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2007), i 2B A KBRS, H A
By 19 B /0 (Gee, 2003), K& XFAMAR A
RIE A M A I R 7= 42 ¥ A8 19 5% i (Mccreery,
Krach, Schrader, & Boone, 2012),

ARV, MMAER LR AR E
PE2x e 1 FRME S, X AR I G B RR A 5t B AN
(carryover effect) (Jones, Rhodewalt, Berglas, &
Skelton, 1981), it B 58 S FF 73X — B0 (Kelly
& Rodriguez, 2006; McKillop, Berzonsky, &
Schienker, 1992; Schienker, Dlugolecki, & Doherty,
1994; Tice, 1992). ML S m Bizifeid 75 A 3K
FSCHE R, JFBAT A A A PP i 2 fig
(Gonzales & Hancock, 2011), H&%AMEH) B F
& 72 4 B2 (Jin, 2010; Vasalou & Joinson, 2009;
Yee & Bailenson, 2009), i T #U85 iz Xk /7 19 K 40
5 FEE AP RANPER . IREE) AT (AN Bt
ToMFEMIE LRk, AR EZENL S
ST A 5 TR R AU B XA~ 44 B A
YR
2.1 HHINRITBEEBEHFM

TERITEOL T, f IR . B .
AR L. & BURI IR AR G RRE) AN
JEIL T AR A A e v, i H R e T AN AT
H R R GE o AMATE R IR th 25 2vi o
Z: REAL B A1 3R T 52 B R BTN [ B R O R AT A
FIPF-Hr (Brien & Murnane, 2009; Yee & Bailenson,
2007), BEAS RS Ak B S 3= 10 UL Rl 2 e I 1 3%
5t (Bem, 1972), k25 2 iz 3h e i 4 B i L€
A PR A W B B B AT 58 4 P2 R I (Pefia et al.,
2009).

AMAICAL A AE A R 5 R AR A I
RMZIMREN S, 452 I E L B AP REL R,
L 23 A B X L ZIARED G, I &M Sk 55 P B 52
Mg E] 4~ A9 A H1 (Rosanna, Jim, Jeremy, & Cade,
2007). Ftk, AEfLSLeREAL . A IRESE)
ST A I R 2 5 e A (A 0 1 R AE 2 e 9
WA W51 07 T AL 23 kA AR B O A AT
J. AhIE L 4D A 15 (Yee & Bailenson, 2007); &
F AT W51 T B0 B 25 T (A K AR S B
B TR, A S A HAR A BE I (Yee,
Bailenson, & Ducheneaut, 2009); & #IFTE | KAk
B LR IEMAR S H C A RS 4L
Brs BB I 5 W Sk A e g e TR

LHERE . LA K ik BA W51 /e 5 25 5 il
AR A C RS S s BN (Bélisle: & Bodur,
2010); S HIE UL S, FEGA ST
G G A RE RBCGE M B R A (Yoon &
Vargas, 2014), LR EM, (LB IMRLERIELE
HuF R T AN E 3R S AR

22 WHITAHF BRI

b B4 A7 Ry B A T K B AL B A R S A
S5 P A A B A Bk B AT S (i 47 oR), B
XA 8 F RN GE 54T A Iz AR
TE 5] o B8 L it %0 2 3t 3 (Cn S o e xi ) =& H i
AT IR T A B i R AR, R e A ST
BEOCUEFE AL R i B R AT S R Il i 2
TIAT FRAAR A A& 200

EAMEEY, S ERERR TS
B R AT o om0y B A& 40 Fischer 58 A
(2009) I BF 5T & B, 5 AEFE iR AH L, IR AR
Bo 1 B8 2 i A S (WO B A @ M 238 | 2
RS B B RE R % D, X 16 K6 Y T [ 52 i B
58 2 A TR T XU 2 2 B % ) LA R )
WL KB, S WA ML, 8 1k B 7E DA i
M 2 5 B T3AT A DTS AT 3 5 Y 5 PR g
I 38 1% (Fischer, Kastenmiiller, & Greitemeyer,
2010), XFZM AR A RABCE R Z R A
LB LS (Zumbach, Seitz, & Bluemke, 2015), fff
BUAR NG H L Z 3 5 BOE PR TR AT IR AR,
IR T Bt A A2 (Lin, 2013; Uhlmann &
Swanson, 2004),

A B TR R b ) B AT A AUE BRI i T
Yot A RS, T H S e T A T T Y 3 R
o AWPREY, MHASS 52N M ERK
o H My — A 2 m mN, IF—E R
L BEAR T B & A P 1L K F (Bastian, Jetten, &
Radke, 2012; Greitemeyer, 2013), 7B £ 5 77 1,
A WFFE I e 3 0 T B AT Ry 2 e B AR 1Y
TR [ P BE, 5 LA (utilitarian mindset)fH L,
F538 38 (deontological mindset) By #3630
W 1Y B 18 f% (Ellithorpe, Cruz, Velez, Ewoldsen,
& Bogert, 2015) AR Z U, S MItE ML,
F IR E X B B AT A Al B PR B R e E A
O A 3 F S ME(Alessandro et al., 2016),

AT R XA A4 5 1 14— i 27 > B8 (Geeneral
Learning Model, GLM)IAN, #5537 %% X414 14
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SR AN S R, T A K B KR (Buckley
& Anderson, 2006), 1< BN HEHE T AR £ 3
D 5 A, 30 B0 A 52 el £ 7 o, DA A R A
WA, XA N AR S A ) L B A K 2T
SRRSO AAERERR AR & 2 5 Gk
PEAT A SIEICIL . 1 45 KAt R B s Ak
45, DN DR A A 1A B 25 5 T It M A e I
Funk I Buchman (1996) 45 H T — Ff i A5 10431 Ui
XA AR P2 A K e B8 . PR IA
AL R ok N (14 5 Wi 2 — PSR 2 1 RN AR 1Y
AR AR IR, XA B A R A
YER, AMAAXT 0L B A ) 2 35 I L5 47
HETTRZ 0 H A A&

Ko SEUERT T SCRF 1 RERME B AT % A F Al
AR A o W AR B T A XK 1 e
% 2 52 H B R ME & (Funk & Buchman,
1996), JLEE K Bt 3t iy 1K 23 52 i H S 1 i
(McDonald & Kim, 2001), Fischer 4§ A\ (2012) % #i,
FE LR AR 23 38 1 A () 3 B 5 o i A
WM SR HLRRA KM Ehaligah i,
FESS LN EE B B, B S 2k e B 5 e
FERWERE P ) B B AT A5 8 R A DG B RS
(U E TR A8 ) A K ALY (Hull, Brunelle,
Prescott, & Sargent, 2014; Hull, Draghici, & Sargent
2012; Vingilis et al., 2016), X445 5 5 Fischer £¢
A (2009) Y 52 56 BIF 98 45 SR — B, BSR40k & 0
BUGIE IR 2 i) B FME A o X SERIF 5 U i Ak
H B AT (B 4 ) AL X B 1 B B IR
% R A A MR A RSO, T AT AR

3 EIMLE R B RS ER

FE R B anfer s e AR 0 B A R HE
BT RRI B HE AL RE T iX — I,
3.1 SHREER

45N HE 8 (Social Cognitive Theory, SCT)
TN AR AR AT Ry — P 30 ek 4 4 0 [ 4 1) YR 5%
23] | B 315 (Bandura, 2007), BT IER BT
AT IR AF S LS, TR KR H
WA FEIL B 2 b, I3k 1h B B 3% A €611
70 Ik, BURAT Ttk — Fh A e R 3 35
b AT LAY B B2 56 (Peng, 2008), {114
TANFIERIE O T I 2 N BB REA T R DA K 54T AR
B A I 25 sAEST, A SRIE ST R

e 5T A FR DAY U

FEAL 22N BE A LAl |, Hull %5 A(2012)$2
B Oy A48 FE 18 (identity simulation), B 35481 F
Ik S A R AE i kb BE R BE AT AT O BT A
(behavioral simulation), WEEHIT BB, BEA
A AR A L TG AT R IR, T
H G TR KX R B B 5 o AR B
P AU B AL AR, T B A XA A
ARSI T FE R L EREE b 2 o] 2 Fh AT FA S AR
IR, I L2, 0 H O SRS TR A
) FHF A BL 2>, Btk Do o 25 9 A P 42 1 114 1 400
1k B 1Y 4 BRI 25 B (Kaufman & Libby, 2012), K I,
BU G R AN TR 1 M AU B 2 IR ) A S
JE . 45 55 7 T Y N A U (Fischer et al., 2010;
Hull et al., 2012; Hull et al., 2014), Jf H3&F
b B 25 B2 FIARR JBE A 19 3R A1 B AR 2 5 T AR N (94 T
& (Konijn, Nije Bijvank, & Bushman, 2007;
Uhlmann & Swanson, 2004), &4 #5833 7 54
AW, AN Fischer % A (2009)% LBt HE 41
AT AR 1 TR0 5 Ry AR 22 Ry g wBIL, B T 5
W) H G 25 305 . 5 BEAR L, Hull 48 A (2012)f9
WEFE R, Drsih B B 0 BRI XK 237 Sl A M 4F
JBT ) SO (I 3R R ), T R e S
a2 AT R o
3.2 BREIUE

H & Ja 31 300 (self-priming  effect) A b 4~k
WA BAT R 2 FBOCE IR R B HER, IR EOE
1C4Z 7 B AR 45 5 ¥ X (Wegner & Bargh, 1998),
Dijksterhuis 1 Bargh (2001)iA Jy 3 %4> AH 5
FE TG O A& — 4 S JE 1(Social Construct
Primes) i #2, AN4F38 5 B ME 1T RESONG T 9k
AR A R ZIREN S, fHIE R 1 AT E %8>
B4 i (Hull, Slone, Meteyer, & Matthews, 2002),
8 JHE S 5T A 2 i 6 B 3R W 8 . Demarree,
Wheeler #l Petty (2005)i# i S2 36 058 i — 45 S 4%
T A SRR H A S R O . — 7
S IS SRR R S S E R A
M PRy N A, T B FRAE A 2 I
ARy Ty — 7, AR RN B T A
KBS S A B RS2, Y e
T HIRME, Xl B TR A I
A, XEERFIE R, JE 0 N AR E R (8] A Ik
R T ARBANR . XATREREE T HRE 3
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XA VBRI F IR b AR A N A Y T Kt
(Markman & McMullen, 2003), FE ik, 245)53h K
A0 B RBBOE R, B RO BERAE RS 3
WA I BRI, I HAE—E R L HS,
BRI 2 T A ALK 5 S 3 A A — BB AE
(Markman & McMullen, 2003), MRS EH
TR R AF E RS TR s, B E B
(Wheeler, DeMarree, & Petty, 2005),

TE AU AR 5 e 8 W 9 o, — A Bk AR
(GAM) A AT e e oIS AAT g 118 52 e s 2 11 96
JR R . WER U, MBI R S T A
fer 5 B IRARCHY N2, BRI A S 3 1 M4
B9 A A, 40 Uhlmann Fl Swanson (2004)5# I
AU AR T LA W AT o 5 A A 2 1)
1 1 ZhIBR4S, Fischer 4% A(2010)% BLIA[R] 2 5 i
I T A A X Tk 1 R O AKF
3.3 BRMEER

3 0 52 PRIE (self-perception theory) A\ H &
WL 1) £ B S Ak B 20 3852 A 1 R A F AL T
B PR RE, 2 HETBAT R 00—l i R AE
2, BIRAMBEIIEINE, AR = A TR A
TRAE T WL A 2 R AT R AR AT A A
(g BAIR), MW B O RS EE | IR YRR AR
(CaHL %), i ELsk F 38158 7T RE 23 5% > A B
J5 WIAT R (NS AT A, BIASRIAT 23 L4k R
HB o £ 1 7 X & (Bem, 1972) . Yee Fl
Bailenson (2007)WA\ >N A & %05 1 HE IR 45 [R) B
xR, XA ARTE RE UL FR B v g % R LAk AT
5 AR LGS A A4 T LUSE T A B FEE (Brien
& Murnane, 2009), B4R EMH, MESMNLEH
SNRANAT R ASTT HEAT H RN 0E . 0 Y 2 B
FE WAL B AP RIS, AMA 2K [ O ey B T
PIMEAT T3 AhiEl . U AVA R SRR BT (Yee et al.,
2009; Yee & Bailenson, 2007), XtiiExk 4k B17 R

HWRZE R A (R B A AT HE T Hh A W INFE R BT, A
AT TR R AT R, AL B R A 0 2 AT AN
{GEIZER A A R — A BA k. Ak
MM AKEAR A A\ (Bastian et al., 2012; Greitemeyer,
2013), 1 HAEFE A A B 7S M (Alessandro
et al., 2016),

R, BRI S S InSEN A&
7 (self-focused attention) (Vasalou, Joinson, &
Pitt, 2007), X2 MRIEAT H FREN 0 EZ AT
[FIEF, 5ESCIAEEAE b, HE SAPR 85 i B 44 P R
B RAEE ZA AL (Lee, 2006), Z4MEAL
BT B IS G SRR MR B, X R
LRMERMZ, A R mA RN B IRA
B, WAL B LR IE R T B IR MG R 0 T R
(Fox, Bailenson, & Tricase, 2013), Rt MEIIFREE
rh Y I FRH SR A P AR T R (1 55 ) B
FTARE, MEARBRTRE, @S BINEE
SR EHEH AR R E R, HE, &
&35, 2014),

Mz, PREERTAFMRAEDL T ZFE
AL B 52w 3 FRMEE B R HESL . X LE P
BIA N K Ak B 2558 ) FRAE A, (AAE R ) 3
WEE IR RSB AR KR 2E R .
R T A IIR Z MR, A g
1 PR G5 AT U o SO BEAD SRS 48 1 il
it A B AT B AL, IR AL B R BT A B TR
Sk BRSO, ERFEAM R AN
LR MU B TR B0 W A B R S
oAb 540 SRR A G S, DL i B A
SRR T R AT S VE A, (BT RETUAL
BMARMEREXLR, ARMEHIS LT ED
B 58 255 W TS AR RE, g s
MAETMEAC, FHE S gk &, 3l
HEWT R A R

R s
Pepyenin %Aﬁ&ﬁﬁ\\\\\\
Wi R I et
D AR
Ry N et e A2
R B4 R peATRs e ZHT
I B R TR LS T
HEHF b B4 I B LR

B AR B R TR & B0 B i R HE S
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4 EPHSEWMERMSHBALEE

B o8 TE MU il X v i 5 404 B R B A 3R,
HEM S NERFTT N, Pk B L RONRS
110 2 A A | A A R R o HER Tk
B AR, BT A B BRI R 18 3R A 5
52 BRI AR AE AR R R AT, AEIR Y
AR AN FKOE I, LAk B X 5 FR A A (4 5
23 I R[] 3800
4.1 SRR FHE
4.1.1 FFRIEEM

AT i 8 L ) R A, DL R TR SR
LB SLH AR (immersive virtual environment)# R T
Wik B9 B2 (Konijn & Hoorn, 2005), i~ A&TE
15 FL 1 U XK A 45 v AR 6% £ 4 1 52 19 R AE (Holbert
& Wilensky, 2014), MIiHA B T Bu F el 58
Hh A BT IR A I 7 AR o e A L ST AR 6 %
TRk 5 5 A AR S e 22 ) 1 O R B TP AR
(Ivory & Kalyanaraman, 2007), JTi2 A7
AR 56 25 359 ) 35 X AR £ B A TR AT A (Kremar,
Farrar, & McGloin, 2011), T XJ TR AR A9 AT ] 5%
IANE AR, 510 5 A0 B E YR #R AT fE
SIS RN ARG R & Z MR . R
RIS S g o B B A i L A TS MR AU
5 of i B2 304k B 5 B il A (Klimmt, Hefner, &
Vorderer, 2009), 1, W50 i X% 18 B MY Ok 1) B
S RAR I 2338 o 3G 0 R R B T R UUR IR IR
AR #E UL B AT v R B MR & R Y BR 4
(Fischer, Vingilis, Greitemeyer, & Vogrincic, 2011;
Kremar et al., 2011; Zumbach et al., 2015),

4.1.2 R EM

A8 H M S IR AR A AR R A, iR B AR A
& E3hZ 5k &R sh, It S A S
fib e % A €5 BE 4T B 8h (Dill & Dill, 1998; Lin,
2013), #k 4 IA %1 B2 (Social Cognitive Theory,
Bandura, 2007)K24 2] 7 AW, —200 T8>
(enactive learning), RPifiid kLW ¥, 71—
2% Jg WL 5 2% 2] (observational learning), B iE i W
FMAMAE RS, BT Eh% I MMEET N
L&, Peng (2008)44 Bl AT il & Sk E 3 Y28
HYEBUAZ R, BN BUASR G R AR

5 e 22 B AR (A /N B SR B 2O AH E, A
TEAR I A B N B AR AL T P RN 22 R g LAY

HAE IR BRI, LA R A il e R A i LA
MEZHPER H R, RN D6k 1454
IR AT R (Lin, 2013), M Bt K AN
EUMRSRE A ORWES, W HER 0SS
) g A o, B R — A
(Vorderer, 2000), [FIEf, MBLRE LS, AW
HEAT ORI, 2 By Rt b 5 1 3RAR Gy
Fif Bk, 5¥sAEZ ML, FhS 5000
Xk 1 56 KX HE U4k B A B 58 1) 4 A (involvement)
(Carnagey & Anderson, 2004) . 7£ 4 Afb BiT, <3k
G I T Al NI = W A e R S
(Klimmt et al., 2009), X3 FE 325 50 #
BN BRI T SMOET KRB,
AL, W R R E & d o 1 3 M 2 (1]
BB R BRI, 5U0E EAH b, AR 3t
FRAL B T = 0 S A G B, T Bu 5tk
SATEZIHRE LR, 2GRS
(Cohen, 2001; Fischer et al., 2011; Peng, Lee, &
Heeter, 2010), Fischer 4F A(2009)% ¥ + 51 % 53¢
ZE i R FIE BBk i) £ B 2 5 T 5 50
o7 A T RS A B A AN, A
WITE I B FAGE . G4, TEF S 5
A ART, TE A A REL B A ME g H O Y
15 R 40 AR R BT, 1 A AR A AT B R A
Ao DR R 1 52 EL A A R T 2 S A B
RS ARG, BOE RN A ik B RS
(automatic self concept, Lin, 2013),
413 TEHKLS

FE il £ B (avatar customization) g Bt 5K i Ui
X R Ak B S T D R A A A A G2 5 R B
TRRRAECINPE S . B2 kB ) B fL &, B
IuR B RE NS HOEAUR A TR A1k S f2 it T AT RE

CABFR R, 1 Gk 5 12 S uoE4
R B FRME S . 5 DS DR B R i TRk A £,
BSHINBLE N B RE KT, NTSEAKRE
A7 T CANA (B85 B0 000 ) 5% 5 238 (Verplanken,
Walker, Davis, & Jurasek, 2008), XF[gE&HT5
i HBRAAL S 1 B AR L, 8 7 il Ak B i A A
HRSHEACKH SRR, FHibs A S
X F L JEE B 5 (Taylor, 2002), R, BEZ %1k £
A 22 Y e B ) 2 8 Tnons A B A R, TR AR
AR AR B R AR SR T R S Br K A A A 3K
Filt o — & (Klimmt et al., 2009), Fischer % A (2010)



Fs5M

M A5G A WU X AL B X 1 B R 815

HIBTF IR & 30, 1 A1 Ak e il A B i 3o 5 TR A
[F G B, b B B SETE AT UK RE S 25 5 1Y)
FiZE AT, A¥EZM HIRIE (self-activation)
R, SR Bu R A E A &, MbOCT A A
RO 5 04 B B RRIE T ek s o TR M Br R ]
PIAlE R A Rtk B a, XMBiE e 3 oo 8
R SR S N Ei3) - AL
4.1.4 WE-NEEESRSIH

AR P 2w ] LIRS A A s
F . PSR B RS EAER LS, S
HFCAR LA AL B, ASAUAE Bo 5 78 1 BRI rh g )
EEIRSE = 51 E= 27 NP LN SN E 4 N TR E )
gtk & 5 A maE . Hik, BEiks 5
RAEFIRINE | THRRRAE AR I 55 D7 T AR DL 25
i 74k & A [l (Williams, 2011; Soutter & Hitchens,
2016), I & 55 ) ¥ 38 19 H I8 I & B (Ratan,
Santa-Cruz, Vorderer, & Moreno, 2007).

TR LG 0% 5| T 04 Ak B A A 2 A A AR B Y A
o, PR 2w 2 X IR W51 o i ki #i 1k
GBI P41 IAE (van Looy, Courtois, de Vocht,
& de Marez, 2012), #7755 BOFD 5 M4k A9 R 01
5 X5 AR AR W51 J) (Jansz, 2005), P
5 5 W i AL 5 T ik AR 4K DA [F] (Konijn et al.,
2007). Xf HEAAL B BTN EE, DL KA 5 Bu A A
KRG G, A T BB N B R 1 H BRI
7K F-(Fischer et al., 2010), MM 5 25 5 il 5o Z B it
EiTPUAE R C T < N N S T e = e
(Klimmt et al., 2009),
4.1.5 FERAE

B T 52 2% 3t AR R 2 A € 1y T i AR (role
-playing game, RPG) Y — U RRARF 01 o W XK AUH 2
TE AR RS O b 9 S E B RIS Y, — i
50 68 AR SRR 1 RIF SN . B L
AR O AU IR R (N, s SRR
BRI L i AR DG 2 TR] R A Y T
F ki g gl im, 855 A ik 5 A B A A A
(non-player character, NPC)f¥) 3l HIX} i .

CA MR, e @33 A (A0 Fallout
3), i Ak AU BR A8 S A B0 R 1% R 0
(Brookes, Moyer-Gusé & Mahood, 2011), Green #l
Brock (2000) 44 &= & i & Xy — e G T E
B.OEBEMEZNMAR O TR, BRI
ML BEAE S LU0R T FTAGA At S i —Fp

P DN Ay & R L NS 1 3
XEL il K, AT TE R ) e e B T
RS PR B 3 5 2 A AT T LSO B
R, IF H WA BCR 1Y 00 K R (R 50 258 20 Y
126 N, BI85 4 B I 1 SIS SR << 2k 2
e S —FE(Green & Brock, 2000), %4k,
AU AL I 4 A (0L BE A% 1R S A I R, A
) 2 1m0 52 155 26 1) B A 4IRS T BE 32 B
Wi (Ip, 2011) PRIk, AS{URUEE A B Fir 4 41 ) 37 47
FEMER A EEMT ARKEIL 2
(Mattingly, McIntyre, & Lewandowski, 2012), %
LR T A TR . 2 AT
Fa, RS A0 B bR KRR
R, WNMAB T 5B MEE LR, JFH
3 R R RO (5 il T R A R A 0 — B S
(Oatley, 1999)F1H FA% 242 (Richter, Appel, &
Calio, 2014; Sestir & Green, 2010), A IR WL, ¥iF
AEA I (e E K 4040 B iU AR B FR A & i
e RAFAIE
42 MFREZER

P e R ARFAE S kg AUA B 52 e A B ML
PR TR WA EAEAR R WA PR BT o, LML
B3 H M E A TE N R . SRR R
M, EEAAAE TR A FRHE 5 H
421 UEL-BEBRER

W5 B K 2 5 #S (self-discrepancy, Higgin,
1987), MAISE A K (actual self) 2 H & Bifth AA
A RS2 B H A B R Y R AR, AR B TR
(ideal self)s& H C B fth A\ A B~ FRAR |- 7 H 4
R PE I RAE . B S-SR R 2% A TR B
St H IEA IR BRI 9, X 2 S E0H
FAG L QAR . R IO R, B
SE-PRAR R 22 S R A A s LSS H R 19 S AL
v

TERUAE X, A B i HAT e 5 R e 1 B
AT, HAHYF] S(Bélisle & Bodur, 2010), N T
Y /0 BRAR 5 LS A 2 S R M I AR £, A
28 2N AT 4 55 BEAR ) A AL B K UL B (van
Looy et al., 2012), H &2l [ MK E S5 E—
A (Klimmt et al., 2009), DAHIRANBESE [
F A4 L (Dunn & Guadagno, 2012), F ik, Jk />
SE-PRAR A R 22 e R R AL B OB A AR B A
M EESLH R .
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422 FhEEIR

FAF B - (private self-consciousness)f& > 4
X HTAT NS RN E SO R ST AR RS
(Fenigstein, Scheier, & Buss, 1975), VL& EE A
Ry B 43 FIIA 3 72 ) 8 1 (Gibbons, 1990). FAK
BRUKSE BT AR A BN 14, 7oA
B0y i) 2 R FE B (Fenigstein et al, 1975), i@ AAFR
BEEAARME S TEA RS RS 3 RN
2§ % (Hull, van Treuren, Ashford, Propsom, &
Andrus, 1988), P A & EHRA KA S 25
LR,

Kaufman Fl Libby (2012)f4 #5521, A
BRI B IRAKF-L5m [ A2 AT S (self-concept
accessibility), 5% M 4% 5 H0 A €687 BT
fbo BAokUt, (KA E R E IS A 3T etk
HEEBUES P SRS, HER S < =ie” O M
A R B, S WAL L R .
N1 e FAFR B R ML SE B ] Btk e I LI 45
ANSREAR, DIARME ST B O 0 S 03 FI3E it i
LA R TR AL, T HRLAk B X B 3R 0 i) 2l
R — A A C B, A SRR i
(Klimmt et al, 2009), Kb, XJESE H AT K
A BB ARFAR BN, RN B
FERR, SR B PR E A E EAMA R # (Kaufman &
Libby, 2012).

423 BRI

[ 3k Wi 3 (self-monitoring) 3 i& T AMKRTEXT A
AT R A ATE G0 W 4R T TR A R 22 R
(Snyder, 1974), = A W E A R0 A+ 2538 N
L, REHSLR, BEESH ACHABRITA,
AR &S, s E T B A RIE S
(Gangestad & Snyder, 2000), KL, & HEZWGEE
A T REZ AR LLAE IR T 4 SR (5 B2 .
S HREEE MR, KEREEAZSER
HYEIA, R CENAE A RS, BIEACHE
PSR . RRTRE &R 515 A C 17 0 (Snyder &
Swann, 1976). K, fATx5 A FAHCHE S E
g, EAVREZ IR S B A HE B
m, AL EOE T A RS E R, i
FI 3 R0 7 T 2 R TR B 02 (Fiske & von
Hendy, 1992), #ll DeMarree 55 A (2005)/H/F 5% %
M, MARGEEEESRAE S BIINE 2
) F FRME S AT e A o FEAARE R T, R Ak

B 550 K AE O B[ A I (Bessiére, Seay, &
Kiesler, 2007), AUAUE TAMAR M A F (Yee
& Bailenson, 2007), i H 2Bt 1 A F A [ J5 T
(Bélisle & Bodur, 2010), Bk, XFFAK A IR MIEH
KU, T XS A A AE B UK (Fiske
& von Hendy, 1992), fibfi1T53 4 7] Re4 A fb & F
R AR, JFARYE LB 2 RikE A FeAE &
424 BEREWN

H & @ 4 (self-construal) 2 4~ 1 N B & F1 At
NI B ok PR F R AN S5 o BF ST AR
P ARG B A A A FOA PR OC AR R R A
F AL 43y P LAY 4 ) FRAAR AL . s A
F 444 (independent self construal) FIK /7RI A F&
44 (interdependent self construal), Fij# £ B iERK
A ANRYISE A F, A SR, A R R
ZWRANF T, W ARE S FEEEACYS
i KRR, BAMNAC S5 AN EME RS
FE SCH FRA T, PRk SN 9 SR AR A R A bR
* & (Markus & Kitayama, 1991),

e MRAE T [ R A A Y F R~ AR
L N5 (Kithnen & Hannover, 2000), 7E-5 A
AT R I L T 2 1 AN PREE5 4724 (van Baaren,
Maddux, Chartrand, de Bouter, & van Knippenberg,
2003)F15 211X 4 1Y B #MT 4 (Stapel & van Der
Zee, 2006), I 5 TIAF S5 ZZERMA . 78
B3, E AR A IR A T B AR g
KA SMARERE R, T T AR
W, M A IRFRIEPOE BT, AR SR S
i, AR A O S HBEE M AR A
%) (Markus & Kitayama, 1991), [FIf}, kA7
F A ORI 5 H A R Rk
XHC. H5MAERGERE XA, HARTE
A RE K A 5 R AN 1 R BT — B0 2R (Cross,
Bacon, & Morris, 2000), L2 UL, TEKEE KR
YESh B 3E R BEati i, S R E A
B A AT RE & AR Z IR A BCZE (Cross et al,
2000; Gore & Cross, 2011), [AIt, 7EmEMFFEEH,
MR AL B, 5 ZIBMCRE R, &
WAFHY [ Fe A & A S L 5 94T R 5 B0,
IS RRIEA AT, MINTfd A FAE & K AR A
N B HCAE (Klimmt et al., 2009),

IRAETE R, S R A B O AR B R
MERRRIEEZ R, AMULE A SR A0ER S
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F1 ), T AR (G B | S8 | R
B =R RIS 5] Ty L S dl A B AR A
RARZERAE , AR AT R
F AL ) 2 2 0 HE UL AL B A0 A A A G A
R

5 EMEEEmMERBSHNINEE

B Z R . AR A AR R IE AL RE %
T B S A Rm, T H<E S ARG
VAN e = NI L s = A S % s
51 BIHIRAE

A Tl 3718 (self presence)&—FPFf il A
DUBCE AR IR 1 7 AR50 Sy IS B 3R (B 1 Y
BB IO DR & (Lee, 2004), TR T KM
BRI R P S 5 . R B R S
KEARMOEER, EEKEIEL A RERE
[l FELSE [ 36 B9 R (Biocca, 1997). YA f
TE B LR EE PR 56 3 B ik BRI B0 S
1 E RN, BRIEZE AL T, EE
WK IR v, A FRIG S AT B4RV Ak e R i Rk
B S 3 Ak S RL T s B S B R AR
(Jin, 2009).

M AR IS RS T A, ARG 7 A
PE GRSl P Ao A ol s L 1A 3R 2 DU AR
BB 7 SR B O B S A 3R 90 BOR 2 (Lee,
2004), S T R 3 S B BLSE A TR R
B (Jin, 2009). Y4 HIRIGE K A B, D RIERGEE
HERAL B R 7, 226 i Ak B ml G i B O S ik
BRI, RS R LA TR B XA AR R R
(Ratan & Hasler, 2009), T4 /NIRRT A
K5z RmGERS0BEEE, Minta5H
FRMALE . B W, YA R A B O AR T
A I SR, JEIESE [ 3K 0.0 BRI 4 23 e
M, HHSWEMERC S A N0 RIEEE
Mok 7% (Biocea, 1997). NI, A Filfi 37 A He 41
B5 ARMENXRZTEATAEN.

52 {LEINE

FE T AR A DX 3] T A% B A 04 45 A5 R TR
#H4 (identity construction)PRiE, Klimmt %5 A (2009)
T R B B A F B IS . 16 B I [F (avatar
identification) P ME A& VR T 4% Ge 44 b 19 £ €A )
(character identification), fk&IAIR]J& ™ ATEM H
AR L Bt i, 3L X 5 54

AR . RS W 5] 7 00 PLRE B R
BT, B A i — il 7 AR B | 4 . S
I 008 25 T A T I PO O B AL
HNEAE B, ARG5S RD— A (Klimmt et al.,
2009), SALETENFAG L T 115K & 15 58 (Cohen,
2001), X b B FE RS BE, B R AR IH R
(Cohen, 2006), F-H5 4L B¢ B A A ML E (van
Looy et al., 2012), FEULTEERSE 0 T K0 5 K&
JAJRI(Li, Liau, & Khoo, 2012), K HAE i 4 55 90 52
HR .0 B 54T 4 (Cohen, 2001),

X HE AL B B A ] 2 A K AU P L S A S
JE] (1 IX 331 (Konijn et al., 2007). 4 B U4 fli i 250K 1
TG TR A R 2 T 2 s B A 3R
X A RE 2 M UL B RRAE 5 R A Y B 2%
{4 (DeMarree et al., 2005), Bt x4k & 1A R
BERE, SR T BB B Y B TGS AT (an i
{EWL . & 5478) (Fischer et al., 2010), [FIE, A
[7i) k2 4004 B TR G DU 1Y A SR AL B AR 2
[i] PR B R BTG RN B, AR T IS BRI R B
% M A A WO (SRS Y R BEARAER) o AU,
KA KL B ), R 4004 B 58 ) R R AE PT /8 5 B
RN B FR R — A, DU S i o 3R A
UL 5 19 O 75 4 T T oA B A& (Klimmt et al.,
2009), I Klimmt, Hefner, Vorderer, Roth #l Blake
(2010) Y WF 5T W], B U7 Xk B 5 I\ [R] BT 473 15 #)
e 52 F BN B A FRA M A Sk, 5 il
ARBL A A TS5 A LS AT SR A A S ek
g5, W BTR Y A 35 55 TR OCHE & A
B E shikIk4E , Lin (2013)A0F5E M, wfocdi i
PR A i TA TR BE B Es, X BehvE B 3k B R
IO R . Alessandro 5 A (2016) A IE
B, AR AL B 1 B M B R TS 5 A R U
SR BT, K A O A B TS

FIRETERI, LS BARRENS R A K
W, (A HNENOCHESRSHILE, 1ERSk
B S Em A PR EEE S, A BRI A
A BN [R) 24 0 Bk 2 0 004k B 5 B0 S A R B B 22
TERERML B e 3 A i # rp A B A
YER.

25 BTk, A SO IAE RS A5 R AT TIL A,
BB T E Fm S B AL B A R R TR RIS 2R, $R
W T —EBAERLE 2), —im, HIRIGHE
FIAL Bk ] 2= 32 B4k BB Re R AR R 1 5
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My, Q0 g X A 5 A BT ARG A AR AR AR 23 B
el 22 B WA A B AR 55— 5 TRl PR AR R 2y

i [ B AL B KR B s A VR, X 3 T
SR

MERE R
HBRE T RI5E
AEEIR
SE A

HEREM \
R E HRIE

(BB 517 R) BN

v

Wexk B B R
WAL E M EHME
TR
SE 4k £
B - ARAR U
WEB 5] F3

K2 R B s A A AT S s
T8 B AR XA C SHEAR T #E AT B B BT AR

6 RKMRRE

BARC A VR T B LS X A RIS
WMOsA THEZEE . AMENTFREE, H)
T — L ek — 20 52 3% AR A I A, oK ke ]
VUM PR JUAS 5 AT 5T o
6.1 IRITEMLEBHERBSHRERFKH

A

Gore F1 Cross (2011)IAN H FRME SR AN
GRS R R S BB R2 R,
BEFERKY . WERUAE, AT, B
HHE— B AR S SR e AR S LET
A B R — BN R, a0 5 A B TP S0 1Y %)
M ER 4 — UK TS (Bélisle & Bodur, 2010; Yee &
Bailenson, 2007; Yoon & Vargas, 2014), LI & 51k
BYAT 0 BT I B 0% 4R JBT — 3 Y 2L ZE (Fischer et al.,
2009; Lin, 2013; Zumbach et al., 2015), XLEHFFT
BIA Ak B ok (1 B IR S 5 b B RRE B A
R — B, WAL R ULIA TR TR £
REFUAL B X 1 B A B AIRZ R e, A
TR =g =S OL S T W (E N £ VR =0 Sy 41 2 (i
Ry B FRAME S & A Ak B BT R IR H )2 IR
TR A AR R — A5 A SRR 5T 4450 1 [

Ak, BRI 3 S RS T R
Ak B X [ A & 5 i A4 JE B 2500 (e.g.,  Fischer

et al., 2009), {H3XFf 55N 1 FFS2 1 0] B A (1544
T, CAMRERY, AREIA N AR EM
YR IR SE A H R AT Y, B AR —HETTY
AIAYERE, BAE R 21 2% (Fazio, Effrein, & Falender,
1981; Tice, 1992). 734b, — B I BERA S BifA
BN A RS RN, T 5 A K B AL (Buckley
& Anderson, 2006; Gentile et al., 2009), &0
ST R B fl A0 i X 6T A 7 A K
W, HATA BT 3R T X — a8, W B i 5 R
T IS P R A X (A R 2 ) 235 e S NRFAE S
FE RO A R A E, DT 5 B R — B
A 3% HE 2 (Hull et al., 2012; Hull et al., 2014;
Vingilis et al., 2016), {EBABIFREE AR, ~
B DLFE A AR IR R s, IR R SR B 5 R A
— BT P B X B TR K s

6.2 WHEZMITAMNBEMSHRZERN

fE R —F sl AR E R, Bk SG 2%
T A LT G R4 T Sk 2 IR b 4R R s L & PR A
SEAE T AW AT o6k XA A PR 55 ] — s I Bk
FIHE I B M IETE S (Yee & Bailenson, 2007)7F1
k547 M= U (Fischer et al., 2010)A9 %15 5 i BE,
It H PP AL 5 2 R XK B TS i 52 34 2k
S, B B RTS8 A SR i i S A F
FEAFAE— IR A, ROV A B A 4 B AR TRl e &
2R 3 A & A2 (e.g., Fischer et al., 2009),
B, CAEWR R LS4 R REME L h
XA A 2 R R, ANk B R SETE 2 3 B0
o 135 B30V (Proteus effect) (Yee, 2007), X 1 HH,
Ak 5 X B FRAME A 0 AR T B [ A 27 200 58 T8 42 A
TIRWIR R R, (AR RAERAE R, X
H RS ORE W, BEAATEL RN, B
AR M AR, FL, REWF5E N X & 116 &
PP R RIEAT 48, 40 AR B0 TE 4. (o
E SRR AL B A7 g (& s AR 2R 7)), AKX
PN B FA 028 BRI
63 EHLASHERMNBRMANTXNIEITH

opAln!

AL B SR 1 A TR U R s X AT
IRBE T BAT N 7R AR S X — (Al S (AR DG, R
F B IAL B X ARISBE L INEN AT B KT
F W, AUk F 47 4 (Rosenberg, Baughman, &
Bailenson, 2013), 1M HAL B RS LR IEH
S AT O A AR R RS IR, AN B OE AL
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i (Pefia et al., 2009), {HIXEEHF5E HRET T L
A5 0 BN, I IR 48 7 33K R el 14 PN AE L
o MAHSCH IS FO2 e ) Tk B2 A7 4 By Af
BRI, (HIF B SR AL A OGRS . 40 A R
BRI T BN AT RE R T BB %
fEASARIRAT T A 5C B IR EN DL, 2 1M 5% ) AH I 1Y
17°M(Yee & Bailenson, 2007),

CAWRIRY, QRSN EIT A ER
RYYE 35 /E FH (Markus & Wurf, 1987), BEE 4~
By 47 &y 2 1] (Hagger & Chatzisarantis, 2006;
Thorbjernsen, Pedersen, & Nysveen, 2007), [A]Hf,
A 3R 2B R 1 A RSO X R B T AT
ATEHE AR R (Kelly & Rodriguez, 2006; Schienker
etal., 1994; Tice, 1992), il LTI, M40 R5E
Mg A IR AR S A B A T kAT A
B B AN, (HEA B R R AR I X — 5,
B, DA R 2 T 2 %) W0 AR ke i B e L4 B 1Y)
ROV S — R SR, ARBIFTE N DG T MA F F AR
A TR UL B 5 i BRSEAT R H I N EVE T S
6.4 JNSEEHAY SR AR 5

PERCF AR, R HUL P 552 XA A 1) 52 i i
KMz o RBt, XFEEIE B AT 5t ok i 2L
VAR ARG o TR B 3R (LA R H Y
4D Y X ) A A 3 Ao A 0 0 T ) i o
W A RS AR, JE W R AT N (Peng et al.,
2010). ANFECOHLIAYT UK, A4 BF5T 8 i
S AR ) IR A AR B L H 2 AR TR () 1k B R
%, WAL A O RIAIR, oK T
X A O SRR . BRI EE S TN E
%, WA SURIT T i B 1% (Glanz, Rizzo, &
Graap, 2003), HUILTT UL, 3T 10 5 1% B 40l B0 S0 5
AR BIBIT AR AL T — R vk, ZERUE R
TE Al B AT A R AR B R, N
e HLO BRI A BOR RS . BRb 24N, TG
)R A 3 %o 6 AT #9235 A 233 A 1 2 LAl AR
WA FsE I o 3% 2 i FH 400 AR AN TR, (RS
RIS HEH . LEIARE, Dk AR SRS
K, PRI AR SHe R i 2% ] A o7 P 400388 ) BF 5
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The impacts of virtual avatar in video game on users’ self-concept

HENG Shupeng'; ZHAO Huanfang'; FAN Cuiying?; ZHOU Zongkui’
(" College of Education, Xinxiang Normal University, Xinxiang 453007, China)
(* Key Laboratory of Adolescent Cyber psychology and Behavior, Ministry of Education;
School of Psychology, Central China Normal University, Wuhan 430079, China)

Abstract: Virtual avatar is a virtual self-presentation for player in video game. By manipulating avatars,
players can play different roles and have new identities. As a projection and display of the real self, the
avatar will affect individual’s self-identity and bring about changes in the real self. Recent studies have
shown that manipulating avatars for behavioral and identity simulation in video games can affect players’
self-concepts. With respect to this issue, we first reviewed relevant theories which explain the reasons why
avatar affect self-concept from different perspectives. Next, variables such as avatar clues, video game
characteristics, and personal factors which moderate the relationship between avatar and self-concept were
analyzed. Then, Its mechanism such as self presence and avatar identification were discussed. Future
research will focus on the deep and long-term effects of avatar on self-concept, the interactive influence of
avatar image and behavior, and the impact of self-concept change caused by avatar on real behavior.

Key words: Video Game; virtual avatar; self-concept; psychological mechanism





