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HEOEFHNEMMESEAFLETE"
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Hl g o

(BRI I IR B 5 B B T A B, O ES AR, B 200062)
CAERIFIE K2~ AR S IR 2 B A B b, B 200062)

W OB ERAERAERHARATCEIRLN, A ABRAFOENERARERTE. A, 5 TH
AL FAURAL B I 8y S R F IR AR, X AR T E LRI A B AT — MR, AR 89 B TR
TEHENATEMINE FIs) TR, 1R 3 FFHA, RRBAKT B 724 4 & B AR Im iR 49 4R X 2
TABAKE, —HPRBERIER, W EENERE LR BEERAS, &3 —H 0+ E TR
R ROHEAEM, AFZATIEX LA EH RS LZOER BT LES AR, FRIALETiE
RRTUARR G ZE, ATFRFERBE G, REFGTFAEX

RER EHILE, 3D FRAM, KFRFLLA, TER, TELY, FiAs

SES B84l
1 5§

TEOBE Y R rh, WHE TR L — By
HOE ETA O IS H R (Virtual Reality, VR)
YA R 2 USRI T B R )
(Berdejo-Espinola et al., 2024; Hakim & Hammad,
2022; Stangl et al., 2023; Zilcha-Mano & Krasovsky,
2024), @it VR FAR, BF5EE T LA e 05
4 R SR T, T AR AT A 25 R0 S 32 5 i Y
FAF R R A WAT AR FIALE], SEAT.0 BG
JTEL T Pi5E ] (Draschkow et al., 2022; Emmelkamp
& Meyerbroker, 2021; Freeman et al., 2022; Geraets
etal., 2021),

R DL S AT 5 1) PR i 2D B AN T A 4 Ok T 9%
2 53 LB S A H AR 19 & 2 (Skibba, 2018), B4
PRI 2 R LB SE A B T DB TR . 2 A
23 ) 7E L5 Z R I RE, MrAs B H 2 T, 0k
RSB T B A T E o SR, T R AU S F
7% B B R Bk H1K IH B 4% (Draschkow et al.,
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2023), BB E AL A VR SR A R
3D JEYe. EUE A AEI(GUD KBRS | 545 5
Ze IR, I, AT B0 AR S5 56 1 AT A
AR, HREETHEAES RS RERT, b
BIEMiia H C++. C#EY JavaScript 2515 5 H #L T
TR NE . BeAh, IWETF LR HIAE I 523
SRR SRR R BB RN T . Bk, F & A
bS50 R R 0 T B AR B P S o v AR o &
T, OE S, TR SR SR R AR O B 2
WL, AR H AR T T LR ikt, R
IR B EE T, MERIRT5E 20
RO LG PRAETTRE . [FIRE, —SeafsEfa i,
0 A ST R AL F — e TR IRE”
(Vasser & Aru, 2020), A[EWFFE T2 AFFE
B R B 225 (Weisberg et al., 2022; Wiener et al.,
2020), FF A& XA Y T HAl BB 58 0 P 25 i 401 51
SCRTT & TR R bR AL, MATTAR R T SC R Y T
EPEEN 45 2016),

oo 32 G 8 A T T L 1 R DR X S 0
JrRC G T 563 T HEARR, W Psychophysics
Toolbox , E-Prime #1 PsychoPy %5 T E. A 57 & 2
77 {5 ] () 84 S 1T AN ) i PR 4L (Brainard, 1997;
Peirce, 2007; van Steenbergen et al., 2019), ffifl]
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RENS SR P M E AT S 08 T . R B R i
£, NOHERIT AL T R R R, I
ST K Z A 5 Tk e F L ek
PR, AR, MOk A IR R RS
T B BB SE I & v o I BB ST T X
PLIRBETIF & v (4 46 Fi 1] SR 1 T Ak e 8, A A
RS I R AL T 3 HE, HAR R MR E E A
AR R IS B AR B0 B2 Y SR

KILHERGHEHEIT A 2016 FLIKA
T 3 (10 56 0 B 2% J HULBE S S2 56 T 2L A9 3L,
PR T X T H S R AR R,
MR E R T S%, R, AT X M5
[ FF J2 O b AT T 41T ) LGS AN ER, 434 T T
LA ZR T T I 0 2 R ) o B AR ) R I T ) o B
TR —REm TR EFR R, AL T —Fb
W H IR E S 5H M BT TCHESR T K&
B, R oA o BRARL A R FULB S SE 6 T HLF & 448t
THRMA

2 EEEASRBINGENFETE

T 1) 38 FH SZ IR T e A9 T2 L 78 T e B LB Sk
I8 op AR B0 B2 A R, B A S I HE
0 H AW AR R AR 2K BRI B S S R A AR,
VIR e 5 B R, 5 A S T A i 5 .
XS T H B e P B 5T s S S R,
D ETAE, BRI nHER
21 EFHMSIZFENELALLKIER

Uit 5 1 B — i 1 B A 4 L Tl E Y
2 i S5 B 22 B R0 A I R T B (Nicoll &
Keogh, 2019), @3t FH P A S T AR, WiExks]
PP ERDEE e . PR AN | AR A
FHFN B AE T RE, DT R A R R A R Xl
PRI R Refs L 78 T RIS WAk N 25, i o b 3
BRNIRZERG . 10 2E0 4, (8 A ik
I AT R AT SC R d ik . SR, @A
(e AR 5 BT 3R € o SR IR T & . Bk, 3
ZWHIE R T RN R AR 5 T & R 0L B0 52 52 56,
PEPEFE S 2R XK 51 ZE (U Unity, Unreal 4, Godot
Sy, AR 5 =7 s O e U E TR, MR
PERATSIT, A 2016 4F LR IEREZ R AAH
DI B L A K T RSP, H 84.9%
M T H SR TS A R g R, Hoh
69.7%f# F T Unity 51%&, 15.2%f#i ] Unreal 5|4,

XS TR T 1 2 5 ik i SC I I & T B —Bef s
JRE A, BB RS R
G0 B 2 S0 TR AR I AT RO R

MW TRRIF RS &, Gribel 55 A H M
PR T AT OHESLE T L) EVE (Bxperiments
in Virtual Environments)HEZZ (Griibel et al., 2017),
XE— Unity W H S0, 24T —£3F cHif
BRI Re Tk R, R ENRE . B
TR = A A R R . ERENE, L5
T UL G FOERAE AT 00 S R BE, gk &R T
XML #& KXW E 4, IR BAGIRGE . ELRETTH
B, EVE A TR sim Al mAEiE s
(MySQL) K B2 AT E A SCB0 Bl o 76 VRAS B B,
EVE BEWE I i3 42 B Y R AL IAT AN [R) 25 78 1) 43 A A
AR 5 IR L IR Wolfel 5 A2 11 VRSTK
(Virtual Reality Scientific Toolkit)fEZ4, ZHEH &
T TN AT AR R S IR A S 06 BN 1 AR IS
0 5% (Wolfel et al., 2021), TEEHEALFE 5w, 5
EVE 26, VRSTK 42 fit i id R 4252 SUEHE X
0.

TSR AR TR I B4k, Brookes 4§
NEEW T LS55 By B (session)—[X. Bk (block)—iR K
(trial) 2 R A 44 @ C 40 9 UXF (The Unity
Experiment Framework)HEZE, LI Unity 45 = 4
PFRYIE 2 B (Brookes et al., 2020), &AL
RS W FBAR IR T RE, SR B DA R A8 =X
PRAFECT N, IR T R B R AR Ay In) 8, fiff
FEBZ WA THIEA USE (Unified Suite
for Experiments), —7E Unity H i 13 X $5 455 A
1A S TR B0 e 80 4 ) 0 R sh $5 8 43 4 9 I & TR
(Watson et al., 2019),

Bebko $2 T —Fh B B 1Y B R B
By SZIGHESR (Bebko & Troje, 2020), bmITUX (The
BiomotionLab Toolkit for Unity Experiments)HE42
TE 3 A U P S IS [R1 28 7 i 1 AR 5 A A
i, BEfE O b B SRR, AEAs
Wit PR L FALL . IRA RISk
R AR, IR R P 5 i om0k R R
SCEREE K, T RS R A B SL i [
FEAEH R PB4 45  StudyFramework, &M &
Z] 4 515 AT S2 I RO B T Y S AE 4R
(Ehret et al., 2024), ZHEL4RML T —EHT C++
1O B ST T RE O Tk R A, O H A IR
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TIRE, A S 56 BIAEAE 240 b W7 /5 o BE 8 A b
RARZEIEAT

PR T RR R AR TR AN, ff —8T R
LVE T O R 2 1Y PR [ 8, 4140, Toggle
Toolkit J&—> % 11 T HE U0 238 B i B 3 i 5 10 % 1)
Unity i CHHIA &4 (Ugwitz et al., 2021), & 214
FH 2 B b 009 55 X G2 08 <k & 2% (trigger)”
HRE VI (toggle) " DIBE . 3% LY fil & #2465 A
RE AN SE L — 20 Sl g (n -5 At R L0 42
iR | R | BERLAE) . M SR AT, &
PO 5 ORI I D4 D RE, DTN O B B X 2 1Y
JEPE AT R (AT IF8OCHT) . Toolkit F45HE f
Vi HE A 07 5, R ik S g AR S DI e 2
RE S I 21 52 50 PR 5% Hh A B R AUXT 4 b FESIER
AR, BT ST AR e sk, JF AR B
PR o A — 8 T B SO i e HA UL IR
W, N, R AR A T B TE S TR TR R TR R 2
W 32 i 22 7] R 75 TH ¢ 4% 46 TE AR Feick $2 4
i VRQuestionnaireToolkit J&—% [T/ T HE L
WEHHESREN TR, Entr2S5&did5H
PSR AT A HORIA S AN S EWUE R, W
18R Sk 25 77 4 TR B (Feick et al., 2020), te4b, % T
B4 T Z R0 ) s Xl &, Jorses
AL T Z R M. Bovo 4 AT LM MR-
RIEW (MR-Remote Immersive Experiment Workflow)
HE SR — 24 e 1 R 40 1) 5 o R i ) 5 9. 53¢ 9y ]
RETE(Bovo et al., 2022). Bi 1% 1 i M 100 7] £ D) BE
Hb, X AEE T R IR 55 A% 19 7 SR A TS Ry S
0 6 AT B, BT ST R B 7 (6 b iE
A7 18 B SE 55 A1 AR L (Crowdsourced) SE5
22 ETF Python.R AR EMTEREMMESE

WHEZTE

B T4 I 2 R AU P B Y e 5 45 it XK | A,
54 — 26 TAEBU) T8 1.0 B2 058 3 T A&
R TR S A R T YL D RE . Vizard AR
AT C/ICHIEFIT AR, FIH OpenGL A
A R A TE e T, [ $2 44 T Python %
FEEE T, XA B4 P AT LS Python 2
AR ML b &Mt R, AT
fift B Vizard - 5 6k Z 5.0 BAESL I TF KA SR TR
RYIR L, Schuetz %6 AT & T 4 4 Vexptoolbox
Python T H4f, LI 1HFFE Vizard F £ L 7.0
2252565 (Schuetz et al., 2022), Vexptoolbox # it

TERIYIRE, AR B TR A SR
T, VAR5 IR SR B Az 5l 52 50 H0E 1Y
AbFRAE T RE cExpy VR WAL T 55 —Fp 52 B Python
REAUFRIRE YL 718, EAB T TR Psychopy
FIRACRS, AN T 5T OpenGL JE 44 1) 3D /R i
., XNTEAEE T Psychopy HIJEA #51E, 5
BT FIHAAT HE D00 52 S 30 78 A5 S faf £ . T ]
LA 32 2518 Psychopy B9 EJE FH P ST A8 b i 15K
2R, JF% 2D, 3D Won . HAREREERES N
g, SR, H AT E AN SRR B TE G D RE,
i AN SEHE . Vercelloni % AJF & 1) R2VR 22—~
TAE R H AT B S AT AU £,
i3 A-Frame Fll WebXR HEALE Y b7 3%, IR0t T
5 MySQL i 5 Fl Wi 5 52 56 45 R B4 19 2 g
(Vercelloni et al., 2021) . X Bl 5 ¥k AL S5 FE T 5
ANGUAT LB T R $54 B T A B O
TG0 #r . (BERT R2VR B R AEHE AL A AY e
PeTIRE, HAR 82 A,

A — S 5T SR B B VR R
PEEAT S B MIEE . BI4n, Liu A1 Chen 38 T ( L
WA V. KPR VR) (SkyrimVR)FAT3258, &
T SkyBXF (SkyrimVR based Behavioral Experimental
Framework)HEZ8(Liu & Chen, 2022), ZHEZEF]H]
TR R PR R R IR A AR A,
F A & SRR A2 (MOD) HEA T 1, AT 55 3L 5%
BB B e . kA, Saffo 4% A(2020)
PR T R KA Z AEL VR #1285 VRChat
PEATILREAE LR LI 1Y J5 %, I X g —Fp ol {7
Y S5 T B (Saffo et al., 2020),

3 HEEFELRENFALTE

18] [0 38 S0 Th g iy & T B B 726 b
I DR ST R AR R, E RN R S
PR EOR A, HFREAPRR - ENIT A
ZEMMARE T . MILZT, L VREX AIURH
T [ 45 5 S 3y H I TT & 5k, R XT — 284
SR FE AT R, K AL 58 B 19« TF A6 B AT 52
B TR, IS AR SE A, X 2R TR
WA ek T |2, SR AL A 4 B ) ST A A,
T RIF 5 2 il A% Dl 0 32 AT R ST Y SR
MJCTE i 2 FIRZ B AR
31 EHMMERMEE., FESIECHRIR

VREX (Virtual Reality Experiments)/2&—~%
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LIS E R T A B FHE AL AR SE Y
T3t 15258 T B (Vasser et al., 2017), VREX &
A5 HARia = T TR AR E & 5 —
AN L Unity 5125 00w R b, 6T
FHE RS E T 5 2 5y FI W SE B R G ilF A7 SE ik i,
MICH WA T A# Unity 515, VREX 24t 1P Fl
WiRAES . BAE WS MEBRICIZE S, IR
# T —8E 3D BIUWKRFR/E TR, [
B SR P S A HE L 3D BER BT Sy
FARA Z 5, Vasser 55 N ib$2 Bt 1 J5U4R Y Unity 35
H e, Dho Al LURYE A & 19 75 K f S i ik
XS VREX BEATE il Fid i

Castet 5 A2 T —Ffii ] Python #4775
BRI AR R . AR T A
29 PTVR TR, AR FETFIER Python
A A 5L T Unity BRLSESES, JoFR %R Unity
HAH DA (Castet et al., 2024), % T HEHL T —
SO BE SRR, [ A B R T — B I Rl ST 5
TR

73— A FJ& Landeck %6 A4 H 1)) Metachron,
B SRV HUA 3 S X B ) 260 0 A DG S
AT R GRS TR, 3T Unreal 4 5|
#EIF & (Landeck et al., 2020), Metachron it T
18 Fhbst [aI45 il RS, AT LAAE SO i B AH € 1 6 42,
mehFe . KMz, FWEE, ™A i i i
WAL . B ] DI A S35 AR B
L AR ) o i [ 7 0 SR ) o % T LRt
TR T X S ] R G SRR, S RRIC SR
AR Sh P8 A1 (A 4245 L o Landeck % AN, XA T
BRAGE T — M i i B gx, @l LU T
PREAMARIE . w43 ZLAEFN 3 PAIE 5595895 5 BUW
A ] 1 5 ZE L o

MAh, Delvigne % A& T VERA (Virtual
Environments Recording Attention), X & — iK%
SR 5 LB T TR T £ Bl R S (ADHD) % 11 9
Unity T.H (Delvigne et al, 2020), VERA 5
HTC-Vive Pro Eye il Tobii IR shiRE: T HIf%, 12
HET 5 AR R VR MBS (RE R . BhE . &
MR E H B2 T RN SR DA = A IR AT 55 O
A EEMEE RS E D), HTiexs5
HHEEIIRED -
32 FHRSMHARIE

2% [] AR A8 8 2 0T S8 N —A~ |y 3 55—

AU A AR, K — o R AR TN S 1Y A T gk
LA ) FRAE AN A M IEAZ SRR T (SRR 5§,
2023), M THEARASKE . Sl XY
SISO 2 5 AR, BT T A R
DL S T BB B 22 b P T 43 A AR fige ok s )
W RR )3T o AR — SR, — L O fAT kR U
WIS A9 5256 T A, 41 Landmarks |
OpenMaze . DeFINE . VNT I NavWell T. 24, 2
LT EHE TR 4 4% . Landmarks HH— & 51 i il
IRERE YL L, iy P 3 Ao i ] e s = B e X
W BRI 280, mAIEE S K (Starrett et al.,
2021), JXEEIIGAT: 55 AL 45 25 [H] 0 . HB &~ |
J7 1) F W AU AU A . LAk, Landmarks i 32 4F
s HL (BEG) B, I BEXE Kdladin it CSV 3.
DeFINE (Delayed Feedback-based Immersive Navigation
Environment) 5 {3 5 fiip a5k 72 ) SR ) A, 259
RSP0 S B rp S B B R B AL (Tiward et al.,
2021), HAFEA 5 2R S 55 i 248 & BirhL
B, JFSE BRSSO N R, DRSS
BAE T AR P A TR S A ) LR R
NavWell J& k2 MUE UK R EE5 T R T A,
BC A A UF Y Web FUIT,  Fui/e P g Bk B R/ |
LR RA G R GE&, JF RS LR, &
L LRI A Unity 51 % g 47 L8 A1 55
(Commins et al., 2020), OpenMaze t5&—Fh /T
TR — NFR ML S5 19 T B, A Unity [
JEH 7 B #E 47 FF & 51 5 (Alsbury-Nealy et al.,
2021) B SCVFHIFTE i A 16 e B e B SCAR SCPF
K A E AT 55 FISE S 24, (B SR EOHE Fiak 2
S R AT/ AT I AR R IUE S . 5 R
BT & T.BEif VNT (The Virtual Navigation
Toolbox), — i HE T il il & 5 AN A< 47 I i Ab 3
2R — AFRZS (8] ST T (Miiller et al., 2023), B
T THE, BRieE —L% Tl T#fT e s
[F1] g 71 I LAY 2 37 T B (Colombo & Griibel, 2023;
Wiener et al., 2020),
33 EHMESEMRIA

RE AU B IO R A L S ) A S —,
FEANRTE B PR L X B O 0 L S 7 AR A
R PR DL e B TR R AR 35 (Kilteni et all.,
2012), —LERFSERY], itk 2 5 E W g S
SR ESMERZ, 7T LR E R LR 5 B RTE AL,
HET 7 A A2 o Y« B R A A 58 (Slater
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et al., 2008), IXFPMALE AT LLAEAR FCRE B s 2
HEMEBUAE DT AN, HAAS5H
15 g BB, AT DA 20 T P g o e A D,
(Banakou et al., 2016), Z&flth, MS5H LGN
JLFER, A T m Al PR K/ (Banakou et al.,
2013), T 1R A RE U0 HL B ORI 5 1 R T oK
Oliva 28 AJF & T 44 QuickVR HJT.E(Oliva et al.,
2022), ESCFFREBEEMIERL, WaEIRg)
B BRI MR 0, [R] Ao 4 1k 5 96 A O T e eR AL,
A TR A S | AR A S A S S DT RE
BEfE FR W5 JE UL BB 84 VALID (Virtual
Avatar Library for Inclusion and Diversity)Z 1
ML B % (Do et al., 2023), Bl T ZadH8
EER 210 A REDME BAAY, SR AR RS A
Wizgh, JFE W T 7 AR NN LR 2 Fr S
A A R S e R A5 o A 2R R AR G T R AT
YJRb s, Ao S 18 R, O R T X S ] i
P20 A . R ff CRAR B e e Fn v 3 b A 3%
e, ZELERAZIER. Z2PMES5HD
WArEE, JEHET T i — 2L . Ak, Pohl 5 A
£%F Oculus Quest FHBBERRSH L& T Hafnia
Hands, X T HARME 7 20 T8 B, 4
6 B NJSHK (@ F 3 FPAE A5 B (Pohl & Mottelson,
2022), AHRL AR TT LIS R 2 5 8 AE S8 o
T B B R, TS DB T5C ) 0 J5 D0 1 T B
L BT AL
34 EREFEHHRRARIR

TEWFIE NRAE G B FR A T B9 P SRAT NI, #
ZH5HE 5 TAEISER AT RE S AR B R, K
I HE UL BRI Bk BEAR (AT 5T J7 1 o Brookes 56 AT
% W) VRthreat Toolkit A It ZEAF o8 #2140t T S 5
(Brookes et al., 2023), % T HA&—E R A K
B2 1) i I N R R S R
ANERYBIEREAT o A, THEEHE T Eh Y,
LU AR #5 A BA 1 1 A FLBC AR A KR 2, DA K
AHRE P IIAS R G5 BT 1T LAGE AT UT FE 4 A X
SELH A, TE I — RAVUTIR sk T, Ban R
W 2 5 5 7E SR AH RE 00 SR Qe T %o Jgl Jis O 28 45
HEHIIAL. VRthreat Toolkit %L 5256 T i 4 it
UXF RAHES 55 AT B s AR 2038 B 800
35 IWRHESENIR

TERE A 2 B 5 m i v, BEOE B T e
I 5 2 5 3 Z [T KPS X BR 8 i) 8, 245491 ok

Wh, 2 K DL S S R S I S
L Qb LS S0 55 WL AT RE TG I B X 48 . B 1Y
T, R Bag B MG T 2, AT ek
AEEMPIR ., —Le AT 59250 W4 TR AT LU
HSifp PRI — ) OB i BIEFE 803 . Bl N, Cools 45
AHEH T —Fh s Tk, PR T 48 CreST
(Cross-Reality Study Tool)[# & 43 T.(Cools et al.,
2023). CreST LT AR HAR, WS HRML T —
A RESA AR g o SRR, SRVFMATTEL AR T
AMES 5ENIEREN TS 5HFITLE.
i 3 [ A5 5 B A 1Y 0 LSS IR UM IR, BIESE A AT LA
HIFHIC RS 5 EAT N, IR SR
125 &R ET TR RER . 5 —ForiEm
Rey %5 N4 H 9 JE T Web (195256 W b Fdes il T2
IXCI (The Immersive Experimenter Control Interface)
(Rey et al., 2021), TXCI fajfk T B L8052 S 6 52
B 5 AR P A AR, SEEL T Unity R
F TR IR BERANR Web 3 (19 SCH AR o T
Web i i S AT (AL ST, R  AT DLBR B T
T HE A PRI v 0 o2 B RNBEAR I ), S N BRUER AT 55
BERE . BRI SR IR SR Y B, il S
TR s AT

ST E40 Vo I Cognitive3D AHFFE A Hi 2
PBET R R, RDRE B AP 2 5
BAEREAU LI P AT . XL T AREE I S
HEWMFT il wk BE R RS, JEE Web dig 4,
Az A T 53 BT B AT S 03 R BE AL FA A (Howie &
Gilardi, 2021),

4 ETEPAIHEERFESIERIR

ABESHIR IR S RIS ENS S
TESZE BT Hr AR B0 T2 N, FRAEIA T R 4
W R B AR (M G £ 38 UL Halbig &
Latoschik, 2021), S5t #AH L, i VR k3%
7R #RHEAT 2 A 56 B A (ERP) Y B 5T (27 H T
SR K155 3 B (Aksoy et al., 2021), EHIEHRT,
Jii L T DL B S VR SIS & 45 4 ) (Hofmann
et al., 2021), {834 EEG 5 VR &5 &1}, k&
X} EEG f& 1848 1t i 69 B o] g2 R 80k iz
5] A TE £ M55 R {5 5 ¢ H (Tauscher et al.,
2019), —LEPFEERM, @ E Y MERTFB, o
X VR 3k 25 1 5 il Ak g s RN ek i 3 O o0 BT
] LA B0s iz s Pl (Butkeviciute et al., 2019;
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Li et al., 2023), FEfE{FJ5TH, WE EEG 15 54
BN BT IEE AW R, KA
P EBERR E A E S R FNE STk, i 5e
ARX $E A58 (Bernal et al., 2022; Moinnereau et al.,
2022; Stangl et al., 2023). BE TES Ik, THFEkR
— FlWE AT 0 5k 2 O R i AL DR
OpenVIBE 78 I P32 FE 7 FPic 5 EEG 55 . N
T LR, — T A LML T Unity F
OpenVIBE 9 4 5% , i 41 BCIManager A
LSL4Unity, ffifS7£ Unity 1 #%#l EEG iC %3 #2 i,
A A] fiE(Skola & Liarokapis, 2021), Jiménez %¢ A\ %
UTIR AR HY T — 3 & UXF #1 OpenVIBE 19 T.AE i
T2, RS PR AL T T 5 4 0 i o 5 %€ (Jiménez-
Ruescas et al., 2023), & 7T EEG, ¥ VR 55
AT A G (INIRS) 45 A W ER It T — Fh 2 38 19 I
AR T B (R 5T 2578 I Peng et al., 2024), 5
EEG fH [, fNIRS Xt T4 (i U PERAR, XAEW
Kz 5#iE81 VR IR EA RS, (HHATH
X THAK KEZ . TERINC R, HENE
AR 38 B 5 Y Sk B s A i K, R 4L
SEPR IR IR B SR O kA H R BB (P R 2R A
. Adhanom et al., 2023), A3k, ML FAYIR
B sEHOR T BR8P G 2 HOR RGN Y
Jria K. B, Nolte & AFF & IF 9L T — sl
4 EEG R I SE IR 30138 BR R 375 (Nolte et
al., 2024) . i it it IR SR A ic 1 0 e A, A
% N5 AT L7 s (8] 4 8 X6 55 A [R] A% i E S
AT B A 25 Ak JEL R 3 AN [ B 220 %) i L 355 3
AN, 4 0 SR B R R U B b AR
T ARG S BRSO S A 2 A Y N o
Mufioz ¢ N HLEE H T 458 B 9% &A1 Unity
513 1) T AE 3 #2(Quintero et al., 2019), PhysioVR
FOVFREE AR BB RS IE SR Y0 % . EEG DLEOR
AL R EMG 1558 i i 4 Uil 2
AETHL, JF AT - Bl 4 i (UDP) S 3 £ 5
PITREAL i o IXFE—2K, %5 =7 Unity 5% 0] DI4%
WOk Se A 4R, SE AR B SRR T 5 R I SR
By XL ]38 A7, AT 2 R85 B4 ] Ah S S 5T
IR . PARE-VR J& 75— s DL fb 0 BRAZE R T
Wik BB 80 FR A M HRV)IE SRS 08 TH
ERES LA R TN HRV $84%, U I 5 0% Fig 5
ZE W 2 8] i A5 £k 22 5 (Quintero et al., 2019).
PARE-VR [AlFE A RE T3 LGN AR | B2 3hix

% Ly s AT U R FIF A VR HEEH
Unity i fF =50 410k, (75 i 400900 5 50 50 A2 )3
REAE ST HEOR A 2 24 1 HRV [55, $24E T
RS MER RS S HF . A A8, Excite-O-Meter th 2 —
ASHFIC s HRV 5088 09 Unity T.H, SZHRF200KR
H 7 L AR HRY B, It B85 500 1% i 21
Unity P9 #8112 30080 SR8 7 #1712 % (Quintero
etal., 2022), BIREAZRF TR o347, EERHAE T 5
LY HrIhbE, T LATE Unity 25 % Wi ) 10
HRV £83E 17 T AL R o

5 itit5RE

51 WMHMIEMAMNDLE

ARSCEER T 0 B 2 i 40080 SEAF 5% 9 fe
SR TR, RS T e RS E AR R
o MR R SR A A O A 40U ) N R AR B 2
R B AN E RO R R R T 35 rik
o DIRET LURYE B 2% . hR KM LUE
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Abstract: High-quality virtual experimental environments are essential for psychological research using
virtual reality. However, for psychology researchers lacking computer expertise, creating these environments can
be challenging. To address that, various tools have been developed to streamline virtual reality research,
leveraging technologies like game engines to minimize the need for specialized knowledge. These tools
offer a range of features: some provide comprehensive experimental frameworks, facilitating the creation of
experimental environments, while others focus on resolving specific technical challenges, offering technical
support and development paradigms tailored to researchers’ needs. Looking ahead, future advancements in
experimental tools may adopt the concept of a “meta-framework”, aiming to provide developers with a more
efficient and adaptable development approach.

Keywords: virtual reality, 3D stimuli, experimental development tools, meta-framework, reproducibility,

open science



