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This study examined whether an augmented reality virtual partner facilitates

behavioral change in jogging. We found that the experience of jogging while seeing a virtual
partner tended to increase motivation in the same way as when running with an actual human. The fact
that the same motivational effect can be expected even when the visibility is reduced to a
point-light (white balls representing only the movement of major joints) or limb-only avatar
(transparent representation of parts other than limbs) is considered an essential condition for
avatar design for activities involving outdoor movement that require attention to one"s surroundings
to ensure safety. This is considered to be an essential condition for avatar design for activities
involving outdoor movement that require attention to surroundings for safety. On the other hand, the
avatar did not get as close to the partner®s cadence (pitch) as in the case of human runners.
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