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23 HBROERM
(1) Imagine-self perspective

: Imagining how one would think and feel in another’s situation
or “shoes.”

(2) Imagine-other perspective

: Imagining how another person thinks or feels given his/her
situation.

(3) Emotion matching

. Feeling as another person feels.
(4) Empathic concern

: Feeling for another person who is in need.
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# 3 T4 T REEO—IZBITS
T AR D IR

1pp 3pp
Imagine-self perspective 3.33%=1.03 2.40+t1.44
Imagine-other perspective | 4.50%0.55 3.40%=1.34
Emotion matching 417117 2.40*£1.52
Empathic concern 3.50*£1.22 3.60*+1.14

F 4 I Z T A EROELEK L S — LA TDOZ
NOFEDFEART-L) « fEHFEZ AT

il

#£ 4 PEREARILRE L S — AT

PERE 7=
Imagine-self perspective 2.50*1.06 3.75%+1.21
Imagine-other perspective | 3.84£1.15 3.02+0.81
Emotion matching 2.34+1.17 3.32+0.93
Empathic concern 2.34£0.92 3.41%0.90

1pp 3pp
Imagine-self perspective 3.71+1.44 3.80+1.04
Imagine-other perspective | 3.17£1.00 2.85+0.58
Emotion matching 3.67£1.09 2.90%0.52
Empathic concern 3.38£1.05 3.45%0.82

F2, HICFNEFNRIST 47 « 2 HT 4 T RIEIED
=BT D RO EK B DOREA ) SRR R S R R T

# 2 ROTATREHEOY— BT D
AR B S

1pp 3pp
Imagine-self perspective 3.50+1.64 3.30+1.48
Imagine-other perspective | 4.17+0.75 3.00=1.41
Emotion matching 3.33£1.63 2.60+1.52
Empathic concern 4.00+2.67 3.00=1.00
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