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In this study, we organized the factors that provide VR-specific
environmental context as (1) virtual environment, (2) other avatar, and (3) self-avatar, and
examined the effects of each on memory. Specifically, we investigated the reinstatement effect, in
which recall is enhanced under the same environmental context as at the time of memorization, and
the multiple context effect, in which retention performance is improved by memorization under a
variety of environmental contexts, as representative effects caused by the environmental
context-dependence of memory in the VR experience. We then summarized the design method of the
environmental context for memory support methods that take advantage of the characteristics of each
factor and points to note when utilizing them, and proposed multiple memory support methods and
demonstrated their effectiveness.
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