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“Convenient” Self Revealed through Virtual Reality
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Abstract gustatory display based on edible marker and
Recent developments and popularization of cross-modal interaction. In Proceedings of the SIGCHI
. . ) conference on human factors in computing systems (pp.
virtual reality (VR) reveals hidden human nature. 93-102). ACM.

For example, the players can feel the sound of a [3] Kilteni, K., Bergstrom, 1., & Slater, M. (2013).
Drumming in immersive virtual reality: the body shapes
the way we play. IEEE transactions on visualization
girl's character approaches in VR [1]. Change in and computer graphics, 19(4), 597-605.

the appearance and scent with VR leads to

breath that is not actually presented when the

change in percieved taste [2]. The characteristics
of the avatar in VR changes our behavior [3]. In
VR, inconsistent sensory stimuli are integrated as
an understandable experience. Moreover how we
percieve, think and act are affected by the
charecteristics of the virtual body. I would like to
introduce the examples of excessive '"sense
making" in VR, and discuss how we understand
its mechanism.
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