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Brain Mechanisms about cognition a virtual avatar when we shake hands with the
virtual avatar ; a preliminary study <
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Abstract ~ It provides a three—dimensional virtual experience consisting of information presented to
and perceived by the senses of the user, Recently, the advent of a virtual avatar, which mimics the
appearance and behavior of humans, enable that the virtual reality (VR) can provide not only a
virtual space but also a virtual society to be interact with a virtual avatar which represents
humans, But, it is impossible that the user directly interacts with the VE in previous studies,
though direct interactions occur in real social relationship, Therefore, In this study, we know that
the cognition about a avatar when the user directly interacts with the virtual avatar in the VE, In
order to investigate this purpose, we performed a fMRI study using VE that a avatar accept or
reject the user's offer when the user offer his (or her) hand to a avatar, In result of questionnaire
about the user's feeling by avatar's action, the user feels about avatar's acceptance action that the
avatar acts positively and suitably, In contrast the user feels about avatar's rejective action that the
avatar acts negatively and disapprovingly, In result of fMRI analysis, the primary visual area, the
visual association area, the SMA, the premotor area, the cerebellum and etc, activate in common
with the other avatar's acceptance action and rejective action, The results show that the subject
recognizes not only avatars as social objects but also avatar's action as socially meaningful action,
In other words, it is possible to transfer social context and emotion through avatar's action,
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