doi: 10.1038/s41598-018-21036-2

Harris, L. T., and Fiske, S. T. (2006). Dehumanizing the lowest of the low: neuroimaging responses to extreme out-groups. Psychol. Sci. 17, 847–853. doi: 10.1111/j.1467-9280.2006.01793.x

Hasler, B. S., Spanlang, B., and Slater, M. (2017). Virtual race transformation reverses racial in-group bias. PLoS One 12:e0174965. doi: 10.1371/journal.pone.0174965

Herrera, F., Bailenson, J., Weisz, E., Ogle, E., and Zaki, J. (2018). Building long-term empathy: a large-scale comparison of traditional and virtual reality perspective-taking. PLoS One 13:e0204494. doi: 10.1371/journal.pone.0204494

Khantzian, E. J. (1997). The self-medication hypothesis of substance use disorders: a reconsideration and recent applications. Harv. Rev. Psychiatry 4, 231–244. doi: 10.3109/10673229709030550

Khantzian, E. J. (2003). The self-medication hypothesis revisited: the dually diagnosed patient. Prim. Psychiatry 10, 47–54.

Lamm, C., Batson, C. D., and Decety, J. (2007). The neural substrate of human empathy: effects of perspective-taking and cognitive appraisal. J. Cogn. Neurosci. 19, 42–58. doi: 10.1162/jocn.2007.19.1.42

Maister, L., Sebanz, N., Knoblich, G., and Tsakiris, M. (2013). Experiencing ownership over a dark-skinned body reduces implicit racial bias. Cognition 128, 170–178. doi: 10.1016/j.cognition.2013.04.002

Myers, D. G. (2010). Psychology, 9th Edn. New York, NY: Worth.

Peck, T. C., Seinfeld, S., Aglioti, S. M., and Slater, M. (2013). Putting yourself in the skin of a black avatar reduces implicit racial bias. Conscious Cogn. 22, 779–787. doi: 10.1016/j.concog.2013.04.016

Penn, D. L., Ivory, J. D., and Judge, A. (2010). The virtual doppelganger: effects of a virtual reality simulator on perceptions of schizophrenia. J. Nerv. Ment. Dis. 198, 437–443. doi: 10.1097/NMD.0b013e3181e07d66

Perdue, C. W., and Gurtman, M. B. (1990). Evidence for the automaticity of ageism. J. Exp. Soc. Psychol. 26, 199–216. doi: 10.1016/0022-1031(90)90035-K

Ross, L. (1977). “The intuitive psychologist and his shortcomings: distortions in the attribution process,” in Advances in Experimental Social Psychology, Vol. 10, ed. M. P. Zanna, (Cambridge, MA: Academic Press), 173–220. doi: 10.1016/S0065-2601(08)60357-3

Schutte, N. S., and Stilinović, E. J. (2017). Facilitating empathy through virtual reality. Motiv. Emot. 41, 708–712. doi: 10.3389/fpsyg.2019.01521

Seinfeld, S., Arroyo-Palacios, J., Iruretagoyena, G., Hortensius, R., Zapata, L. E., Borland, D., et al. (2018). Offenders become the victim in virtual reality: impact of changing perspective in domestic violence. Sci. Rep. 8:2692. doi: 10.1038/s41598-018-19987-7

Shechtman, Z., and Tanus, H. (2006). Counseling groups for Arab adolescents in an intergroup conflict in Israel: report of an outcome study. Peace Conflict 12, 119–137. doi: 10.1207/s15327949pac1202_2

Sidanius, J., and Pratto, F. (2001). Social Dominance: An Intergroup Theory of Social Hierarchy and Oppression. Cambridge: Cambridge University Press, doi: 10.1017/CBO9781139175043

Slater, M. (2009). Place illusion and plausibility can lead to realistic behaviour in immersive virtual environments. Philos. Trans. R. Soc. B 364, 3549–3557. doi: 10.1098/rstb.2009.0138

Slater, M., and Sanchez-Vives, M. V. (2016). Enhancing our lives with immersive virtual reality. Front. Robot. AI 3:74. doi: 10.3389/frobt.2016.00074

Stavroulia, K. E., Baka, E., Christofi, M., Michael-Grigoriou, D., Magnenat-Thalmann, N., and Lanitis, A. (2018). “A virtual reality environment simulating drug use in schools: effect on emotions and mood states,” in Proceedings of the International Conference on Information, Communication Technologies in Education, ICICTE 2018, Chania,

Stavroulia, K. E., Christofi, M., Baka, E., Michael-Grigoriou, D., Magnenat-Thalmann, N., and Lanitis, A. (2019). Assessing the emotional impact of virtual reality-based teacher training. Int. J. Inform. Learn. Technol. 36, 192–217. doi: 10.1108/IJILT-11-2018-0127

Tomasello, M. (2009). The Cultural Origins of Human Cognition. Cambridge, MA: Harvard university press.

Tsakiris, M., Prabhu, G., and Haggard, P. (2006). Having a body versus moving your body: how agency structures body-ownership. Conscious Cogn. 15, 423–432. doi: 10.1016/j.concog.2005.09.004

van Loon, A., Bailenson, J., Zaki, J., Bostick, J., and Willer, R. (2018). Virtual reality perspective-taking increases cognitive empathy for specific others. PLoS One 13:e0202442. doi: 10.1371/journal.pone.0202442

Vorderer, P., Knobloch, S., and Schramm, H. (2001). Does entertainment suffer from interactivity? The impact of watching an interactive TV movie on viewers’ experience of entertainment. Media Psychol. 3, 343–363. doi: 10.1207/S1532785XMEP0304_03

Yee, N., and Bailenson, J. (2007). The Proteus effect: the effect of transformed self-representation on behavior. Hum. Commun. Res. 33, 271–290. doi: 10.1111/j.1468-2958.2007.00299.x

Yee, N., Bailenson, J. N., and Ducheneaut, N. (2009). The Proteus effect: implications of transformed digital self-representation on online and offline behavior. Commun. Res. 36, 285–312. doi: 10.1177/0093650208330254

Zaki, J., and Ochsner, K. N. (2012). The neuroscience of empathy: progress, pitfalls and promise. Nat. Neurosci. 15:675. doi: 10.1038/nn.3085


Conflict of Interest: The authors declare that the research was conducted in the absence of any commercial or financial relationships that could be construed as a potential conflict of interest.

Copyright © 2020 Christofi, Michael-Grigoriou and Kyrlitsias. This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY). The use, distribution or reproduction in other forums is permitted, provided the original author(s) and the copyright owner(s) are credited and that the original publication in this journal is cited, in accordance with accepted academic practice. No use, distribution or reproduction is permitted which does not comply with these terms.


OPS/images/fpsyg-11-01242-g001.jpg





OPS/images/cross.jpg
3,

i





OPS/xhtml/Nav.xhtml




Contents





		Cover



		A Virtual Reality Simulation of Drug Users’ Everyday Life: The Effect of Supported Sensorimotor Contingencies on Empathy



		INTRODUCTION



		MATERIALS AND METHODS



		Application



		Scenes







		Participants



		Experimental Design



		SC Condition



		NSC Condition







		Materials and Technical Setup



		Procedure



		Measures



		Pre-questionnaire



		Interpersonal reactivity index (IRI)



		Attitudes toward drug users







		Post-questionnaire



		Empathy



		Personal distress



		IOS



		Place illusion (PI) and plausibility of the situation and the virtual people



		Body ownership and agency















		RESULTS



		IRI



		Attitudes Toward Drug Users



		IOS



		Empathy



		Personal Distress



		Factor Analysis



		Place Illusion (PI)



		Body Ownership and Agency (BOA)



		Plausibility of the Situation (Psi)



		Plausibility of the Virtual People (PVP)











		DISCUSSION



		DATA AVAILABILITY STATEMENT



		ETHICS STATEMENT



		AUTHOR CONTRIBUTIONS



		FUNDING



		ACKNOWLEDGMENTS



		SUPPLEMENTARY MATERIAL



		REFERENCES

















OPS/images/fpsyg-11-01242-t001.jpg
Measures Condition
NSC SC

Mean SD Mean SD
IR L1 11.02 77.4 11.08
108 2.85 1.89 3.75 1.65
Empathetic concern 19.4 6.87 18.6 5.68
Personal distress 17.8 6.57 19.55 6.19
Pre-attitudes 20.3 3.78 21.6 3.4
Post-attitudes 21.45 3.83 22.7 3.48

SD, Standard deviation.





OPS/images/cover.jpg
frontiers
in Psychology

A Virtual Reality Simulation
of Drug Users’ Everyday Life:
The Effect of Supported
Sensorimotor Contingencies on
Empathy





OPS/images/fpsyg-11-01242-t002.jpg
Variable

There

Real
Visited

Lab
Overwhelm

Factor loadings

F1

0.886
0.808
0.787
0.815
0.854

Scoring coefficients

ypi

0.257
0.234
0.228
0.236
0.247







OPS/images/fpsyg-11-01242-t005.jpg
Variable Factor loadings Scoring coefficients

F1 ypvp1i
Mybody 0.924 0.393
Twobodies 0.426 0.181
Agency 0.892 0.379

Otherbody —-0.721 —0.307








OPS/images/fpsyg-11-01242-t003.jpg
Variable

Mybody
Twobodies
Agency
Otherbody

Factor loadings

F1

0.924

0.426

0.892
—-0.721

Scoring coefficients

yboa1

0.393

0.181

0.379
—0.307






OPS/images/fpsyg-11-01242-t004.jpg
Variable

Behavereal
Emotionreal
Thoughtsreal
Behaveasifreal
Physicalreal
Experiencereal

Factor loadings

F1

0.911
0.881
0.823
0.821
0.807
0.833

Scoring coefficients

ypsii

0.196
0.213
0.199
0.199
0.196
0.202





OPS/images/logo.jpg
’ frontiers
in Psychology





OPS/images/fpsyg-11-01242-g002.jpg





OPS/images/fpsyg-11-01242-g003.jpg





OPS/images/fpsyg-11-01242-g004.jpg
Inclusion of the Other in the Self

SC group

6 ® ®

R?Linear = 0.470

5.00 10.00 15.00 20.00 25.00 30.00

Empathy





OPS/images/fpsyg-11-01242-g005.jpg
1.0

I nsc

Error bars: +/- 1 SE
-1.0 | | | |
PI BOA PSI PVP
Place lllusion Body Ownership Plausibility of Plausibility of the
and Agency the Situation Virtual People






