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I am a Volleyball Tossed by My Hands
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Abstract: In designing a virtual reality system, it remains challenging for subjects to construct a strong
belief that an avatar in third person perspective is their own body. This paper proposes a novel approach
to induce an out-of-body experience where the strong sense of corporeal self in first person perspective is
transcribed into the avatar through virtually physical interaction.
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0 1 Principle of 2nd-person perspective full-body illusion
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0 2 Interaction view in the ”I am a volleyball tossed from my hands”
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P(ball) = a(P(hand) — P(head)) + P(head)
R(ball) = LookRotation(P(head), P(ball))
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0 8 View from the avatar.
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