2020 2023

Elucidation of the influence of body appearance in the integration of vision and
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In this study, we report for the first time that the anthropomorphism of
avatars in virtual reality (VR) affects the threshold for detecting the misalignment of visual and
proprioceptive senses, and explore the mechanism by which body appearance changes the multisensory
integration of vision and proprioception. Utilizing the obtained knowledge, we proposed a method
that places multiple hand avatars with different characteristics in a virtual environment and
switches between them with the gaze, as a method that enables intuitive and accurate object
manipulation in VR, taking multisensory integration into consideration. The effectiveness of the
proposed method is demonstrated by suggesting that efficiency and accuracy of object manipulation
can be improved by using different hand avatars with different sizes, appearances, movement gains,
etc. depending on the work area.
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