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Figure 1: This figure shows the virtual body-swapping process used in our study. The orange color indicates which avatar is
currently controlled by the participants.

ABSTRACT
Virtual reality (VR) offers various opportunities for innovative ther-
apeutic approaches, especially regarding self-related mind-body
interventions. We introduce a VR body swap system enabling mul-
tiple users to swap their perspectives and appearances and evaluate
its effects on virtual sense of embodiment (SoE) and perception-
and cognition-based self-related processes. In a self-compassion-
framed scenario, twenty participants embodied their personalized,
photorealistic avatar, swapped bodies with an unfamiliar peer, and
reported their SoE, interoceptive awareness (perception), and self-
compassion (cognition). Participants’ experiences differed between
bottom-up and top-down processes. Regarding SoE, their agency
and self-location shifted to the swap avatar, while their top-down
self-identification remained with their personalized avatar. Further,
the experience positively affected interoceptive awareness but not
self-compassion. Our outcomes offer novel insights into the SoE in
a multiple-embodiment scenario and highlight the need to differen-
tiate between the different processes in intervention design. They
raise concerns and requirements for future research on avatar-based
mind-body interventions.
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1 INTRODUCTION
Virtual reality (VR) and avatars find increasing use in psychother-
apeutic practices. VR systems offer diverse opportunities, encom-
passing presence in a virtual environment and facilitating diverse
perspectives and the potential for embodying differently appear-
ing virtual bodies. The exposure to such virtual bodies, avatars,
can elicit a sense of embodiment (SoE) toward them, a feeling of
incarnating it in the virtual environment [42]. Current studies on
avatar-based SoE mainly involve users embodying a single avatar
with a specific appearance. These studies investigate how the em-
bodiment of and control over different-looking avatars affects the
users’ SoE [81], their relationship to their physical body [22, 53, 83],
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or other therapy-related outcomes [15, 27]. What unifies most of
these studies is that they confront the user with a single avatar that
either looks like themselves, is slightly altered, or differs signifi-
cantly from the user’s appearance. What has been explored less so
far is what happens when users embody multiple avatars, either
successively [27] or simultaneously [36], and how such a body swap
affects self-perception in mind-body interventions.

Perspective shifts are frequently used in therapeutic scenarios
[9, 35]. Patients create distance to themselves [43] by imaginary
taking on a different perspective or taking different perspectives on
a scene by role-playing with others. We present a VR system that al-
lows body swapping in real-time. Users exchange their avatars and
perspectives with other users by a handshake. The exchange part-
ners can be in the same physical space or interact with each other
remotely. In an evaluation study with personalized photorealistic
avatars and a self-compassion meditation task, we investigate the
following: (1) Does body swapping per se, and (2) does the visibility
of the swap avatar affect the SoE towards one’s personalized avatar
and the swap avatar, interoceptive awareness, and self-compassion.
We further qualitatively elaborated on the user experience during
the body-swapping process.

Our contribution is twofold. We present a distributed body swap
system allowing for real-time perspective switches. Additionally,
we contribute new insights into the SoE toward personalized and
generic avatars during a self-compassion-oriented body swap sce-
nario and put them in the context of body perception. Virtual body
swap experiences can be an innovative milestone for all interven-
tions that work with perspective change. Therefore, we contribute
groundbreaking results for such systems’ effects and future design.

2 RELATEDWORK
Increasing numbers of mental disorders, including those arising
during and after the COVID-19 pandemic [16, 46], reinforce the de-
mand for a range of intervention options beyond substance-oriented
therapy. So-called mind-body interventions, in particular, are in-
creasingly the focus of attention in treating mental disorders [73].
Mind-body interventions, also referred to as mind-body therapy,
mindfulness-based therapy, or meditation-based interventions, are
a broad field of therapy forms under the guise of connecting mind
and body, creating conscious self-awareness, and increasing mind-
fulness [34, 77].

While mind-body interventions have not always been part of
conventional medicine, in recent decades, more and more evidence
of their efficacy in the treatment of mental disorders has emerged,
making them an increasing part of the therapeutic landscape along-
side traditional psychotherapy and drug-oriented medicine [77].
While some are rooted in ancient practices, mostmodernmind-body
interventions are based on the philosophical approach of the theory
of embodied cognition. Similar to approaches like somaesthetics
by Shusterman [65] and somaesthetic design, which combines em-
bodied cognition with aesthetics, they take a holistic approach to
the design and structure of therapeutic exercises. They treat the
body, the soma, both as a means of expression and as the basis of all
perceptions and thoughts. Grounded in the relationship between
mind, body, and behavior, these interventions aim to strengthen the
positive effects between those [77]. While the specific methods are

diverse, mind-body interventions usually include a combination of
conscious physical movement exercises, mindfulness or meditation
practices, and body-based attention exercises, including breathing
techniques.

2.1 Mind- and Body-Oriented Self-Related
Processes

How mind-body interventions affect therapeutical outcomes can
be explained by self-related processes [12]. These processes can
be roughly classified into three categories: pre-reflective embod-
ied, cognitive-conceptual, and processes supporting self-regulation
by combining perceptive and cognitive processing characteristics.
Britton et al. [12] assign the self-related processes to a continuum
between a more embodied “self as subject” and a more conceptual
“self as object”. The more body-oriented processes, including in-
teroception, sense of agency, sense of body ownership, sense of
boundaries, and perspectival self (or self-location), occur here un-
der the umbrella of embodiment and align with the self as subject.
The more cognitive or mind-related processes, including narrative
self, self-criticism, self-compassion, self-evaluation, self-esteem,
and rumination, occur under the conceptual self or self as object.

It is important to emphasize that framing embodiment as pre-
dominantly perceptual is not necessarily exhaustive. Embodiment,
too, has been described as a dual experience of perceiving and be-
ing perceived, both as something that we are (being a body, the
body as subject, similar to the self as subject) and that we own
(having a body, the body as object, similar to the self as object) [41].
This understanding of embodiment aligns more with an alterna-
tive, body-centric description of the overall self-related processes.
However, in this work, we adopt the definition of Britton et al. [12]
to delineate different internal processes.

Mind-body interventions can positively modify a range of self-
related processes and, in turn, affect their interrelation. How these
self-related processes mediate between the respective intervention
method and its therapeutic goal has yet to be thoroughly inves-
tigated. For some cognition-related processes, relationships have
already been identified. Notably, reducing rumination is associated
with improved outcomes for mental health. Other processes, such
as self-compassion, have been indicated to have a positive rela-
tionship with well-being [12]. Concerning the more body-related
processes, the available data is thinner.

However, while they do not necessarily explain the mediative
role of embodied self-related processes, some studies highlight the
effects of mind-body interventions on them. For example, Dambrun
et al. [18] found an effect of mindfulness meditation practice on the
sense of self-location. Hanley et al. [39] found a decreasing effect
of meditation exercises on perceived body boundaries.

2.2 Taking Perspectives on the Self
One method to investigate the possible effects of embodied self-
related processing on further outcomes is to transfer the experience
to VR. VR allows us to experience the body in a newway by changes
in appearance, body shape, and movement of an embodied avatar,
changes in the perspective on the supposedly “own” avatar, and
so on. Hence, various possibilities exist to impact body-related,
perceptual self-related processes in VR.
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Beyond VR-based meditation applications without visual body
representations [24], the embodiment of virtual bodies, so-called
avatars, as a possibility for self-reflection has been repeatedly pro-
posed in recent years [17, 25, 58]. This includes exploring perspec-
tive changes or out-of-body simulations in VR, transitioning from a
first-person perspective (1pp) of oneself to a third-person perspec-
tive (3pp) or another virtual character. For instance, Osimo et al.
[58] and Slater et al. [66] investigated virtual self-counseling. Sub-
jects switched perspectives between their virtual selves, an avatar
designed to resemble them, and a virtual representation of Sigmund
Freud. This body swap increased the perceived support of the con-
versation compared to swapping between two self-avatars or even a
pre-scripted conversation with Sigmund Freud. The authors explain
this effect by the distance gained by switching to the Freud avatar.
However, they did not investigate whether a perceptual distance to
self-perception had actually arisen, for example, through a change
in self-location or interoception.

Falconer et al. [27] provide another example of virtual perspec-
tive in self-related processing. In a self-compassion exercise with
depression patients, they investigated the effect of transitioning
from an adult to a child avatar. Subjects reported increased self-
compassion, reduced self-criticism, and reduced depression symp-
toms. However, no comparison was made to a condition without
body swapping or between different embodiment conditions. In
an augmented reality self-compassion exercise, Cebolla et al. [15]
showed that shifting perspective to another person, gaining an
outside view of one’s body during a self-compassion meditation, af-
fected subjects’ interoception, self-compassion, and overall mindful-
ness, comparable to the results of a meditative imagination exercise.
Finally, Landau [44] presented a method for virtual self-encounter
and embodiment of another person via 360° videos. Based on a con-
ference demonstration, they reported some positive effects, mean-
ingful moments, and altered body perception.

As an interim conclusion, these first studies show the potential
of body swapping for therapeutical aims. Past research has shown
that the embodiment of an avatar can affect the user’s experience
and behavior. To fully understand how body swapping and the
sequential embodiment of multiple avatars in VR contribute to the
future of mind-body interventions, it is crucial to investigate the
effects on therapy-relevant variables. However, measuring these tar-
get variables covers only part of the possible effects of a body swap
scenario. Examining moderating variables is necessary to pinpoint
what mechanisms might lie behind them. Following approaches
to systematically investigate the relationship between specific VR-
related behavior mechanisms and therapy-relevant measures [82],
our work aims at two sets of variables.We investigate the effects of a
body-swap scenario on self-related processes mediating mind-body
interventions, both on a perceptual (e.g., interoception) and a cog-
nitive layer (e.g., self-compassion). Additionally, we target gaining
new insights into how users perceive the two sequentially embod-
ied avatars, highlighting effects on the SoE. Finally, we combine
these two sets of variables and examine how they are related.

2.3 Embodied Self-Related Processes in Virtual
Body Swapping

2.3.1 Sense of Virtual Embodiment. The SoE can be deduced from
embodied self-related processes and transfers them to the process-
ing of avatars. SoE, too, differentiates between body ownership
(sense of virtual body ownership, VBO), agency (sense of agency
over the avatar), and perspectival self (sense of self-location in
the avatar) [42]. Moreover, the SoE is often extended by further
perceptual components, including self-attribution (the extent to
which one finds oneself reflected in the avatar), change (the extent
to which one feels that the avatar has an impact on the self), or
self-similarity (the extent of similarity perceived between oneself
and the avatar).

Various studies have investigated which factors enhance or re-
duce SoE [52, 81]. For example, the VBO is affected by the similarity
between avatar and user, the degree of realism, and especially by
personalization [62, 81]. Conversely, the sense of agency is influ-
enced by the accuracy with which the avatar follows the user’s
movements or by the time spent in VR [52]. Regarding the per-
spective on the avatar, a 1pp seems to be more critical than a 3pp
[20]. Prolonged mirror exposure does not consistently increase
SoE [52]. Yet, confronting users with their mirror image during
body movements is a common method to accustom them to their
virtual appearance [68]. Considering a body swap’s potential to
stimulate higher-level self-related processes, it is reasonable to con-
sider such events’ influence on the perceptual level of self- and
avatar-processing.

In the body-swapping studies cited above, the focus concerning
the SoE was predominantly on the acutely controlled avatar. Studies
examined whether participants experience a SoE toward a virtual
Freud [58, 66], a virtual “inner child” [27], or the experimenter [15].
However, the avatar, which participants embody first, is introduced
by appearance or framing as the current “self-avatar”. It is, thus, the-
matically closer to the participants. Hence, it is crucial to consider
how the relationship to this self-avatar changes through the body
swap and how it potentially affects other self-related processes.

The impact of embodiment or exposure to two avatars simultane-
ously or in short successive intervals is part of the current research
on SoE. For example, Guterstam et al. [36] reported a “dual full-
body ownership illusion” and a “dual self-location” with proximate
avatars presented from 1pp. Similarly, Verhulst et al. [78] observed
parallel motor adaptation to two avatars controlled in short alter-
nation, differing slightly in movements from the participants and
each other. Other studies have used perspective changes on a single
avatar [17, 31]. However, subjects in these studies retained control
over the movements of the different avatars at all times, possibly
limiting the association of external perspective change with dis-
tancing from the self-avatar. Additionally, most of these studies
did not focus on self-related processes in a mind-body-oriented
scenario. Building on the existing research, we pose four research
questions regarding the SoE:
RQ 1.1: Does a virtual body swap affect SoE toward a personalized

self-avatar?
RQ 1.2: Does the visibility of a swap avatar affect the SoE toward

the personalized avatar?
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RQ 1.3: Do participants experience SoE toward a non-personalized
swap avatar while their personalized avatar is visible in
the same virtual space?

RQ 1.4: In body swapping, how does the SoE toward a personal-
ized avatar relate to self-related processes?

2.3.2 Interoception. Besides the self-related processes within SoE,
interoception is already part of different investigations in avatar
embodiment. Interoception involves processing and integrating
signals from within the body. Originally centered on awareness
of bodily needs, the subjective interpretation of bodily signals has
come into focus over the last few years. According to a definition
by Garfinkel et al. [32], different facets of interoception can be dis-
tinguished. On the one hand, interoceptive accuracy describes the
accuracy with which physical signals can be detected. Interoceptive
awareness is the subjective perception of being in contact with
the body signals. Interoceptive sensibility is the subjective confi-
dence regarding interoceptive accuracy. Regarding its therapeutic
relevance, interoception is the most studied construct among the
perceptual-oriented self-related processes [12]. Low interoception
is frequently associated with symptoms for body image disorders
[11, 13], but has also been shown to affect pain management [8, 19]
or self-harm [86]. Among others, interoception is mentioned as a
driver of mind-body interventions [59] or as a mediator for higher-
cognitive self-related processes, including self-compassion [4].

A reciprocal relationship between interoception and embodi-
ment processing with artificial or virtual bodies has been estab-
lished several times. Individuals with high interoceptive accuracy
are less willing to engage with an unfamiliar body and report lower
VBO [29, 51, 63]. Conversely, compared to a real-world exercise,
Döllinger et al. [22] reported that realistic avatar embodiment could
negatively affect interoceptive awareness. However, within a vir-
tual experience, an increased VBO towards an avatar has been
associated with increased interoceptive accuracy [29] or increased
interoceptive awareness [15, 23, 25]. Regardless of the measure,
interoception during avatar or artificial body part embodiment is
significantly affected by how an SoE is targeted. This is evident
in studies of visuo-tactile congruence [29], in which interoception
benefited from congruence. It also becomes apparent in studies of
avatar appearance, in which anthropomorphism has been found to
support interoception [50] .

So far, studies on the effects of the perspective of a personalized
avatar on SoE and interoception have only added a virtual mirror
[22] with little to no effect on interoception, besides a minor shift in
focus toward the mirror image. However, simultaneously process-
ing two avatars in a body-swapping scenario could distract from
one’s body. So far, it has yet to be investigated how the embodiment
of two different avatars in a short sequence impacts interoception.
Hence, in this work, we pose the following research questions:
RQ 2.1: Does a virtual body swap affect interoception?
RQ 2.2: Does the visibility of a swap avatar affect interoception?

2.4 Virtual Reality and Conceptual Self-Related
Processes: Self-Compassion

One concept that appeals in the field of mind-body-oriented virtual
perspective-taking is self-compassion. Self-compassion is defined

as “openness to and compassion for one’s suffering, feelings of car-
ing and kindness toward oneself, an understanding, nonjudgmental
attitude toward one’s shortcomings and failures, and recognition
that one’s own experience is part of the general human experience”
[54]. Mind-body interventions positively impact self-compassion
[12]. While a positive effect of self-compassion in the clinical con-
text has been inconsistently evidenced [12], self-compassion and
self-compassion exercises are part of various current mind-body
interventions [33, 45, 71].

Changing perspective into a caretaker or experimenter’s point
of view can increase self-compassion [15, 27]. Exploring the effects
of a body swap starting from a personalized avatar can expand on
these results. Additionally, whether swapping into a different avatar
is beneficial or whether a simple outside perspective provides more
support for self-compassion has yet to be investigated. In our work,
we, therefore, address the following questions on self-compassion:
RQ 3.1: Does a virtual body swap affect self-compassion?
RQ 3.2: Does the visibility of a swap avatar affect self-compassion?

2.5 Contribution
We present a distributed multi-user system allowing real-time body
swapping and using photorealistic personalized avatars to maxi-
mize user-avatar similarity. Our study focuses on the evaluation of
this system. Twenty participants performed a virtual body swap,
followed by a self-compassion meditation. The swap partner was
an unfamiliar assistant experimenter. The swap avatar was either
an invisible entity (de-embody) to reduce the processing expense of
being confronted with two avatars or a gender-matched, unfamiliar
peer (re-embody). The research question-guided evaluation aimed
to determine the pre-post effects of body swapping (swap effect)
and of swap avatar visibility (condition: de-embody vs. re-embody)
on SoE towards the personalized and the swap avatar (RQ 1.1-1.3).
We explored the relationship between SoE toward the personalized
avatar and the two involved self-related processes, interoceptive
awareness and self-compassion (RQ 1.4). We investigated the effects
of the swap and condition on interoceptive awareness (RQ 2.1-2.2)
and self-compassion (RQ 3.1-3.2). Finally, we used semi-structured
qualitative interviews to investigate the user experience of the body
swap, avatars, and VR exercises.

3 SYSTEM DESCRIPTION
3.1 Avatars
The avatars were generated following the methods outlined in the
work by Bartl et al. [7] and a photorealistic avatar reconstruction
pipeline similar to that introduced by Achenbach et al. [1]. We em-
ployed a custommulti-DSLR camera setup to capture photos of each
angle of the participant simultaneously. These photos served as the
basis for creating a dense point cloud representation of the partici-
pant’s body using Agisoft Metashape [2]. Subsequently, we applied
a fully rigged template mesh from Autodesk Character Generator
[3] to fit onto the point cloud. on which we applied a fully rigged
template mesh. Finally, a personalized photorealistic texture was
generated, including the addition of generic hand textures to match
the participant’s characteristics. For the body swap, we created one
female and one male avatar representing the swap partner using the
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Figure 2: The female (left) andmale (right) swap avatars
used during the experiment.

Figure 3: The virtual environment.

same procedure. To ensure unfamiliarity between the participants
and these swap avatars, we scanned two external volunteers who
were neither involved in the design nor the execution of the study.
The two avatars are shown in Figure 2.

3.2 Virtual Environment
The virtual environment consisted in a virtual room spanning
4𝑚 × 6𝑚 that was adapted from a Unity asset1. It is depicted in
Figure 3. For certain tasks, a 1𝑚 × 2𝑚 mirror was placed on the
wall, accompanied by a whiteboard positioned to the right or left of
the mirror, matching the participant’s location. A circular marker
on the floor indicated the participant’s starting point at a distance
of 1.5m of the virtual mirror. As the experiment progressed, foot-
prints on the left and right of the circular markers indicated the
designated position for the body-swap interaction at a distance of
1.5m to each other.

3.3 Hardware and Software
The VR system consisted of two Valve Index Head-Mounted Dis-
plays (HMD) [75] and two sets of Valve Index controllers (Knuckles;
see Figure 4). Three SteamVR Base Stations 2.0 tracked all devices.
The cable-bound HMDs provided a resolution of 1440𝑝𝑥 × 1600 𝑝𝑥
per eye, a refresh rate of 144 Hz, and a total field of view of 109.4° ×
114.1°2. The VR setup included two high-end gaming PCs (NVIDIA
GeForce RTX 2080 Ti, 32 GB RAM, Intel Core i7-9700K CPU, and
Windows 10), running the participant’s and the swap partner’s VR
environment. The VR experience was implemented using Unity
(version 2020.3.25f1 LTS) [74] and integrated the VR system using
SteamVR [76] and its corresponding Unity plug-in (version 2.6.1)3.

Our application facilitates the embodiment of two avatars by two
users within a shared virtual environment. We employed a client-
server architecture for networking functionality, utilizing Photon

1https://assetstore.unity.com/packages/3d/props/interior/manager-office-interior-107709
2https://github.com/PeterTh/ovr_rawprojection
3https://assetstore.unity.com/packages/tools/integration/steamvr-plugin-32647

Unity Networking4 (version 2.40). A remote server instance oper-
ated at the University of Applied Science (HTW) Berlin, enabling
seamless data transmission over a high-speed internet connection.
At the University of Würzburg, two distinct workstations ran indi-
vidual client application instances, each integrating one HMD. Each
user’s pre-processed avatar pose was promptly displayed within
the local application instance and continuously streamed to the
remote user’s application instance with a refresh rate of 30 Hz.
Modifications to application settings were shared between both
instances, ensuring a synchronized shared virtual environment.

For body tracking, we used Captury’s markerless tracking sys-
tem [14, 69], employing eight FLIR Blackfly S BFS-PGE-16S2C RGB
cameras attached to the laboratory ceiling to track participant’s
movements at a rate of 100 Hz. The cameras were connected to a
powerful workstation (NVIDIA GeForce RTX 3080 Ti, 32 GB RAM,
AMD Ryzen 9 5900x, Ubuntu 20.04.6 LTS) running Captury Live
(version 248). The participant’s fingers were tracked via the proxim-
ity sensors of the Knuckles. The body poses of the participant and
the swap partner were continuously streamed to the VR system us-
ing a 1 GBit/s ethernet connection and integrated using Captury’s
Unity plug-in5 [84]. Afterward, we retargeted the received body
pose to the corresponding avatar. We merged it with the remaining
tracking data from the VR system using Unity’s avatar animation
system and a custom-written retargeting script. We matched the
avatars’ hand movements to those captured by the Knuckles for
increased stability and accuracy in the hand poses. Accordingly, a
participant’s hand movements were delivered to their HMD with
a motion-to-photon latency of 27ms, aligning with the results of
Warburton et al. [80]. The other body movements, captured by the
markerless tracking, had a latency of 116ms. Due to the server
transmission, the movements of the swap partner were transmit-
ted to the participant HMD with a latency increase of 66ms. For
comparison, the hand movements of the exchange partner were
transmitted to the participant HMD with a latency of 93ms.

4https://www.photonengine.com/pun
5https://captury.com/resources/

https://assetstore.unity.com/packages/3d/props/interior/manager-office-interior-107709
https://github.com/PeterTh/ovr_rawprojection
https://assetstore.unity.com/packages/tools/integration/steamvr-plugin-32647
https://www.photonengine.com/pun
https://captury.com/resources/
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Figure 4: Handshake initiating body swap: Participant and
their swap partner (left), participant avatar, and swap avatar
in VR (right).

3.4 Body Swap
The body swap included four steps: initiation, avatar swap, re-
calibration, and finalization. A handshake triggered the initiation
as a shared consent gesture (Figure 4). Unity collider components
attached to the avatars’ hands facilitated collision detection to
identify when the avatars’ hands made contact. Upon handshake
detection, a virtual loading bar appeared above the locked hands of
the two users. The loading bar persisted for a three-second interval,
visualizing the process state and allowing the users to prepare for
the body swap. Releasing the handshake aborted the body swap
and disabled the process bar. For the avatar swap, upon completing
the handshake, a remote procedure call facilitated the body swap
while both HMDs temporarily turned black. Each application in-
stance changed the local user’s self-avatar to correspond to the
remote user’s initial avatar. Both avatars were available on both
local systems and were matched by unique avatar identifiers.

In the re-calibration phase, the local users’ position and ori-
entation within the virtual environment were adjusted to match
the remote user’s view. Therefore, each user’s local tracking ori-
gin was rotated and translated, creating the illusion that they had
swapped positions in the virtual environment, even though their
physical bodies had not moved. Afterward, the primary experi-
menter re-calibrated the avatar retargeting on both local systems.
For finalization, the HMDs were turned back on. The users now
experienced the virtual environment from the other user’s initial
perspective while controlling the other user’s avatar. Figure 5 de-
picts a participant’s point of view during the body swap. The users
could undo the body swap by initiating a second body swap, which
followed the same procedure.

4 EVALUATION
4.1 Study Design
The study was carried out in a 2 × 2 mixed design. All participants
started by embodying their personalized avatar before the body
swap. Within each session, we assessed the SoE toward this avatar
and the other dependent variables once before and once after the
body swap (factor 1: pre-post swap effect). We varied between
participants (factor 2: condition) whether they swapped into a
visible swap avatar (re-embody) or whether they did not enter

into a visible avatar in that process (de-embody). As dependent
variables, we assessed the SoE towards their personalized avatars,
interoceptive awareness, and self-compassion before and after the
experience. We further assessed their SoE towards the swap avatar
once after the body swap.

4.2 Participants
The study was conducted according to the Declaration of Helsinki
andwas approved by the ethics review board of the Institute Human-
Computer-Media (MCM), University of Würzburg,6. Participants
were recruited via the university’s recruitment portal and received
course credits in return. We excluded individuals in advance when
(1) they had increased photosensitivity, (2) they felt uncomfort-
able with the idea of another person embodying their personalized
avatar, (3) they had visual impairments that could not be corrected
during the experiment, and (4) they were in any way familiar with
the human model of their swap avatar. Overall, 𝑁 = 22 individuals
participated in our study, of which we had to exclude two due to
technical problems. In the re-embody condition (𝑛 = 10), the age
ranged between 20 and 32 years,𝑀 = 22.90 (𝑆𝐷 = 3.14), with seven
female and three male participants. In the de-embody condition
(𝑛 = 10), the age ranged between 18 and 30 years,𝑀 = 23.00 (𝑆𝐷 =

3.58), with six female and four male participants.

4.3 Measures
4.3.1 Avatar Perception. Weassessed the SoE toward the self-avatar
post-VR. Here, we used the Virtual Embodiment Questionnaire,
VEQ [61], which provides 12 scales on three dimensions: VBO,
agency, and change. The scales are presented on a 7-point Likert
scale from 1 to 7. We added the scales proposed by Fiedler et al.
[28], VEQ+, which pose 12 scales on three dimensions: self-location,
self-similarity, and self-attribution. These scales, too, are presented
on a disembodied Likert scale from 1 to 7. Additionally, we assessed
the SoE several times during the VR experience using in-VR scales.
We used the same scales for each assessment but adapted them to
address either the embodied self-avatar, the embodied swap avatar,
or the de-embodied self-avatar. We covered each of the dimen-
sions of the VBO and VBO+ with one in-VR scale directly derived
from these. All in-VR scales were presented on a scale from 0 (no
agreement) to 10 (maximal agreement).

4.3.2 Interoceptive Awareness. To assess the trait of interoceptive
awareness in advance, we used the Multidimensional Assessment
of Interoceptive Awareness - Version 2 (MAIA) [48]. It comprises
37 items on the eight dimensions: noticing, non-distracting, not-
worrying, attention regulation, emotional awareness, self-regulation,
body listening, and trusting. The scales are presented on a 6-point
Likert scale from 0 to 5. We assessed the state of interoceptive
awareness several times during the VR experience before and af-
ter the body swap, using in-VR scales as presented by Döllinger
et al. [22]. These scales included noticing external signals (noticing
external), noticing internal signals (noticing internal), body listen-
ing, attention regulation, and visual attention (preference of visual
signals over other signals). Again, all in-VR scales were presented
on a scale ranging from 1 to 10. Finally, we assessed the state of

6https://www.mcm.uni-wuerzburg.de/forschung/ethikkommission/

https://www.mcm.uni-wuerzburg.de/forschung/ethikkommission/
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Figure 5: Exemplary participant’s point of view before during the swap (from left to right).

interoceptive awareness using the “body” dimensions of the State
Mindfulness Scale (SMS) [70]. It comprises six items on a 5-point
Likert scale ranging from 1 to 5. The SMS and the in-VR scales
partially overlap. Thus, to ensure data economy, we assessed the
SMS only post-VR.

4.3.3 Self-Compassion. We assessed the participant’s traits in self-
compassion using the Self-Compassion Scale - Short Form (SCS)
pre-VR [60]. It comprises 12 items in six dimensions: self-kindness,
self-judgment, common humanity, isolation, mindfulness, and over-
identification. The items are presented on a 5-point Likert scale
from 1 to 5. We assessed the state of self-compassion during the
experience both pre- and post-VR using the State Self-Compassion
Scale - Short Form (SSCS) [56]. It comprises six items. The items
are presented on a 5-point Likert scale from 1 to 5.

4.3.4 User Experience. We assessed presence by using the One Item
Presence Score (OIPS) [10]. The item was presented several times
in VR on a scale of 1 to 10. We used semi-structured qualitative
interviews to assess participants’ qualitative experiences during
the different tasks. The questions included the experience of the
personalized avatar, the experience of the swap avatar, and the
sensations during and after the body swap. They further included
an evaluation of themeditation, the interactivity, and themotivation
to repeat the experience.

4.4 Tasks
4.4.1 Embodiment Task. Each time embodying a new avatar, the
participant performed simple body movements in front of the vir-
tual mirror (see Figure 3), a common method to evoke a SoE [79].
The movement tasks were derived fromWaltemate et al. [79]. They
target different body parts for about 20 sec each. Following audio
instructions, the participant waved at their mirror image, walked in
place, and moved their hips while raising their arms. During these
tasks, they were instructed to look at their mirror image and avatar
from 1pp.

4.4.2 Self-Compassion Meditation. The VR experience was con-
structed to resemble a self-compassion meditation. The meditation
procedure was derived from the guided meditations “Compassion-
ate Friend” which introduces a compassionate friend and a perspec-
tive taking task and “Loving-Kindness Meditation” presented by
Neff [55] which includes a row of positive affirmations directed at

oneself. Accordingly, the swap partner was introduced as a com-
passionate friend in the virtual scenario and the self-compassion
meditation included positive affirmations which were repeatedly
presented to the participant. These included "may you be safe",
"may you be at peace", "may you be healthy", and "May you go
through life with ease and well-being".

4.5 Procedure
Our evaluation followed a standardized experimental procedure
illustrated in Figure 6. Each experimental session was accompanied
by a primary experimenter, who guided the participant through the
session, and an assistant experimenter, who supported the avatar
creation and embodied the swap avatar and personalized avatar
during the VR experience. The assistant experimenter was selected
to match the participant’s gender but did not equal the female or
male swap avatar. Participants were informed upfront that a per-
son who was not the primary experimenter would be their swap
partner but were not introduced to them as their swap partner
until after the experiment. An experimental session included three
phases: pre-VR, in-VR, and post-VR. Pre-VR, the participant read
the study information, consented to the data collection, and created
a pseudonymization code. In a second step, they were guided to the
Embodiment Lab of the HCI Group at the University of Würzburg
to perform the body scan for avatar creation. Afterward, the partic-
ipant returned to the VR laboratory and answered MAIA, SCS, and
SSCS questionnaires.

Figure 1 overviews the in-VR phase. In VR, all instructions were
given via pre-recorded audio sequences, and some were addition-
ally displayed on the virtual whiteboard (see Section 3.2). In the
introduction phase, neither an avatar nor a mirror was visible. The
participant performed a short vision test by reading text on the
whiteboard to ensure the HMD was put on correctly. In the next
step, the body tracking and embodiment system was calibrated. The
personalized and the swap avatars were scaled to the participant’s
body height. The participant was instructed to perform a few idle
movements and then stand still while facing the whiteboard.

To increase familiarity at the beginning of the in-VR phase, all
participants started with embodying the personalized avatar. Af-
ter the calibration, the participant’s personalized embodied avatar
and the virtual mirror appeared, and the whiteboard disappeared.
To increase SoE, the participant performed the embodiment tasks
(see Section 4.4.1). The whiteboard reappeared, and the participant
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Figure 6: Overview of the experimental procedure.

answered the first in-VR scales about their interoceptive aware-
ness and SoE toward their personalized avatar (in-VR assessment I).
These in-VR scales were posed via audio instructions and the white-
board, and the participant answered them verbally. Responses were
noted by the experimenter. Following this, the footprints next to the
circular marker appeared. The participant stepped on the footprints
to their left. The swap partner was announced and introduced as a
compassionate friend and appeared as the avatar (re-embody) or
represented by two Knuckles (de-embody) in the position of the
other footprints in front of the participant.

The participant initiated a first body swap (see Section 3.4). After
the swap, the participant turned to the mirror and performed the
embodiment tasks with their new appearance. They then turned
to their personalized avatar and performed the self-compassion
meditation (see Section 4.4.2). The whiteboard reappeared, and the
participant was asked about their in-VR interoceptive awareness
and in-VR SoE towards their personalized avatar and the swap
avatar (in-VR assessment II). The participant then initiated a second
body swap to return to their personalized avatar. The VR experience
finished with a short scan of their bodily experience. Overall, the
participant spent M = 23.40min in VR. After putting down the VR
equipment, the participant performed a second HCT and answered
SSCS, SMS, UEQ, and Demographics questionnaires. Finally, the
main experimenter performed the interview. The experimental
session lasted M = 104.00min.

5 RESULTS
5.1 Quantitative Results
5.1.1 Analysis. We calculated all analyses using R, including the
packages nlme, rstatix, report. For plots, we used the package ggplot2
and ggpubr. To analyze the effects of the swap (pre vs. post body
swap) and the condition (de-embody vs. re-embody) on our in-VR
measures (RQ 1.1, 1.2, 2.1, 2.2) and pre- and post-VR comparisons
(RQ 3.1, 3.2), we fitted linear mixed models (estimated using REML
and nlminb optimizer) to predict the respective dependent variable
(formula: 𝑑𝑒𝑝𝑒𝑛𝑑𝑒𝑛𝑡 𝑣𝑎𝑟𝑖𝑎𝑏𝑙𝑒 ∼ 𝑠𝑤𝑎𝑝 (𝑝𝑟𝑒 − 𝑝𝑜𝑠𝑡) × 𝑐𝑜𝑛𝑑𝑖𝑡𝑖𝑜𝑛).
The models included the participant id as random effect (formula:
1|𝑖𝑑). We report the t-values of individual comparisons within
these mixed models. For analyses including only the condition

Table 1: Descriptive results of pre-VR measures

Overall re-embody de-embody

Range 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷)

Trait Interoceptive Awareness
MAIA Attention regulation [0–5] 2.91 (0.63) 2.74 (0.56) 3.07 (0.67)
MAIA Body listening [0–5] 2.75 (0.79) 2.63 (0.62) 2.87 (0.95)
MAIA Emotional awareness [0–5] 3.44 (0.90) 3.46 (1.01) 3.42 (0.83)
MAIA Self regulation [0–5] 2.64 (0.86) 2.67 (0.99) 2.60 (0.77)
MAIA Non-distracting [0–5] 2.84 (0.59) 3.10 (0.49) 2.58 (0.59)
MAIA Noticing [0–5] 3.46 (0.66) 3.48 (0.58) 3.45 (0.76)
MAIA Not-worrying [0–5] 2.70 (0.44) 2.94 (0.23) 2.46 (0.48)
MAIA Trusting [0–5] 3.85 (0.74) 3.60 (0.89) 4.10 (0.47)

Self-Compassion
SCS Self-judgement [1–5] 2.58 (1.09) 3.00 (1.08) 2.15 (0.97)
SCS Self-kindness [1–5] 3.25 (0.64) 3.15 (0.53) 3.35 (0.75)
SCS Common humanity [1–5] 3.35 (0.99) 3.40 (0.97) 3.30 (1.06)
SCS Isolation [1–5] 2.85 (1.05) 3.30 (1.06) 2.40 (0.88)
SCS Mindfulness [1–5] 3.98 (0.75) 3.80 (0.71) 4.15 (0.78)
SCS Over-identification [1–5] 3.28 (0.80) 3.60 (0.57) 2.95 (0.90)
SSCS [1–5] 2.89 (0.38) 2.87 (0.23) 2.92 (0.50)

Table 2: Descriptive results of post-VR measures

Overall re-embody de-embody

Range 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷)

State Interoceptive Awareness
SMS Body [1–5] 3.29 (0.68) 3.40 (0.55) 3.18 (0.80)

Self Compassion
SSCS [1–5] 2.87 (0.41) 2.87 (0.27) 2.87 (0.53)

Sense of Embodiment (SoE)
VEQ VBO [1–7] 3.60 (1.53) 4.08 (1.61) 3.12 (1.37)
VEQ Agency [1–7] 4.94 (1.34) 5.08 (1.21) 4.80 (1.52)
VEQ Change [1–7] 3.34 (1.48) 3.02 (1.10) 3.65 (1.79)
VEQ+ Similarity [1–7] 5.20 (0.98) 5.50 (1.03) 4.90 (0.88)
VEQ+ Location [1–7] 3.76 (1.36) 4.05 (1.69) 3.48 (0.93)
VEQ+ Attribution [1–7] 3.71 (1.67) 3.92 (2.04) 3.50 (1.26)

(RQ 1.3, SoE toward the swap avatar), we calculated t-tests for in-
dependent groups. For the comparison between personalized and
swap avatar (RQ 1.3), we calculated t-tests for paired groups. To
analyze the relationship between SoE and self-related processes
(RQ 1.4), we calculated simple linear regression models (formula:
𝑠𝑒𝑙 𝑓 -𝑟𝑒𝑝𝑜𝑟𝑡𝑒𝑑 𝑝𝑟𝑜𝑐𝑒𝑠𝑠 ∼ 𝑆𝑜𝐸), using the post-VR measures SMS
Body, SSCS, VEQ, and VEQ+. All models were tested against an
alpha of .05. The descriptive results of the pre-VR assessments on
interoceptive awareness and self-compassion can be found in Ta-
ble 1. The descriptive results of the post-VR assessments on SoE,
interoceptive awareness and self-compassion can be found in Ta-
ble 2. The descriptive results of the in-VR assessments on SoE and
interoceptive awareness can be found in Table 3.
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Table 3: Descriptive results of the in-VR measures

Overall de-embody re-embody
pre swap post swap pre swap post swap pre swap post swap

Range 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷) 𝑀 (𝑆𝐷)

Interoceptive Awareness Noticing External [1–10] 3.60 (2.26) 3.90 (2.34) 4.5 (2.68) 4.7 (2.58) 2.7 (1.34) 3.1 (1.85)
Noticing Internal [1–10] 5.90 (2.13) 6.15 (2.18) 6.3 (2.26) 6.5 (2.37) 5.5 (2.01) 5.8 (2.04)
Body Listening [1–10] 5.55 (2.46) 5.60 (2.21) 5.0 (2.71) 5.4 (2.55) 6.1 (2.18) 5.8 (1.93)
Attention Regulation [1–10] 6.65 (2.13) 5.95 (2.19) 6.2 (2.70) 6.1 (2.69) 7.1 (1.37) 5.8 (1.69)
Visual Attention [1–10] 6.85 (1.63) 5.90 (2.02) 7.2 (1.93) 5.7 (1.89) 6.5 (1.27) 6.1 (2.23)

SoE personalized avatar in-VR VBO [1–10] 4.50 (1.96) 4.75 (2.27) 5.0 (1.89) 4.9 (2.42) 4.0 (2.00) 4.6 (2.22)
in-VR Agency [1–10] 5.00 (2.29) 3.45 (2.11) 5.2 (2.20) 3.7 (2.16) 4.8 (2.49) 3.2 (2.15)
in-VR Change [1–10] 4.30 (1.95) 4.50 (2.26) 4.9 (2.13) 4.7 (2.11) 3.7 (1.64) 4.3 (2.50)
in-VR Self-Similarity [1–10] 6.55 (1.73) 6.20 (1.82) 7.1 (1.66) 5.9 (2.23) 6.0 (1.70) 6.5 (1.35)
in-VR Self-Attribution [1–10] 5.35 (2.11) 5.30 (2.11) 5.6 (2.17) 5.3 (2.21) 5.1 (2.13) 5.3 (2.11)
in-VR Self-Location [1–10] 3.45 (2.09) 2.80 (1.74) 4.0 (2.11) 3.2 (1.81) 2.9 (2.02) 2.4 (1.65)

SoE swap avatar in-VR VBO [1–10] — 2.80 (2.07) — 2.6 (2.41) — 3.0 (1.76)
in-VR Agency [1–10] — 3.45 (2.44) — 1.7 (1.06) — 5.2 (2.15)
in-VR Change [1–10] — 4.45 (3.36) — 3.0 (2.98) — 5.9 (3.21)
in-VR Self-Similarity [1–10] — 2.80 (2.09) — 2.7 (2.41) — 2.9 (1.85)
in-VR Self-Attribution [1–10] — 2.80 (2.12) — 2.5 (2.27) — 3.1 (2.02)
in-VR Self-Location [1–10] — 2.65 (1.84) — 2.1 (1.37) — 3.2 (2.15)

Sense of Presence [1–10] 5.5 (1.79) 5.45 (2.28) 5.9 (1.60) 5.2 (2.62) 5.1 (1.97) 5.7 (2.00)

5.1.2 Effects on Avatar Perception.

SoE toward the Personalized Avatar. The swap negatively af-
fected (RQ 1.1) on in-VR Agency, 𝛽 = −1.50, 95% 𝐶𝐼 [−2.94,−0.06],
𝑡 (18) = −2.18, 𝑝 = .042, and on in-VR Self-Similarity, 𝛽 = −1.20,
95%𝐶𝐼 [−2.14,−0.26], 𝑡 (18) = −2.68, 𝑝 = .015 (see Figure 7).We did
not find a significant effect on in-VR VBO, 𝛽 = −0.10, 95%𝐶𝐼 [−1.60,
1.40], 𝑡 (18) = −0.14, 𝑝 = 0.890, Change, 𝛽 = −0.20, 95% 𝐶𝐼 [−1.97,
1.57], 𝑡 (18) = −0.24, 𝑝 = 0.815, Self-Attribution, 𝛽 = −0.30, 95%𝐶𝐼

[−1.18, 0.58], 𝑡 (18) = −0.71, 𝑝 = 0.484, or Self-Location, 𝛽 = −0.80,
95% 𝐶𝐼 [−1.77, 0.17], 𝑡 (18) = −1.74, 𝑝 = .099.

Regarding RQ1.2, we did not find an effect of our condition on
our in-VR SoE scales. We found neither an effect on in-VR VBO,
𝛽 = −1.00, 95% 𝐶𝐼 [−3.01, 1.01], 𝑡 (18) = −1.04, 𝑝 = .311, Agency,
𝛽 = −0.40, 95% 𝐶𝐼 [−2.52, 1.72], 𝑡 (18) = −0.40, 𝑝 = .696, Change,
𝛽 = −1.20, 95% 𝐶𝐼 [−3.19, 0.79], 𝑡 (18) = −1.27, 𝑝 = .221, Self-
Location, 𝛽 = −1.10, 95% 𝐶𝐼 [−2.89, 0.69], 𝑡 (18) = −1.29, 𝑝 = .213,
Self-Similarity, 𝑏𝑒𝑡𝑎 = −1.10, 95% 𝐶𝐼 [−2.76, 0.56], 𝑡 (18) = −1.39,
𝑝 = 0.181, or Self-Attribution, 𝛽 = −0.50, 95% 𝐶𝐼 [−2.53, 1.53],
𝑡 (18) = −0.52, 𝑝 = .611.

SoE toward the Swap Avatar. Regarding the SoE toward the swap
avatar, our in-VR measures (RQ 1.3) revealed a significant effect of
the condition on in-VRAgency, 𝛽 = 3.50, 95%𝐶𝐼 [1.91, 5.09], 𝑡 (18) =
4.62, 𝑝 < .001. We did not find a significant effect of condition on
in-VR VBO, 𝛽 = 0.40, 95%𝐶𝐼 [−1.59, 2.39], 𝑡 (18) = 0.42, 𝑝 = 0.677,
in-VR Change, 𝛽 = 2.90, 95%𝐶𝐼 [−0.01, 5.81], 𝑡 (18) = 2.09, 𝑝 =

0.051, in-VR Self-Similarity, 𝛽 = 0.20, 95%𝐶𝐼 [−1.82, 2.22], 𝑡 (18) =
0.21, 𝑝 = 0.837, in-VR Self-Location, 𝛽 = 1.10, 95%𝐶𝐼 [−0.59, 2.79],
𝑡 (18) = 1.36, 𝑝 = 0.189, or in-VR Self-Attribution, 𝛽 = 0.60, 95%𝐶𝐼
[−1.42, 2.62], 𝑡 (18) = 0.62, 𝑝 = 0.541. In addition, participants
reported significantly higher in-VR VBO, 𝑡 (19) = −2.78, 𝑝 =

.012, 95% 𝐶𝐼 [−3.42,−0.482], Self-Similarity, 𝑡 (19) = −5.63, 𝑝 <

.001, 95%𝐶𝐼 [−4.66,−2.14], and Self-Attribution, 𝑡 (19) = −4.39, 𝑝 <

.001, 95% 𝐶𝐼 [−3.69,−1.31], toward their personalized avatar from
3pp than toward the embodied swap-avatar (see Figure 8). Here,
we did not find a significant effect regarding Agency, 𝑡 (19) <

.01, 𝑝 > .999, 95% 𝐶𝐼 [−1.38, 1.38], Change, 𝑡 (19) = −0.06, 𝑝 =

.953, 95% 𝐶𝐼 [−1.80, 1.70], or Self-Location, 𝑡 (19) = −0.27, 𝑝 =

.788, 95% 𝐶𝐼 [−1.30, 1.00]. Finally, we found higher Agency ratings
for the visible swap avatar than the personalized avatar in the
re-embody condition, 𝑡 (9) = 3.46, 𝑝 = .007, 95% 𝐶𝐼 [0.69, 3.31].

5.1.3 Relationship between SoE and Self-Related Processes. Regard-
ing the relationship between SoE and interoceptive awareness (RQ
1.4), our regression models revealed a positive relationship between
VEQ VBO toward the personalized avatar and SMS Body, 𝑅2

𝑎𝑑 𝑗
=

0.24, 𝐹 (1, 18) = 7.08, 𝑝 = .016, betweenVEQAgency and SMSBody,
𝑅2
𝑎𝑑 𝑗

= 0.56, 𝐹 (1, 18) = 25.63, 𝑝 < .001, and between VEQ Change
and SMS Body, 𝑅2

𝑎𝑑 𝑗
= 0.32, 𝐹 (1, 18) = 9.89, 𝑝 = .006 (see Figure 9).

We did not find a significant relationship between VEQ+ Similarity
and SMS Body, 𝑅2

𝑎𝑑 𝑗
< 0.01, 𝐹 (1, 18) = 1.04, 𝑝 = .320, between

VEQ+ Location and SMS Body, 𝑅2
𝑎𝑑 𝑗

= 0.11, 𝐹 (1, 18) = 3.30, 𝑝 =

.086, or VEQ Attribution and SMS Body, 𝑅2
𝑎𝑑 𝑗

< 0.01, 𝐹 (1, 18) =
1.07, 𝑝 = .315.

Regarding self-compassion and SoE toward the personalized
avatar, we did not find any significant relationship, neither for
VEQ VBO, 𝑅2

𝑎𝑑 𝑗
= 0.07, 𝐹 (1, 18) = 2.52, 𝑝 = .130, VEQ Agency,

𝑅2
𝑎𝑑 𝑗

= 0.10, 𝐹 (1, 18) = 3.15, 𝑝 = 0.092, VEQ Change, 𝑅2
𝑎𝑑 𝑗

=

0.06, 𝐹 (1, 18) = 2.11, 𝑝 = .164, VEQ+ Similarity, 𝑅2
𝑎𝑑 𝑗

= −0.04,
𝐹 (1, 18) = 0.22, 𝑝 = .643, VEQ+ Location, 𝑅2

𝑎𝑑 𝑗
= −0.02, 𝐹 (1, 18) =

0.63, 𝑝 = .439, nor VEQ+ Attribution, 𝑅2
𝑎𝑑 𝑗

= 0.09, 𝐹 (1, 18) =

2.98, 𝑝 = .101.
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Figure 7: Results of the in-VR measures for SoE toward the personalized avatar (‘·’ 𝑝 < .1; ‘∗’ 𝑝 < .05).
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Figure 8: Comparison between the 3pp personalized avatar and the 1pp swap avatar after the swap (both conditions; ‘∗’ 𝑝 < .05;
Pers. = personalized avatar, Swap = swap avatar).

5.1.4 Effects on Self-Related Processes.

Interoceptive Awareness. Regarding RQ 2.1 and RQ 2.2 regarding
the effects of the swap and our conditions on interoceptive aware-
ness, we found the following. In VR, we found a significant positive
effect of the swap on Body Listening, 𝛽 = 1.50, 95%𝐶𝐼 [0.11, 2.89],
𝑡 (18) = 2.27, 𝑝 = .036, and a negative effect on Visual Attention,
𝛽 = −1.50, 95%𝐶𝐼 [−2.78,−0.22], 𝑡 (18) = −2.46, 𝑝 = .024 (see
Figure 10). Participants reported increased body listening and de-
creased focus on visual signals after the swap. We did not find a
swap effect on Noticing External, 𝛽 = −0.30, 95% 𝐶𝐼 [−1.18, 0.58],
𝑡 (18) = −0.71, 𝑝 = 0.484, Noticing Internal, 𝛽 = 0.20, 95%𝐶𝐼 [−0.79,
1.19], 𝑡 (18) = 0.43, 𝑝 = 0.675, and Attention Regulation, 𝛽 = −0.10,
95% 𝐶𝐼 [−1.15, 0.95], 𝑡 (18) = −0.20, 𝑝 = 0.844.

We did not find an effect of our conditions on Noticing External,
𝛽 = −1.80, 95% 𝐶𝐼 [−3.85, 0.25], 𝑡 (18) = −1.84, 𝑝 = .082, Noticing
Internal, 𝛽 = −0.80, 95% 𝐶𝐼 [−2.85, 1.25], 𝑡 (18) = −0.82, 𝑝 = .422,
Body Listening, 𝛽 = 1.10, 95% 𝐶𝐼 [−1.10, 3.30], 𝑡 (18) = 1.05, 𝑝 =

.307, Attention Regulation, 𝛽 = 0.90, 95% 𝐶𝐼 [−1.16, 2.96], 𝑡 (18) =
0.92, 𝑝 = .371, or Visual Attention, 𝛽 = −0.70, 95%𝐶𝐼 [−2.45, 1.05],
𝑡 (18) = −0.84, 𝑝 = .412. Post-VR, we did not find a significant effect
of the condition on SMS Body, 𝑡 (15.94) = 0.70, 𝑝 = .492.

Self-Compassion. Regarding self-compassion (RQ 3.1 and 3.2), we
did not find an effect of the swap, 𝛽 = −2.45𝑒 − 15, 95% 𝐶𝐼 [−0.12,
0.12], 𝑡 (18) = −4.19𝑒 − 14, 𝑝 > .999, nor of condition, 𝛽 =

0.05, 95% 𝐶𝐼 [−0.33, 0.43], 𝑡 (18) = 0.28, 𝑝 = .786, on the SSCS.

5.2 Qualitative Results and User Experience
5.2.1 Analysis. To analyze the qualitative data, we applied a sum-
marizing content analysis [47] and rated the valence of each state-
ment (positive, negative, or neutral). Two team members performed

the analysis separately and then merged category by category. In
the following, we present the results of this analysis regarding the
user experience of the two avatars, the body swap and the medita-
tion. Finally, we added some suggestions from the participants on
design ideas for interactive tasks.

5.2.2 User Experience of the Avatars.

Experience of the Personalized Avatar. Before the swap, most par-
ticipants reported positive affect toward their personalized avatar
(11× positive, 4× negative). However, especially in the de-embody
condition, an adverse change in mood occurred after the swap
(10×). Participants reasoned the avatar seemed eerier from the new
perspective or that it was eerie not to be able to control it: “Yes, it
[the perception of my avatar] had changed. It felt more uncomfort-
able, more eerie than before. Not having control over the avatar is
creepy.” [participant 14]. Others perceived no change in mood (5×)
or even perceived the personalized avatar more positively after the
swap (4×), stating that it was “quite cool to look at oneself from the
outside” [participant 12]. Twelve participants positively highlighted
the appearance of the avatar, focusing on having a lower body (3×),
a high similarity and realism (7×), and the realistic appearance of
the avatar’s clothes (2×). Further, two participants highlighted the
hand tracking, and two stated that they enjoyed seeing themselves
from a new perspective. However, participants also gave a critical
review of the avatar’s realism. Four disliked the non-personalized
hands of the avatars. Eleven stated inaccuracies in the appearance
of the avatar’s face, including their eyes (4×) or eye color (3×), their
overall facial structures (2×), or their mouth (2×). One participant
disliked the appearance of the avatar’s pants. Five participants did
not associate with their avatar’s body posture (2×).
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Figure 9: Relationship between SoE and interoceptive awareness (‘∗’ 𝑝 < .05).
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Figure 10: Results of the in-VR measures for interoceptive awareness (‘·’ 𝑝 < .1; ‘∗’ 𝑝 < .05).

Experience of the Swap Avatar. Concerning the swap avatar, half
of the participants initially expressed neutral feelings (10×). In
line with our expectations, the two conditions differed here. In
re-embody, some participants expressed positive feelings (3×), e.g.,
stating: “It was familiar as if a brother or good friend was standing
next to me” [participant 17]. In de-embody, some participants were
unpleasantly touched (3×) or confused (4×) because the invisibility
of the swap partner did not correspond to their expectations: “It was
weird because it wasn’t a person but nothing” [participant 2]. After
the swap, this surprise effect dissipated. Many participants still felt
neutral toward the swap avatar (9×, 4 of them in re-embody, 5 in de-
embody). However, in both groups, negative feelings towards the
swap avatar arose (8×, 4 in each condition). Participants reasoned
that it felt “strange” and that there was a difference in SoE compared
to the personalized avatar. Only a few participants interpreted the
swap avatar as positive after the swap (3×). Participant 19 stated: “I
felt good, more comfortable than in my own avatar, you don’t have
to compare to reality. I am in VR, I am free”.

5.2.3 User Experience of the Body Swap.

Experience of the General Perceptive Shift. The body swap in-
teraction was rated mostly neutrally (11×, 5 in re-embody, 6 in
de-embody) or positively (7×, 4 in re-embody, 3 in de-embody).
Only two participants reported a negative experience. Participant
20 reasoned: “I didn’t feel comfortable in my own avatar and even
less so in someone else’s, you couldn’t identify with it at all”.

Ten participants reported (6 in re-embody, 3 in de-embody) that
the swap did not trigger any feeling of awe, reasoning that they
would have expected more of it. However, eight participants rated
the swap astounding, exciting, or “cool”. Participant 3 explained: “[I
felt like] ‘Wow’ because I’ve never seen myself from the outside be-
fore”. Participant 9 stated: “It’s amazing that this is possible. I didn’t

think my avatar would be so detailed”. Ten participants expected
the experience to change with repeated exposure regarding future
use. Participant 18 stated: “You would probably become better at
self-reflection and positive thinking”.

Specifications of the Current Technology. The blackening of the
display during the swap mainly was perceived as positive (10×)
or neutral (3×) and interpreted as a relaxing pause between tasks.
However, some participants found it disturbing (3×) or too long (4×).
The physical handshake to trigger the body swap was reviewed
critically. One participant liked the physical handshake: “I felt the
hand and had a point of contact, so it was more realistic and better
than if the body swap had happened suddenly” [participant 3].
However, seven participants reported ambivalent feelings, either
disliking the indirectness of the controllers (3×) or the mixture of
virtual and physical signals (4×), stating, e.g.: “It was interesting to
touch another real person in VR. But you realized that there was a
discrepancy between VR and reality” [participant 18].

5.2.4 User Experience of the Meditation Task. Some participants
reported engaging well with the audio-guided self-compassion med-
itation (7×, 5 in re-embody, 2 in de-embody). They liked its content
(6×), especially the pre-formulated sentences and positive affirma-
tions (5×) and the adaptation of sentences over time (1×). They
further liked the execution of the meditation (5×), the concept of
looking at their avatar during the meditation (3×), the voice of the
instructor (1×), and that there was little distraction in the virtual
world (1×). Three participants liked the effect of the meditation, as
they experienced it as relaxing and calming.

However, others could not concentrate on the meditation (11×, 3
in re-embody, 8 in de-embody). Participant 2 stated: “It was strange
to address [the affirmations] to me on the one hand and to the avatar
on the other. A normal meditation where I still am myself would
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have been easier”. Some participants had issues with the execution
of the meditation (5×). Some felt insecure during the meditation as
they did not know whether they should enunciate the affirmations
(1×) or felt the urge to close their eyes to focus on the meditation
and were unsure whether it was allowed (1×). Others disliked the
frequency of repeating the affirmations (3×), rating them as too
often, too fast, or too intrusive. One participant found the virtual
environment not suitable for meditation. Regarding the meditation
content, two participants found the affirmations weirdly worded.

5.2.5 Ideas and Suggestions for Future Developments.

Virtual and Human Swap Partners. Participants expressed di-
verse preferences regarding the design of the swap avatar, grouped
into visibility, anthropomorphism, self-similarity, and familiarity.
Four participants addressed the visibility of the swap avatar. While
three preferred an invisible partner, one preferred to swap with
a visible avatar. Seven participants discussed anthropomorphism.
Two stated that the avatars should be designed even more realisti-
cally: “It would be better if the virtual aspect wasn’t so present and
the avatars were more human. Overall, just more realistic would
be better” [participant 18]. However, four participants suggested
deviations from realism, using animals (1×), fantasy or mythical
creatures (3×), or more inconspicuously, with shadow figures (1×)
as swap avatars. Six participants stressed the importance of simi-
larity between the swap avatar and the user, stating, e.g., it should
be “Similar to me, in appearance and character, so I can best iden-
tify and feel comfortable” [participant 8]. Specifically, some were
concerned about gender (2×) or age (1×). In contrast, one partici-
pant suggested using a swap avatar distinct to the user in gender,
appearance, weight, and height. Finally, commenting on familiarity,
some participants preferred swapping with a familiar avatar (3×) or
a famous person (1×). Others preferred an unfamiliar swap avatar.
Finally, four participants stated that the appearance of the swap
partner did not matter to them.

Participants answered diversely when asked whether they would
allow another person to control their personalized avatar in the
future. A majority stated no restrictions (14×). Others emphasized
the importance of familiarity with the other person (5×), varying
between “only someone I trust” (2×), “only people I know and like”
(1×), and “only friends or family” (2×). Participant 18 stated they
would rather not have anyone embody their personalized avatar, at
least not if they were not there themselves.

Interactive Tasks. Participants suggested various alternative tasks
to perform with their de-embodied avatars. A large part of the
suggestions focused on joint physical activities, with the avatar
not necessarily being the main focus of the activity (16×). These
included exploring novel environments (3×), sports or games activ-
ities (4×), more active movements (5×), or going out to eat together
(2×). Other suggestions focused on the avatar itself. For example,
participants suggested talking to the avatar (4×) or having the
opportunity to walk around it and look at it from all sides (5×).
Furthermore, participants emphasized using activities only possible
in VR (1×). One participant noted that engaging in an interactive
exercise would be easier if they had a visible swap avatar. Finally,
four participants stated they did not want to interact with their
personalized avatar or had no idea what to do with it.

6 DISCUSSION
We presented a multi-user embodiment system enabling users to
embody personalized and generic virtual avatars and exchange per-
spectives. Our evaluation results bring new insights into the SoE
toward personalized avatars (RQ 1.1-1.3). Leaving the 1pp of a per-
sonalized avatar, participants reported reduced feelings of agency
or self-location but not of the more appearance-based dimensions
of SoE or VBO. These variables were still rated higher toward the
personalized 3pp avatar than a generic 1pp avatar. Moreover, they
were positively associated with interoceptive awareness (RQ 1.4).
We further showed that while our intervention did not notably
impact self-compassion, the virtual body swap not necessarily neg-
atively affected self-related processes (RQ2.1-3.2). In contrast, we
found a slight pre-post increase in body listening and a shift from
virtual to bodily experiences (swap effect).

6.1 Leaving First-Person Perspective
In our experiment, leaving the 1pp of one’s personalized avatar
reduced the SoE over it. However, when taking a closer look at the
dimensions of SoE, it becomes apparent that we must differentiate
between the dimensions of SoE. Participants reported a reduction
in dimensions related to the position and behavior of the avatar,
with a significant effect on agency and a tendency on self-location.
However, they did not report a reduction in the identification with
the avatar, including self-attribution, change, or VBO. This result
indicates a reduction of bottom-up SoE [42]. The continued strong
top-down self-attribution and VBO highlight the necessity to dis-
tinguish between recognizing the shift in position and control and
an actual higher-cognitive dis-embodiment effect.

Increasing the mental distance between an individual and their
personalized avatar while maintaining self-attribution and VBO
holds promise for various applications. Besides perspective-taking
exercises, numerous psychotherapeutic approaches aim at creating
self-distancing to support self-reflection [43]. Spatially distancing
oneself from a virtual self could facilitate this mental disassociation.
Further, embodying different personas during this self-distancing
might offer benefits in mentally gaining new perspectives. For ex-
ample, regarding individuals with eating or body image disorders,
past research has shown that embodying and seeing different ver-
sions of one’s personalized avatar can impact participants’ body
image and body weight perception [26, 72, 85]. Distancing oneself
from one’s avatar and embodying different perspectives on one’s
body could further enhance such interventions.

Interestingly, participants reported reduced self-similarity after
the swap as they could see the personalized avatar’s face from
a closer distance. Regarding the qualitative answers, this closer
perspective led to an increased feeling of uncanniness, as minor dis-
crepancies between avatar and participant became more apparent.
In addition to continuously improving the quality of personalized
avatars, one solution would be to rely on more abstract avatars and
thus reduce the risk of an uncanny valley effect [64]. However, such
abstraction could limit applicability, as less detailed personalized
avatars might reduce self-attribution [23, 62]. On a more super-
ordinate level, it could be useful to identify the reasons behind
discomfort and disassociation with one’s personalized avatar. Some
participants reported discomfort with the reduction of control over
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it after the swap. Revising the introduction and initiation of the
body swap could increase comfort and strengthen the communica-
tion between the instructor and the participant.

6.2 After the Swap: Dis- or Multi-Embodiment?
Matching the findings regarding the personalized avatar, partic-
ipants reported a lower SoE toward the swap avatar in some di-
mensions, while in others, they prioritized the swap avatar. This
distinction differentiates between bottom-up SoE dimensions of
avatar position and behavior and top-down dimensions of identi-
fication with the avatar and its appearance. Participants reported
a higher sense of agency toward the swap avatar, at least in the
re-embody condition. However, they did not prioritize the sense of
self-location between the avatars. Regarding the identification with
and appearance of the avatar, participants preferred their person-
alized avatar, reporting higher self-similarity, self-attribution, and
VBO. Consequently, they distinguished clearly between the more
top-down oriented identification with an avatar, which remains
with the personalized avatar, and the assessment of their bottom-up
perceptible positioning and agency in the virtual environment.

One could argue that participants felt multi- or dual-embodiment
[36] effect regarding the bottom-up dimensions of SoE. While still
identifying with their personalized representation, participants did
not feel located stronger in one of the avatars than in the other. How-
ever, this also raises the question of whether a multi-embodiment
effect can be reduced to its bottom-up processes. Even after the
swap, participants identified with and felt VBO toward the person-
alized avatar, potentially given its appearance similarity. Previous
studies used avatars matching each other’s appearance [36], leading
to a sense of dual embodiment through bottom-up stimulation. In
other work, different-looking avatars affected SoE toward the swap
avatar [66]. However, whether participants still felt associated with
their primary avatar was not investigated. It remains questionable
whether typical embodiment effects [82] are also effective in the
presence of a non-embodied personalized avatar.

6.3 After the Swap: Self-Related Processes
We observed a positive correlation between post-VR measures of
interoceptive awareness and SoE toward the personalized avatar,
particularly in bottom-up oriented agency and the more top-down
oriented VBO, change, and self-location. This outcome aligns with
previous findings indicating a positive relationship between SoE
and interoceptive awareness [15, 22, 23]. Our pre-post results on
interoceptive awareness (swap effect) contradict the assumption
that embodying avatars might reduce interoceptive awareness due
to distraction or increased workload [23, 49]. In our study, subjects
engaged simultaneously with two avatars, each evoking varying
degrees of SoE. According to mental load theory, this dual load
should reduce bodily sensations’ processing capacity. However, our
findings did not show such a reduction. Participants reported no
significant swap effect in most interoceptive awareness ratings and
a slight increase in body listening. Notably, they shifted focus from
visual to bodily signals after the swap. Additionally, some partici-
pants enjoyed the meditation and anticipated positive effects over
time. This result suggests that habituation or engaging playfully

with the avatar could compensate for a potential initial decline of
body awareness [22].

It is crucial to balance the technical capabilities, including real-
time body swapping, with the original goals of increasing self-
compassion. Unfortunately, we did not find a positive effect of our
exercises on self-compassion, nor a difference between conditions.
In general, the state self-compassion ratings in our sample were
relatively high, indicating the possibility of a ceiling effect. Test-
ing with a more diverse sample could help gain insights into the
effects of virtual body swapping on self-compassion. On the other
hand, participants reported having trouble focusing on the medi-
tation. The novel experience of embodying a personalized avatar
and the even more novel experience of body swapping might have
suppressed the potential outcomes of our intervention. Finally, con-
sidering the main criticism of the self-compassion exercise, the
rigidity and potentially unclear instructions of the meditation ex-
ercise stick out. While the meditation task was derived from an
established self-compassion exercise [55], the VR implementation
led to some confusion. Learning from our results, future interfaces
should work on clarifying the direction of affirmations and individ-
ualizing their phrasing and pacing or creating more interactivity
during the exposure.

6.4 Personalized Avatars as Social Actors
Regarding the perception of the personalized avatar, an exciting new
question arises. Our research focused on perceiving the avatar as
part of the self and the SoE. Self-identification persisted even when
the avatar was left and participants embodied a second, uninvolved
avatar. We take this as a positive indicator for future virtual out-of-
body experiences [17]. Participants suggested various activities for
their avatars, prompting a question whether the personalized avatar
could be seen as a social partner. Given the external perspective on
and external control of the avatar, some alienation between the user
and avatar might occur, potentially causing a shift in self-location
and agency. Future work will show whether this alienation leads
to an experience of the avatar as a social presence [57].

Further, our results form a basis for future work regarding the
choice of swap avatar. In earlier studies, the swap avatar repre-
senting an authority figure by its role as a therapist increased the
positive effects of a self-counseling task compared to a personalized
avatar [58, 66]. Compared to that, we created swap avatars match-
ing the peer group of most of our participants, framed them as
compassionate friends without suggesting authority, and compared
them to an invisible swap partner. Except for agency, we found no
differences between these conditions regarding SoE. Additionally,
we received mixed feedback regarding the experience of not hav-
ing a 1pp avatar after the swap. Participants expressed only a few
remarks about the swap avatars besides not feeling as embodied in
them as in the personalized avatar. This may have contributed to
the lack of an effect on self-compassion. The effects of the previous
studies are likely due to an underlying Proteus effect. To create a
Proteus effect, an avatar must elicit a stereotypical association, such
as Freud as a good counselor [58] or Einstein as a mathematical
genius [6]. To focus on the personalized avatar, we used peers as
swap avatars that potentially did not trigger strong stereotypes.
However, given the potentials of the Proteus effect, creating swap
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avatars with a stronger association with intervention goals, such
as compassion or empathy, might be a key factor in designing a
virtual self-compassion intervention.

6.5 Future Work: Designing Virtual Perspective
Shifts in Mind-Body Interventions

While our results do not answer all questions on the perception of
virtual avatars and self-related processes in virtual body-swapping,
they offer some insights for future research. Considering the de-
sign space of a virtual perspective change out of one’s personalized
avatar, various settings can be adjusted. In the following, we discuss
requirements, challenges, and open questions regarding the appear-
ance and behavior of different design elements across different
moments of the experience.

6.5.1 The Personalized Avatar. In our scenario, photorealistic per-
sonalized representations of participants served as avatars. Past
work highlights a positive impact of realism and personalization on
SoE [52], yet it remains unclear whether this poses a risk for self-
related processes [23]. However, to stimulate self-related processes,
we see personalization as a possible opportunity. Participants highly
identified with their avatar even when placed outside of it. Beyond
appearance, the avatar’s body language post-body swap may be
pivotal. Creating similarities or deviations between participant be-
havior and avatar movements could be an exciting tool to impact
self-identification or self-related processing, as body language af-
fects the perception of compassion [5]. Controlling for possible
uncanny valley effects [40], we see great potential for future inves-
tigations into how changes in the appearance or behavior of the
avatar affect self-perception.

6.5.2 The Design of the Swap Avatar. Past research has shown
great application potential, especially concerning the swap avatar’s
appearance. By swapping with a mentor [58] or changing into
a childlike avatar [27], participants experienced support in their
self-reflection. The suggestions of our participants show that the
preferences regarding the swap avatar’s appearance can be very
individual. As mentioned, we opted for peers as swap avatars, not
aiming at a Proteus effect but a focus on the personalized avatar.
Besides that, the choice of our visible swap avatars and our human
swap partnersmay have impacted our results. First, we intentionally
limited our selection of swap avatars to two that were gender-
matched to the participants but not further individualized. Second,
we ensured the participants did not know the swap avatars before
the experience. Studies of avatar individualization have shown
their relevance in eliciting VBO [81] while critically evaluating
the importance of considering user preferences [30], and effects
on self-related processes such as body awareness [23]. Expanding
these findings considering swap avatars and familiarity could be
the next step in furthering the knowledge about the effects of avatar
appearance on user experience.

6.5.3 Behind the Scenes: The Swap Partner. A body swap scenario
involves a user, their current avatar, their swap avatar, and the unit
controlling the swap avatar. Our participants differed in their prefer-
ences regarding who could embody and control their personalized
avatars. Some mentioned allowing only a trusted person or no one.
This raises the question of who might be a suitable partner behind

the swap avatar. In our scenario, the swap partner was an assistant
experimenter sharing the physical space with the participant. This
created a co-embodiment situation in which subjects continued to
feel associated with their personalized avatar while another person
could view and control it from 1pp. Alternatives are imaginable.
One option involves a swap agent with computer-controlled anima-
tions instead of a human-embodied swap avatar. Using a swap agent
could offer increased situational control, which can be particularly
advantageous in phobia or anxiety [67]. Computer-animating the
personalized avatar facilitates adapting its body language to the
user. A second option could involve not animating the avatar cur-
rently not embodied by the user. Besides further increasing control,
this option would allow for a focus on the body without the effect
of possibly unfamiliar body language.

Regarding a human swap partner, their relationship with the par-
ticipant and their correspondence with the swap avatar raise the po-
tential for future work. Some participants expressed the preference
for swapping with someone familiar. The next step in intervention
development could be to investigate how swapping with a familiar
partner might affect the perception of the body swap. Additionally,
it might be relevant to elaborate on whether familiarity with the
swap avatar or the person controlling it is dominant in affecting
the body swap experience. Since our participants expressed very
individual preferences and fears toward the swap partner, future
work should investigate how the swap partner affects the person’s
social and self-related processes.

6.5.4 The Design Space of the Swap. We used a handshake ges-
ture to initiate the body swap, framing it as a swap even when the
partner was invisible. While a handshake might be appropriate in
some cultures, others may prefer alternative consensual gestures.
Additionally, different framings are possible depending on the ap-
pearance and the use of a human or computer-controlled swap
avatar. For example, stepping out of 1pp might be more beneficial
in some situations. It would allow complete control over the speed
of leaving 1pp and the perspective taken on. Further, it would pre-
vent giving up control to another person embodying one’s avatar.
Again, especially for individuals dealing with anxiety or body im-
age issues, increasing control over the situation could be beneficial
[67]. In other situations, a targeted swap with another person could
be preferable. As indicated by the participant’s comments on poten-
tial swap partners, a body swap, compared to a simple perspective
change, might raise the interaction to a new level. Swapping bodies
allows participants to work with their bodies while creating real
social interaction. Therefore, adapting to the respective necessi-
ties of different therapeutic or non-therapeutic situations is crucial.
Similarly, the swap initiation can be presented variously. Our partic-
ipants’ feedback mainly focused on the duration of the blackening
between the swap and the indirect touch via the hand controllers.
Future work could elaborate more deeply on which interactions
benefit different use cases.

6.5.5 Interactive Self-Compassion. Finally, another design element
of the swap scenario is the post-swap exercises. While some sub-
jects welcomed the quiet meditation in our design, others found it
challenging to engage with, and we did not find a positive impact on
self-compassion. Participants suggested post-swap exercises, pre-
dominantly involving shared physical activities or social interaction
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with the personalized avatar, aligning to prior work [58]. Further,
participants’ opinions varied regarding the verbal task instructions.
Future work could investigate how different exercises and interac-
tions benefit self-related processes in mind-body interventions and
how these can be implemented.

6.5.6 Risk Factors. In this initial evaluation of our prototype with
healthy participants, some concerns emerged that merit attention in
future work. Some participants expressed concern about who might
experience their personalized avatar from 1pp. These concerns spot-
light an issue regarding intimacy in virtual spaces. It is crucial to
investigate whether allowing someone else to control an individ-
ual’s personalized avatar is perceived as intimate. A virtual body
swap might not inherently invade intimate space [38], given the ab-
sence of physical proximity from 1pp. Nevertheless, the experience
of a third-party embodiment could affect the perceived intimacy
or cause a loss of control over one’s bodily depiction. A second
concern expressed by participants was discomfort with embodying
another character while their personalized avatar coexisted in the
same virtual space. Again, future work must probe whether this
scenario triggers adverse emotions and how to counteract them.
Thirdly, some participants experienced an uncanny valley effect
after the body swap, perceiving a reduced self-similarity between
themselves and the avatar. This finding could be due to the novel
perspective but also to the design of the avatars. Further investiga-
tion is necessary to avoid this effect in future implementations.

6.5.7 Individualization. In summary, diverse and sometimes con-
flicting preferences and concerns were evident among participants
regarding various design elements, be it the personalized avatar, the
swap avatar, the swap partner, or the interaction. While self-related
processes can be considered overarching for mind-body interven-
tions [12], addressing individuals’ distinct needs is crucial. Hence,
future work should aim to identify and incorporate respective target
groups’ specific needs and vulnerabilities into the design of virtual
body swaps or other mind-body-oriented virtual self-encounters.

6.6 Limitations
In addition to the potential social presence effects and lack of control
regarding the similarity between our participants and the swap
avatars mentioned above, we want to point out a few limitations.

In this study, all participants started by embodying the personal-
ized avatar. This sequence could have impacted our findings, con-
sidering that the order in which different avatar types are embodied
can affect how users perceive them [21]. We opted for this design
to make it easy for participants to familiarize themselves with the
virtual environment. A reasonable alternative for future studies
could be to use a balanced design with participants either embody-
ing their personalized or the respective swap avatar first. That way,
the “compassionate friend” would be represented by either the per-
sonalized or the swap avatar. As prior work has shown, the identity
of an avatar can determine the efficacy of avatar-mediated inter-
ventions [58]. Thus, providing insights into whether this is the case
for self-compassion settings could be the next step in illustrating
the effect of avatar identity on therapy-relevant outcomes.

In addition, while we explored various dimensions of SoE, we did
not include a behavioral measure of SoE. Typically, methods like

a virtual threat are used to measure VBO objectively [37]. While
integrating a threat measure would have raised additional ethical
concerns in our study, there is another reason for its exclusion.
Adding a threat could affect how users empathize with their avatar,
potentially biasing the outcomes of a self-compassion task. Nonethe-
less, it would be a good opportunity for future work to close this gap
and determine how participants react visually to their de-embodied,
personalized avatars being threatened.

Finally, our results are limited concerning our sample. We tested
with a relatively small sample size, allowing extensive interviews
after the experience but preventing the calculation of interaction or
moderating effects between dependent variables. Particularly in the
interaction between SoE and interoceptive awareness, investigat-
ing with a larger sample would have been interesting to determine
whether the SoE plays an additional role in interoception compared
to the swap avatar. Additionally, our sample was relatively homo-
geneous, consisting of young, healthy students with limited VR
experience. All participants confirmed being comfortable with an-
other person controlling their personalized avatar. Our data might
be limited here, as we do not know how people with a stronger
sense of intimacy or a lower self-compassion would respond to
our system. However, our study marks the initial evaluation of our
system. Consequently, concerning the potential risks associated
with body-swapping, our findings represent a crucial initial stride
toward future research involving more vulnerable demographics.

7 CONCLUSION
We present a virtual body-swapping system that allows multiple
users to embody their personalized photorealistic avatars and to
switch perspectives with other users in real-time. In our evaluation
with 20 participants, we address the effect of a virtual body swap on
the sense of virtual embodiment (SoE) toward one’s personalized
and swap avatar. We further connect this SoE to other self-related
processes during the experience, including interoceptive aware-
ness and self-compassion. Our results show that, while bottom-up
processes of SoE pass over to the new avatar, the top-down self-
identification remains with the personalized avatar even after the
body swap. We further could show that while self-compassion
remained unaffected, participants’ interoceptive awareness was
slightly increased after the body swap. Finally, we define a set of
affordances for future research and design in the context of body
swap-based virtual mind-body interventions. Virtual body swap
experiences can be an innovative milestone for all interventions
that work with perspective change. Our work sets an important
stepping stone for the future design of such systems.

ACKNOWLEDGMENTS
This research has been funded by the German Federal Ministry
of Education and Research (16SV8219, 16SV8223 and 16SV8225)
and by the German Federal Ministry of Labour and Social Affairs
(DKI.00.00030.21). We thank Lena Holderrieth and Julian Knepel
for their assistance in implementing the prototype and the students
of our MCS project course for supporting the study. We thank
Matthias Beck, Lena Holderrieth, and Theresa Schell for supporting
figure creation. Erik Wolf gratefully acknowledges a Meta Research
PhD Fellowship.



pre
pri
nt

CHI ’24, May 11–16, 2024, Honolulu, HI, USA Döllinger et al.

REFERENCES
[1] Jascha Achenbach, Thomas Waltemate, Marc Erich Latoschik, and Mario Botsch.

2017. Fast Generation of Realistic Virtual Humans. In Proceedings of the 23rd ACM
Symposium on Virtual Reality Software and Technology (Gothenburg, Sweden)
(VRST ’17). Association for Computing Machinery, New York, NY, USA, Article
12, 10 pages. https://doi.org/10.1145/3139131.3139154

[2] Agisoft. 2024. Metashape Pro. Retrieved February 20, 2024 from http://www.
agisoft.com

[3] Autodesk. 2022. Character Generator. Retrieved 20.02.2024 from https://
charactergenerator.autodesk.com

[4] Zeynep Aydın Sünbül and Neslihan Arıcı Özcan. 2022. The Mediating Role of
Negative Mood States and Body Responsiveness in the Associations of Mindful-
ness and Self-Compassion with Life Satisfaction. Studia Psychologica 64, 4 (Dec.
2022), 343–355. https://doi.org/10.31577/sp.2022.04.858

[5] Sofie I. Baguley, Alina Pavlova, and Nathan S. Consedine. 2022. More than a
feeling? What does compassion in healthcare ’look like’ to patients? Health
Expect 25, 4 (jun 2022), 1691–1702. https://doi.org/10.1111/hex.13512

[6] Domna Banakou, Sameer Kishore, and Mel Slater. 2018. Virtually Being Einstein
Results in an Improvement in Cognitive Task Performance and a Decrease in Age
Bias. Frontiers in Psychology 9 (2018). https://doi.org/10.3389/fpsyg.2018.00917

[7] Andrea Bartl, Stephan Wenninger, Erik Wolf, Mario Botsch, and Marc Erich
Latoschik. 2021. Affordable But Not Cheap: A Case Study of the Effects of Two
3D-Reconstruction Methods of Virtual Humans. Frontiers in Virtual Reality 2
(2021), 18. https://doi.org/10.3389/frvir.2021.694617

[8] Michael P. Berry, Jacqueline Lutz, Zev Schuman-Olivier, Christopher Germer,
Susan Pollak, Robert R. Edwards, Paula Gardiner, Gaelle Desbordes, and Vitaly
Napadow. 2020. Brief Self-Compassion Training Alters Neural Responses to
Evoked Pain for Chronic Low Back Pain: A Pilot Study. Pain Medicine 21, 10 (08
2020), 2172–2185. https://doi.org/10.1093/pm/pnaa178

[9] Louise Boland, Dorian Campbell, Monika Fazekas, Wataru Kitagawa, Lorna
MacIver, Klaudia Rzeczkowska, and David Gillanders. 2021. An experimental
investigation of the effects of perspective-taking on emotional discomfort, cog-
nitive fusion and self-compassion. Journal of Contextual Behavioral Science 20
(2021), 27–34. https://doi.org/10.1016/j.jcbs.2021.02.004

[10] Stéphane Bouchard, Geneviéve Robillard, Julie St-Jacques, Stéphanie Dumoulin,
Marie-Josée Patry, and Patrice Renaud. 2004. Reliability and validity of a single-
item measure of presence in VR. In Proceedings of the Second International Con-
ference on Creating, Connecting and Collaborating through Computing. IEEE, New
York, NY, USA, 59–61. https://doi.org/10.1109/HAVE.2004.1391882

[11] Tosca D. Braun, Crystal L. Park, and Amy Gorin. 2016. Self-compassion, body
image, and disordered eating: A review of the literature. Body Image 17 (2016),
117–131. https://doi.org/10.1016/j.bodyim.2016.03.003

[12] Willoughby B. Britton, Gaëlle Desbordes, Rebecca Acabchuk, Sarah Peters,
Jared R. Lindahl, Nicholas K. Canby, David R. Vago, Travis Dumais, Jonah Lipsky,
Hannah Kimmel, Lauren Sager, Hadley Rahrig, Aya Cheaito, Pamela Acero, Jodi
Scharf, Sara W. Lazar, Zev Schuman-Olivier, Rebecca Ferrer, and Ethan Moitra.
2021. From Self-Esteem to Selflessness: An Evidence (Gap) Map of Self-Related
Processes as Mechanisms of Mindfulness-Based Interventions. Frontiers in Psy-
chology 12 (2021), 19 pages. https://doi.org/10.3389/fpsyg.2021.730972

[13] Diana Burychka, Marta Miragall, and Rosa M. Baños. 2021. Towards a com-
prehensive understanding of body image: integrating positive body image, em-
bodiment and self-compassion. Psychologica Belgica 61, 1 (2021), 248. https:
//doi.org/10.5334/pb.1057

[14] Captury. 2024. Captury Live. Retrieved February 20, 2024 from https://captury.
com/

[15] Ausiàs Cebolla, Marta Miragall, Priscila Palomo, Roberto Llorens, Joaquim Soler,
Marcelo Demarzo, Javier García-Campayo, and RosaM. Baños. 2016. Embodiment
and body awareness in meditators. Mindfulness 7 (2016), 1297–1305. https:
//doi.org/10.1007/s12671-016-0569-x

[16] Vicente Javier Clemente-Suárez, Marina Begoña Martínez-González, Juan Camilo
Benitez-Agudelo, Eduardo Navarro-Jiménez, Ana Isabel Beltran-Velasco, Pablo
Ruisoto, Esperanza Diaz Arroyo, Carmen Cecilia Laborde-Cárdenas, and
Jose Francisco Tornero-Aguilera. 2021. The Impact of the COVID-19 Pandemic
on Mental Disorders. A Critical Review. International Journal of Environmen-
tal Research and Public Health 18, 19 (2021), 25 pages. https://doi.org/10.3390/
ijerph181910041

[17] Dixuan Cui and Christos Mousas. 2023. Evaluating the Sense of Embodiment
through Out-of-Body Experience and Tactile Feedback. In Proceedings of the
18th ACM SIGGRAPH International Conference on Virtual-Reality Continuum
and Its Applications in Industry (Guangzhou, China) (VRCAI ’22). Association
for Computing Machinery, New York, NY, USA, Article 23, 7 pages. https:
//doi.org/10.1145/3574131.3574456

[18] Michael Dambrun, Léa Martinon, Catherine Juneau, Sylvie Droit-Volet, Maya
Corman, Pierre De Oliveira, and Nicolas Pellerin. 2023. Changes in Self-Location
During the Practice of Mindfulness Meditation in Novices. Mindfulness 14, 1
(2023), 174–191. https://doi.org/10.6084/m9.figshare.16955407.v2

[19] Michael Datko, Zev Schuman-Olivier, Ludovica Brusaferri, Hope Housman,
Sarasa Tohyama, Kassandra Round, Ronald Garcia, Randy Gollub, Robert Ed-
wards, Bruce Rosen, Nouchine Hadjikhani, Hsinlin Cheng, Marco Loggia, and
Vitaly Napadow. 2022. Insula Response to Interoception Is Inversely Corre-
lated with Trait Mindfulness, Self-compassion, and Migraine Frequency in Pa-
tients with Episodic Migraine. The Journal of Pain 23, 5, Supplement (2022), 45.
https://doi.org/10.1016/j.jpain.2022.03.171

[20] Henrique Galvan Debarba, Sidney Bovet, Roy Salomon, Olaf Blanke, Bruno Her-
belin, and Ronan Boulic. 2017. Characterizing first and third person viewpoints
and their alternation for embodied interaction in virtual reality. PLOS ONE 12,
12 (12 2017), 1–19. https://doi.org/10.1371/journal.pone.0190109

[21] Georgiana Cristina Dobre, Marta Wilczkowiak, Marco Gillies, Xueni Pan, and
Sean Rintel. 2022. Nice is Different than Good: Longitudinal Communicative
Effects of Realistic and Cartoon Avatars in Real Mixed Reality Work Meetings. In
Extended Abstracts of the 2022 CHI Conference on Human Factors in Computing Sys-
tems (NewOrleans, LA, USA) (CHI EA ’22). Association for ComputingMachinery,
NewYork, NY, USA, Article 437, 7 pages. https://doi.org/10.1145/3491101.3519628

[22] Nina Döllinger, Erik Wolf, Mario Botsch, Marc Erich Latoschik, and Carolin
Wienrich. 2023. Are Embodied Avatars Harmful to Our Self-Experience? The
Impact of Virtual Embodiment on Body Awareness. In Proceedings of the 2023
CHI Conference on Human Factors in Computing Systems (Hamburg, Germany)
(CHI ’23). Association for Computing Machinery, New York, NY, USA, Article
492, 14 pages. https://doi.org/10.1145/3544548.3580918

[23] Nina Döllinger, Matthias Beck, Erik Wolf, David Mal, Mario Botsch, Marc Erich
Latoschik, and Carolin Wienrich. 2023. “If It’s Not Me It Doesn’t Make a Dif-
ference” - The Impact of Avatar Personalization on user Experience and Body
Awareness in Virtual Reality. In 2023 IEEE International Symposium on Mixed and
Augmented Reality (ISMAR). 483–492. https://doi.org/10.1109/ISMAR59233.2023.
00063

[24] Nina Döllinger, Carolin Wienrich, and Marc Erich Latoschik. 2021. Challenges
and Opportunities of Immersive Technologies for Mindfulness Meditation: A
Systematic Review. Frontiers in Virtual Reality 2 (2021), 29. https://doi.org/10.
3389/frvir.2021.644683

[25] Nina Döllinger, Erik Wolf, David Mal, Nico Erdmannsdörfer, Mario Botsch,
Marc Erich Latoschik, and Carolin Wienrich. 2022. Virtual Reality for Mind
and Body: Does the Sense of Embodiment Towards a Virtual Body Affect Physi-
cal Body Awareness?. In Proceedings of the 2022 CHI Conference on Human Factors
in Computing Systems (New Orleans, US). Association for Computing Machinery,
New York, NY, USA, 1–8. https://doi.org/10.1145/3491101.3519613

[26] Nina Döllinger, Erik Wolf, David Mal, Stephan Wenninger, Mario Botsch,
Marc Erich Latoschik, and Carolin Wienrich. 2022. Resize Me! Exploring the
User Experience of Embodied Realistic Modulatable Avatars for Body Image
Intervention in Virtual Reality. Frontiers in Virtual Reality 3 (2022), 22 pages.
https://doi.org/10.3389/frvir.2022.935449

[27] Caroline J. Falconer, Aitor Rovira, John A. King, Paul Gilbert, Angus Antley,
Pasco Fearon, Neil Ralph, Mel Slater, and Chris R. Brewin. 2016. Embodying
self-compassion within virtual reality and its effects on patients with depression.
BJPsych open 2, 1 (2016), 74–80. https://doi.org/10.1192/bjpo.bp.115.002147

[28] Marie Luisa Fiedler, Erik Wolf, Nina Döllinger, Mario Botsch, Marc Erich
Latoschik, and Carolin Wienrich. 2023. Embodiment and personalization for
self-identification with virtual humans. In 2023 IEEE Conference on Virtual Reality
and 3D User Interfaces Abstracts and Workshops (VRW). IEEE, New York, NY, USA,
799–800. https://doi.org/10.1109/VRW58643.2023.00242

[29] Maria L. Filippetti and Manos Tsakiris. 2017. Heartfelt embodiment: Changes in
body-ownership and self-identification produce distinct changes in interoceptive
accuracy. Cognition 159 (2017), 1–10. https://doi.org/10.1016/j.cognition.2016.11.
002

[30] Rebecca Fribourg, Ferran Argelaguet, Anatole Lécuyer, and Ludovic Hoyet. 2020.
Avatar and sense of embodiment: Studying the relative preference between
appearance, control and point of view. IEEE transactions on visualization and
computer graphics 26, 5 (2020), 2062–2072. https://doi.org/10.1109/TVCG.2020.
2973077

[31] Henrique Galvan Debarba, Sidney Bovet, Roy Salomon, Olaf Blanke, Bruno Her-
belin, and Ronan Boulic. 2017. Characterizing first and third person viewpoints
and their alternation for embodied interaction in virtual reality. PloS one 12, 12
(2017), e0190109. https://doi.org/10.1371/journal.pone.0190109

[32] Sarah N. Garfinkel, Anil K. Seth, Adam B. Barrett, Keisuke Suzuki, and Hugo D.
Critchley. 2015. Knowing your own heart: Distinguishing interoceptive accuracy
from interoceptive awareness. Biological Psychology 104 (2015), 65–74. https:
//doi.org/10.1016/j.biopsycho.2014.11.004

[33] Richa Gawande, My Ngoc To, Elizabeth Pine, Todd Griswold, Timothy B. Creedon,
Alexandra Brunel, Angela Lozada, Eric B. Loucks, and Zev Schuman-Olivier. 2019.
Mindfulness training enhances self-regulation and facilitates health behavior
change for primary care patients: a randomized controlled trial. Journal of general
internal medicine 34 (2019), 293–302. https://doi.org/10.1007/s11606-018-4739-5

[34] Janice E. Gellis. 2017. Complementary, Alternative, and Integrative Therapies
(CAIT). In Pain Medicine: An Essential Review, R. Jason Yong, Michael Nguyen,
Ehren Nelson, and Richard D. Urman (Eds.). Springer International Publishing,

https://doi.org/10.1145/3139131.3139154
http://www.agisoft.com
http://www.agisoft.com
https://charactergenerator.autodesk.com
https://charactergenerator.autodesk.com
https://doi.org/10.31577/sp.2022.04.858
https://doi.org/10.1111/hex.13512
https://doi.org/10.3389/fpsyg.2018.00917
https://doi.org/10.3389/frvir.2021.694617
https://doi.org/10.1093/pm/pnaa178
https://doi.org/10.1016/j.jcbs.2021.02.004
https://doi.org/10.1109/HAVE.2004.1391882
https://doi.org/10.1016/j.bodyim.2016.03.003
https://doi.org/10.3389/fpsyg.2021.730972
https://doi.org/10.5334/pb.1057
https://doi.org/10.5334/pb.1057
https://captury.com/
https://captury.com/
https://doi.org/10.1007/s12671-016-0569-x
https://doi.org/10.1007/s12671-016-0569-x
https://doi.org/10.3390/ijerph181910041
https://doi.org/10.3390/ijerph181910041
https://doi.org/10.1145/3574131.3574456
https://doi.org/10.1145/3574131.3574456
https://doi.org/10.6084/m9.figshare.16955407.v2
https://doi.org/10.1016/j.jpain.2022.03.171
https://doi.org/10.1371/journal.pone.0190109
https://doi.org/10.1145/3491101.3519628
https://doi.org/10.1145/3544548.3580918
https://doi.org/10.1109/ISMAR59233.2023.00063
https://doi.org/10.1109/ISMAR59233.2023.00063
https://doi.org/10.3389/frvir.2021.644683
https://doi.org/10.3389/frvir.2021.644683
https://doi.org/10.1145/3491101.3519613
https://doi.org/10.3389/frvir.2022.935449
https://doi.org/10.1192/bjpo.bp.115.002147
https://doi.org/10.1109/VRW58643.2023.00242
https://doi.org/10.1016/j.cognition.2016.11.002
https://doi.org/10.1016/j.cognition.2016.11.002
https://doi.org/10.1109/TVCG.2020.2973077
https://doi.org/10.1109/TVCG.2020.2973077
https://doi.org/10.1371/journal.pone.0190109
https://doi.org/10.1016/j.biopsycho.2014.11.004
https://doi.org/10.1016/j.biopsycho.2014.11.004
https://doi.org/10.1007/s11606-018-4739-5


pre
pri
nt

Virtual Body Swapping CHI ’24, May 11–16, 2024, Honolulu, HI, USA

Cham, 419–427. https://doi.org/10.1007/978-3-319-43133-8_111
[35] Megan Godbee and Maria Kangas. 2020. The Relationship Between Flexible

Perspective Taking and Emotional Well-Being: A Systematic Review of the “Self-
as-Context” Component of Acceptance and Commitment Therapy. Behavior
Therapy 51, 6 (2020), 917–932. https://doi.org/10.1016/j.beth.2019.12.010

[36] Arvid Guterstam, Dennis EO Larsson, Joanna Szczotka, and H Henrik Ehrsson.
2020. Duplication of the bodily self: a perceptual illusion of dual full-body
ownership and dual self-location. Royal Society open science 7, 12 (2020), 201911.
https://doi.org/10.1098/rsos.201911

[37] Martin Guy, Jean-Marie Normand, Camille Jeunet-Kelway, andGuillaumeMoreau.
2023. The sense of embodiment in Virtual Reality and its assessment methods.
Frontiers in Virtual Reality 4 (2023), 23 pages. https://doi.org/10.3389/frvir.2023.
1141683

[38] Edward T. Hall. 1966. The hidden dimension. Vol. 609. Anchor, New York.
[39] Adam W. Hanley, Michael Dambrun, and Eric L. Garland. 2020. Effects of

mindfulness meditation on self-transcendent states: perceived body boundaries
and spatial frames of reference. Mindfulness 11 (2020), 1194–1203. https:
//doi.org/10.1007/s12671-020-01330-9

[40] Chin-Chang Ho and Karl F. MacDorman. 2017. Measuring the uncanny valley
effect. International Journal of Social Robotics 9, 1 (2017), 129–139. https://doi.
org/10.1007/s12369-016-0380-9

[41] Edmund Husserl. 1989. Ideas pertaining to a pure phenomenology and to a phe-
nomenological philosophy: Second book studies in the phenomenology of constitution.
Vol. 1. Springer Dordrecht; Kluwer Academic Publishers 1989, Dordrecht, The
Netherlands.

[42] Konstantina Kilteni, Raphaela Groten, and Mel Slater. 2012. The sense of em-
bodiment in virtual reality. Presence: Teleoperators & Virtual Environments 21, 4
(2012), 373–387. https://doi.org/10.1162/PRES_a_00124

[43] Ethan Kross and Ozlem Ayduk. 2017. Chapter Two - Self-Distancing: Theory,
Research, and Current Directions. In Advances in experimental social psychology,
James M. Olson (Ed.). Advances in Experimental Social Psychology, Vol. 55.
Academic Press, 81–136. https://doi.org/10.1016/bs.aesp.2016.10.002

[44] Daniel Landau. 2020. Meeting Yourself in Virtual Reality. Shifting Interfaces: An
Anthology of Presence, Empathy, and Agency in 21st-Century Media Arts (2020),
47.

[45] Mi-Sun Lee, Sun Je Kim, Jeong-Ho Chae, Soo-Young Bhang, Mimi Lee,
Hyeong Beom Kim, and Hyu Jung Huh. 2023. Pilot Study About the Effects
of the Soma Experiencing Motion (Soma e-Motion) Program on Interoceptive
Awareness and Self-Compassion. Psychiatry Investigation 20, 3 (2023), 284.
https://doi.org/10.30773/pi.2022.0312

[46] Candi M.C. Leung, Margaret K. Ho, Alina A. Bharwani, Hugo Cogo-Moreira,
Yishan Wang, Mathew S.C. Chow, Xiaoyan Fan, Sandro Galea, Gabriel M. Leung,
and Michael Y. Ni. 2022. Mental disorders following COVID-19 and other epi-
demics: a systematic review and meta-analysis. Translational Psychiatry 12, 1
(2022), 205. https://doi.org/10.1038/s41398-022-01946-6

[47] Philipp Mayring. 2021. Qualitative content analysis: A step-by-step guide. Quali-
tative Content Analysis (2021), 1–100.

[48] Wolf E. Mehling, Michael Acree, Anita Stewart, Jonathan Silas, and Alexander
Jones. 2018. Themultidimensional assessment of interoceptive awareness, version
2 (MAIA-2). PloS one 13, 12 (2018), 12 pages. https://doi.org/10.1371/journal.
pone.0208034

[49] Luis Mejia-Puig and Tilanka Chandrasekera. 2023. The Presentation of Self in
Virtual Reality: A Cognitive Load Study. Journal of Interior Design 48, 1 (2023),
29–46. https://doi.org/10.1111/joid.12234 arXiv:https://doi.org/10.1111/joid.12234

[50] Sota Mizoguchi, Keigo Matsumoto, Takato Mizuho, and Takuji Narumi. 2023.
Effect of Avatar Anthropomorphism on Bodily Awareness and Time Estimation
in Virtual Reality. In ACM Symposium on Applied Perception 2023 (Los Angeles,
CA, USA) (SAP ’23). Association for Computing Machinery, New York, NY, USA,
Article 9, 10 pages. https://doi.org/10.1145/3605495.3605793

[51] Alessandro Monti, Giuseppina Porciello, Gaetano Tieri, and Salvatore M. Aglioti.
2020. The “embreathment” illusion highlights the role of breathing in corporeal
awareness. Journal of Neurophysiology 123, 1 (2020), 420–427. https://doi.org/10.
1152/jn.00617.2019

[52] Aske Mottelson, Andreea Muresan, Kasper Hornbæk, and Guido Makransky.
2023. A Systematic Review and Meta-Analysis of the Effectiveness of Body
Ownership Illusions in Virtual Reality. ACM Trans. Comput.-Hum. Interact. (apr
2023), 42 pages. https://doi.org/10.1145/3590767

[53] S. C. Mölbert, A. Thaler, B. J. Mohler, S. Streuber, J. Romero, M. J. Black, S. Zipfel,
H.-O. Karnath, and K. E. Giel. 2018. Assessing body image in anorexia nervosa
using biometric self-avatars in virtual reality: Attitudinal components rather
than visual body size estimation are distorted. Psychological Medicine 48, 4 (2018),
642–653. https://doi.org/10.1017/S0033291717002008

[54] Kristin Neff. 2003. Self-compassion: An alternative conceptualization of a healthy
attitude toward oneself. Self and identity 2, 2 (2003), 85–101. https://doi.org/10.
1080/15298860309032

[55] Kristin Neff. 2023. Self-Compassion Guided Practices and Exercises. Re-
trieved 29.08.2023 from https://self-compassion.org/category/exercises/#guided-
meditations

[56] Kristin D. Neff, István Tóth-Király, Marissa C. Knox, Ashley Kuchar, and Oliver
Davidson. 2021. The development and validation of the state self-compassion
scale (long-and short form). Mindfulness 12 (2021), 121–140. https://doi.org/10.
1007/s12671-020-01505-4

[57] Catherine S. Oh, Jeremy N. Bailenson, and Gregory F. Welch. 2018. A Systematic
Review of Social Presence: Definition, Antecedents, and Implications. Frontiers
in Robotics and AI 5 (2018), 35 pages. https://doi.org/10.3389/frobt.2018.00114

[58] Sofia Adelaide Osimo, Rodrigo Pizarro, Bernhard Spanlang, and Mel Slater. 2015.
Conversations between self and self as Sigmund Freud—A virtual body ownership
paradigm for self counselling. Scientific reports 5, 1 (2015), 13899. https://doi.
org/10.1038/srep13899

[59] Michaela C. Pascoe, Michael J. de Manincor, Mats Hallgren, Peter A. Baldwin,
Jana Tseberja, and Alexandra G. Parker. 2021. Psychobiological Mechanisms
Underlying the Mental Health Benefits of Yoga-Based Interventions: a Narrative
Review. Mindfulness 12, 12 (01 Dec 2021), 2877–2889. https://doi.org/10.1007/
s12671-021-01736-z

[60] Filip Raes, Elizabeth Pommier, Kristin D. Neff, and Dinska Van Gucht. 2011.
Construction and factorial validation of a short form of the self-compassion scale.
Clinical psychology & psychotherapy 18, 3 (2011), 250–255. https://doi.org/10.
1002/cpp.702

[61] Daniel Roth and Marc Erich Latoschik. 2020. Construction of the Virtual Embod-
iment Questionnaire (VEQ). IEEE Transactions on Visualization and Computer
Graphics 26, 12 (2020), 3546–3556. https://doi.org/10.1109/TVCG.2020.3023603

[62] Anca Salagean, Eleanor Crellin, Martin Parsons, Darren Cosker, and Danaë
Stanton Fraser. 2023. Meeting Your Virtual Twin: Effects of Photorealism
and Personalization on Embodiment, Self-Identification and Perception of Self-
Avatars in Virtual Reality. In Proceedings of the 2023 CHI Conference on Hu-
man Factors in Computing Systems (Hamburg, Germany) (CHI ’23). Associa-
tion for Computing Machinery, New York, NY, USA, Article 499, 16 pages.
https://doi.org/10.1145/3544548.3581182

[63] Kimberly B. Schauder, Lisa E. Mash, Lauren K. Bryant, and Carissa J. Cascio. 2015.
Interoceptive ability and body awareness in autism spectrum disorder. Journal
of Experimental Child Psychology 131 (3 2015), 193–200. https://doi.org/10.1016/
j.jecp.2014.11.002

[64] Mincheol Shin, Se Jung Kim, and Frank Biocca. 2019. The uncanny valley: No
need for any further judgments when an avatar looks eerie. Computers in Human
Behavior 94 (2019), 100–109. https://doi.org/10.1016/j.chb.2019.01.016

[65] Richard Shusterman. 2008. Body consciousness: A philosophy of mindfulness and
somaesthetics. Cambridge University Press.

[66] Mel Slater, Solène Neyret, Tania Johnston, Guillermo Iruretagoyena, Mercè Ál-
varez de la Campa Crespo, Miquel Alabèrnia-Segura, Bernhard Spanlang, and
Guillem Feixas. 2019. An experimental study of a virtual reality counselling
paradigm using embodied self-dialogue. Scientific reports 9, 1 (2019), 10903.
https://doi.org/10.1038/s41598-019-46877-3

[67] Matthew P. Somerville, Helen MacIntyre, Amy Harrison, and Iris B. Mauss. 2023.
Emotion Controllability Beliefs and Young People’s Anxiety and Depression
Symptoms: A Systematic Review. Adolescent Research Review (29 Apr 2023),
19 pages. https://doi.org/10.1007/s40894-023-00213-z

[68] Bernhard Spanlang, Jean-Marie Normand, David Borland, Konstantina Kilteni,
Elias Giannopoulos, Ausiàs Pomés, Mar González-Franco, Daniel Perez-Marcos,
Jorge Arroyo-Palacios, Xavi Navarro Muncunill, et al. 2014. How to build an em-
bodiment lab: achieving body representation illusions in virtual reality. Frontiers
in Robotics and AI 1 (2014), 9. https://doi.org/10.3389/frobt.2014.00009

[69] Carsten Stoll, Nils Hasler, Juergen Gall, Hans-Peter Seidel, and Christian Theobalt.
2011. Fast articulated motion tracking using a sums of Gaussians body model.
In 2011 International Conference on Computer Vision. IEEE Computer Society,
Washington, DC, 951–958. https://doi.org/10.1109/ICCV.2011.6126338

[70] Galia Tanay and Amit Bernstein. 2013. State Mindfulness Scale (SMS): de-
velopment and initial validation. Psychological assessment 25, 4 (2013), 1286.
https://doi.org/10.1037/a0034044

[71] Sara B. Taylor, Kristy Arbon, and Faith Reynolds. 2021. Somatic Self-Compassion
Training Reduces Perceived Stress, Internalized Shame, and Bodily Shame while
Increasing Coping Self-efficacy and Self-compassion. OBM Integrative and Com-
plementary Medicine 6, 1 (2021), 1–11. https://doi.org/10.21926/obm.icm.2101011

[72] Anne Thaler, Ivelina V. Piryankova, Jeanine K. Stefanucci, Sergi Pujades, Stephan
de la Rosa, Stephan Streuber, Javier Romero, Michael J. Black, and Betty J. Mohler.
2018. Visual Perception and Evaluation of Photo-Realistic Self-Avatars From
3D Body Scans in Males and Females. Frontiers in ICT 5 (2018), 18. https:
//doi.org/10.3389/fict.2018.00018

[73] Bach Xuan Tran, Chloe Harijanto, Giang Thu Vu, and Roger C.M. Ho. 2020.
Global mapping of interventions to improve quality of life using mind-body
therapies during 1990–2018. Complementary Therapies in Medicine 49 (2020),
102350. https://doi.org/10.1016/j.ctim.2020.102350

[74] Unity Technologies. 2024. Unity Real-Time Development Platform. Retrieved
February 20, 2024 from https://unity.com

[75] Valve Corporation. 2024. Index. Retrieved February 20, 2024 from https:
//store.steampowered.com/valveindex

https://doi.org/10.1007/978-3-319-43133-8_111
https://doi.org/10.1016/j.beth.2019.12.010
https://doi.org/10.1098/rsos.201911
https://doi.org/10.3389/frvir.2023.1141683
https://doi.org/10.3389/frvir.2023.1141683
https://doi.org/10.1007/s12671-020-01330-9
https://doi.org/10.1007/s12671-020-01330-9
https://doi.org/10.1007/s12369-016-0380-9
https://doi.org/10.1007/s12369-016-0380-9
https://doi.org/10.1162/PRES_a_00124
https://doi.org/10.1016/bs.aesp.2016.10.002
https://doi.org/10.30773/pi.2022.0312
https://doi.org/10.1038/s41398-022-01946-6
https://doi.org/10.1371/journal.pone.0208034
https://doi.org/10.1371/journal.pone.0208034
https://doi.org/10.1111/joid.12234
https://arxiv.org/abs/https://doi.org/10.1111/joid.12234
https://doi.org/10.1145/3605495.3605793
https://doi.org/10.1152/jn.00617.2019
https://doi.org/10.1152/jn.00617.2019
https://doi.org/10.1145/3590767
https://doi.org/10.1017/S0033291717002008
https://doi.org/10.1080/15298860309032
https://doi.org/10.1080/15298860309032
https://self-compassion.org/category/exercises/#guided-meditations
https://self-compassion.org/category/exercises/#guided-meditations
https://doi.org/10.1007/s12671-020-01505-4
https://doi.org/10.1007/s12671-020-01505-4
https://doi.org/10.3389/frobt.2018.00114
https://doi.org/10.1038/srep13899
https://doi.org/10.1038/srep13899
https://doi.org/10.1007/s12671-021-01736-z
https://doi.org/10.1007/s12671-021-01736-z
https://doi.org/10.1002/cpp.702
https://doi.org/10.1002/cpp.702
https://doi.org/10.1109/TVCG.2020.3023603
https://doi.org/10.1145/3544548.3581182
https://doi.org/10.1016/j.jecp.2014.11.002
https://doi.org/10.1016/j.jecp.2014.11.002
https://doi.org/10.1016/j.chb.2019.01.016
https://doi.org/10.1038/s41598-019-46877-3
https://doi.org/10.1007/s40894-023-00213-z
https://doi.org/10.3389/frobt.2014.00009
https://doi.org/10.1109/ICCV.2011.6126338
https://doi.org/10.1037/a0034044
https://doi.org/10.21926/obm.icm.2101011
https://doi.org/10.3389/fict.2018.00018
https://doi.org/10.3389/fict.2018.00018
https://doi.org/10.1016/j.ctim.2020.102350
https://unity.com
https://store.steampowered.com/valveindex
https://store.steampowered.com/valveindex


pre
pri
nt

CHI ’24, May 11–16, 2024, Honolulu, HI, USA Döllinger et al.

[76] Valve Corporation. 2024. SteamVR. Retrieved February 20, 2024 from https:
//assetstore.unity.com/packages/tools/integration/steamvr-plugin-32647

[77] Davy Vancampfort, Brendon Stubbs, Tine Van Damme, Lee Smith, Mats Hallgren,
Felipe Schuch, Jeroen Deenik, Simon Rosenbaum, Garcia Ashdown-Franks, James
Mugisha, and Joseph Firth. 2021. The efficacy of meditation-based mind-body
interventions for mental disorders: A meta-review of 17 meta-analyses of ran-
domized controlled trials. Journal of Psychiatric Research 134 (2021), 181–191.
https://doi.org/10.1016/j.jpsychires.2020.12.048

[78] Adrien Verhulst, Yasuko Namikawa, and Shunichi Kasahara. 2022. Demonstrating
Parallel Adaptation: How Switching between Two Virtual Bodies with Different
Perspectives Enables Dual Motor Adaptation. In SIGGRAPH Asia 2022 XR (Daegu,
Republic of Korea) (SA ’22). Association for Computing Machinery, New York,
NY, USA, Article 4, 2 pages. https://doi.org/10.1145/3550472.3558416

[79] Thomas Waltemate, Dominik Gall, Daniel Roth, Mario Botsch, and Marc Erich
Latoschik. 2018. The impact of avatar personalization and immersion on
virtual body ownership, presence, and emotional response. IEEE Transac-
tions on Visualization and Computer Graphics 24, 4 (2018), 1643–1652. https:
//doi.org/10.1109/TVCG.2018.2794629

[80] MatthewWarburton, Mark Mon-Williams, Faisal Mushtaq, and J. Ryan Morehead.
2022. Measuring motion-to-photon latency for sensorimotor experiments with
virtual reality systems. Behavior Research Methods (10 Oct 2022), 1–21. https:
//doi.org/10.3758/s13428-022-01983-5

[81] Florian Weidner, Gerd Boettcher, Stephanie Arevalo Arboleda, Chenyao Diao,
Luljeta Sinani, Christian Kunert, Christoph Gerhardt, Wolfgang Broll, and Alexan-
der Raake. 2023. A Systematic Review on the Visualization of Avatars and

Agents in AR & VR displayed using Head-Mounted Displays. IEEE Transac-
tions on Visualization and Computer Graphics 29, 5 (2023), 2596–2606. https:
//doi.org/10.1109/TVCG.2023.3247072

[82] CarolinWienrich, Nina Döllinger, and Rebecca Hein. 2021. Behavioral Framework
of Immersive Technologies (BehaveFIT): How and Why Virtual Reality can
Support Behavioral Change Processes. Frontiers in Virtual Reality 2 (2021), 84.
https://doi.org/10.3389/frvir.2021.627194

[83] Erik Wolf, Nina Döllinger, David Mal, Carolin Wienrich, Mario Botsch, and
Marc Erich Latoschik. 2020. Body Weight Perception of Females using Pho-
torealistic Avatars in Virtual and Augmented Reality. In 2020 IEEE Interna-
tional Symposium on Mixed and Augmented Reality (ISMAR). 462–473. https:
//doi.org/10.1109/ISMAR50242.2020.00071

[84] Erik Wolf, Marie Luisa Fiedler, Nina Döllinger, Carolin Wienrich, and Marc Erich
Latoschik. 2022. Exploring Presence, Avatar Embodiment, and Body Perception
with a Holographic Augmented Reality Mirror. In 2022 IEEE Conference on Virtual
Reality and 3D User Interfaces (VR). 350–359. https://doi.org/10.1109/VR51125.
2022.00054

[85] Erik Wolf, Nathalie Merdan, Nina Döllinger, David Mal, Carolin Wienrich, Mario
Botsch, and Marc Erich Latoschik. 2021. The Embodiment of Photorealistic
Avatars Influences Female Body Weight Perception in Virtual Reality. In 2021
IEEE Virtual Reality and 3D User Interfaces (VR). IEEE, 65–74. https://doi.org/10.
1109/VR50410.2021.00027

[86] Hayley A. Young, Jason Davies, Gary Freegard, and David Benton. 2021. Non-
suicidal Self-Injury Is Associated With Attenuated Interoceptive Responses to
Self-Critical Rumination. Behavior Therapy 52, 5 (2021), 1123–1136. https:
//doi.org/10.1016/j.beth.2021.02.010

https://assetstore.unity.com/packages/tools/integration/steamvr-plugin-32647
https://assetstore.unity.com/packages/tools/integration/steamvr-plugin-32647
https://doi.org/10.1016/j.jpsychires.2020.12.048
https://doi.org/10.1145/3550472.3558416
https://doi.org/10.1109/TVCG.2018.2794629
https://doi.org/10.1109/TVCG.2018.2794629
https://doi.org/10.3758/s13428-022-01983-5
https://doi.org/10.3758/s13428-022-01983-5
https://doi.org/10.1109/TVCG.2023.3247072
https://doi.org/10.1109/TVCG.2023.3247072
https://doi.org/10.3389/frvir.2021.627194
https://doi.org/10.1109/ISMAR50242.2020.00071
https://doi.org/10.1109/ISMAR50242.2020.00071
https://doi.org/10.1109/VR51125.2022.00054
https://doi.org/10.1109/VR51125.2022.00054
https://doi.org/10.1109/VR50410.2021.00027
https://doi.org/10.1109/VR50410.2021.00027
https://doi.org/10.1016/j.beth.2021.02.010
https://doi.org/10.1016/j.beth.2021.02.010

	Abstract
	1 Introduction
	2 Related Work
	2.1 Mind- and Body-Oriented Self-Related Processes
	2.2 Taking Perspectives on the Self
	2.3 Embodied Self-Related Processes in Virtual Body Swapping
	2.4 Virtual Reality and Conceptual Self-Related Processes: Self-Compassion
	2.5 Contribution

	3 System Description
	3.1 Avatars
	3.2 Virtual Environment
	3.3 Hardware and Software
	3.4 Body Swap

	4 Evaluation
	4.1 Study Design
	4.2 Participants
	4.3 Measures
	4.4 Tasks
	4.5 Procedure

	5 Results
	5.1 Quantitative Results
	5.2 Qualitative Results and User Experience

	6 Discussion
	6.1 Leaving First-Person Perspective
	6.2 After the Swap: Dis- or Multi-Embodiment?
	6.3 After the Swap: Self-Related Processes
	6.4 Personalized Avatars as Social Actors
	6.5 Future Work: Designing Virtual Perspective Shifts in Mind-Body Interventions
	6.6 Limitations

	7 Conclusion
	Acknowledgments
	References

