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#H BRI T H (2019 010), M RGIME K2 3 NN N L S A ST AV TE
ooy W g EAPECOER ) OGS
SN ’ . G AT R (U 58 ) 52 1 Ok (McCreery, Schrader,

Tt H (ZDJH-153), WA ZE RF2= 1 = 1R s A . o
(IKGHYB-0044), [{5 A4 mAu e & & Krach, 2000 ML L —e B L2 B A 36
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2007), i HJZBSE A KBRS, H Mk
By 1) B /R (Gee, 2003), &3Sk A
LI A M A IR [\ 7= 42 ¥ A8 15 i (Mccreery,
Krach, Schrader, & Boone, 2012),

CAWFFEERY, MATE LR i AR 2
P2 e A RS, XA I G B RR A 5t B AN
(carryover effect) (Jones, Rhodewalt, Berglas, &
Skelton, 1981), KW 5% 5 T X — %R (Kelly
& Rodriguez, 2006; McKillop, Berzonsky, &
Schienker, 1992; Schienker, Dlugolecki, & Doherty,
1994; Tice, 1992). HEfME L B B i 745 A &
MSCHE R, JFRAT AT A I i 2 fg
(Gonzales & Hancock, 2011), H2XFAMER B F
HE & 77 42 #2i (Jin, 2010; Vasalou & Joinson, 2009;
Yee & Bailenson, 2009), Hi F#LAH 74 7 1) i #
b5 FEE AR AnPER] . REEFNAT S (AN Bt
ToMFEMITE RISk, AR EZENE S
ST A A T3 T R AU B XA~ 44 B A
IR
2.1 HHINRITBEEBE TN

TERITEO T, f IR . B,
PRI R AL . R RURIUIR M A SRR ) AL
JR BT AL A A R R M, T ELRZ e T A AR
HIRME S M RIBE . ASATE R PR v 229 2eid i
Z: BRAL B A1 3R i 52 LA R SRS B R ST 3R A 4 T
FIPEH (Brien & Murnane, 2009; Yee & Bailenson,
2007), PR ART A0 B A3 1 W4 1 52 i G R
5t (Bem, 1972), % 25 4 iz 3l e i Ak B i) W€
A PR W A B B AT 58 4 PR 7 BT (Pefia et al.,
2009),

AMRICAL AR A R 5 R AU A I
R ZIBEN G, 45 BURRE 1L B Sh R LRI,
L2 IR Bl I Y 2B BN, AT A Sk B P I 5
Mg 2] 44 9 A (Rosanna, Jim, Jeremy, & Cade,
2007). FE, AR LR (AL . ARB | RIS
JUT A B4 AR 2 5 T A AT 17 1) 1 FRAE A
WA 5| Ry T AL 2 A AR R H O A AT
1. Ahal L A FFE A5 (Yee & Bailenson, 2007); %%
AT W 51 T 001 B 45 T (A TR B R S B
B TR, A SR HAR A BE I (Yee,
Bailenson, & Ducheneaut, 2009); & AIFTEE | KRk
B SFL R MAR S H SRS R A | 4L
By IR AR I 58 SR A C R E S A T T EAT

ZHRE . LA RS BA RS 1016 5 25 5
AP A GO O B ATE (Bélisle: & Bodur,
2010); SEAIESUEZ T H L, TEASTE
S G A RE RICGE M B RS (Yoon &
Vargas, 2014), iR R, (LB INRLRETE
S T AR B IR S AR A

22 UHTAXNBEHRESHEI

b B4 AT Ry B Ui R B A B AL B A R HUA
S AR B S A (k) AT S B A7), B
XA PRI B BN E 5T A BTz AR A T
TE 5] o B L it %A 2 3t AR (Cln S o e x ) =2 H i
STRAT B EE T AL B AR R, B O A R
TEE TR X i B AT SR R TR Y 2
AT IR B A 50

CAHMREY, S ERERER TS
B AT SR { IS . 40 Fischer 58 A
(2009 5T & B, SAEPEAE A L, B A
To T B8 2 A S (WO B 2@ M) 238 H 2
S R S IRE DR %2 S, X 16 K6 e T fi 52 i B
50 2 T O T XU 2 2B % g LA A Y
R AR, 583 A, b5 A 000
M 2 5 2 34T R AE DU A AT B 5T R Y R g g
F1 8 7% (Fischer, Kastenmiiller, & Greitemeyer,
2010), X FEZm 7K B A BGEEE X Z [ B
LB LS (Zumbach, Seitz, & Bluemke, 2015), i
BUZE N H L 23 5 BOE PR BURAT IR R R,
FHIE AT el A F AR & (Lin, 2013; Uhlmann &
Swanson, 2004),

A B AE T8 T Y 3R AT A A BT T
etk B 3RMEE, i R e T A T Y [ 3R
& AHPREY, HALSS 52T M ERK
B H Sy — A 2 e N, It E R
L BEAR T B & A P 1k K F (Bastian, Jetten, &
Radke, 2012; Greitemeyer, 2013), 7EiB £ 5 /7 1,
A WFFE I e A Hh 0 T AR AT Ry 2 e B AR 1Y
SB[ I, 58 (atilitarian mindset)4H Eb,
$538 i (deontological mindset) By #0630
& 1 B A5 18 2 (Ellithorpe, Cruz, Velez, Ewoldsen,
& Bogert, 2015) AR EZ I, S WIE ML,
AU % i 2 AT A M Bu R e B A
O A4 3 F S M (Alessandro et al., 2016),

AT R XA A5 T (14— i 27 2] B8 (Geeneral
Learning Model, GLM)IAN, #5537 %% X 414 4
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S AN A LN RN, T HL AT K I 8500 (Buckley
& Anderson, 2006), < BN HEHE T A £ 3
T ek R RG: 55 A S 0 14 T o, A O R fh R Ao
WK, FEXTIAAR NI RS2 2] L B LA R 2]
SRRSO . ATEERR AR B 2 5 Gk
AT B acte . 1§45 BeE AT 8 1 A S ik
45, DN A A A A BT 25 5 T I Tt M A R I
Funk 1 Buchman (1996) .32 1} 1 — i fiff B8 400 5t Jie
XS AR NAR P2 A K e 1 BRI . BN R
PR AT R R A AR ) 52 00 — RS A 27 > AT A AL Y
AR X R, XS A R A
YERL, SRS k404 B Ik [ 248 I B0 1758,
HETTRZ 0 H A A&

Kode SEUERF T SCRE 1 RE MG B AT % 7 Fe Al
AR A o W AR B T A AR 1 e 4
A 22 52 H {38 BE & (Funk & Buchman,
1996), LK Bt 3t e & 23 52 i H S 1 i
(McDonald & Kim, 2001), Fischer 4§ A\ (2012)% #i,
FE LR AR 23 38 2o A () o B 5 o i A A
WS SRR RA KM SR Ehsigsh i,
Fho MU BB R AT 15E . B 22 N ] F 5 B
FEAY A B B AT A 5 B R ARG A R &
(CnJgeng 5K Fst ) A K 200 (Hull, Brunelle,
Prescott, & Sargent, 2014; Hull, Draghici, & Sargent
2012; Vingilis et al., 2016), X645 5 Fischer %
A (2009) 1 T B I 5T 45 2R — B, BI B Aok o5 il
USRI UIH 2 A i A FME & o 3 SE B 5 Ud B i Xk
H B AT (ANFE 4 ) AL X B K i B B IH K
% R AE A M A RSO, T AR IR

3 EIMLE R B RS ER

FE R B anfer s e AR 0 B A TRRHE
BT RRI A B HE LA e T iX — I,
3.1 SRR

#45IN N HE 8 (Social Cognitive Theory, SCT)
AR AR B AT SR — g 308 o T 4 0 i ] 4 ) L5
23] | B3R5 (Bandura, 2007), BT IER R B
PP TR A F G L2, BURAEW R TR A
WA FEIL B 2 b, I3 fh B B 3% A £ 11
70 Ik, BURAT Ttk — A A 7R R 3 35
o R S TR E 34 58 (Peng, 2008), {Hit &
NG S T I 2 N BB REAT R DA K 54T AR
B 25 sUAEST, A RIE ST R

FEBRD B F A 0 e Az

FEAL 2RI BIE A HE A, Hull %5 A(2012) 42
H B 3 A48 F 18 (identity simulation), £ /3481 H
WA g AR AR i 3k b BERE O AT AT D B
(behavioral simulation), AEHEAT BRI, B
ARG TE AT R R I 28 AT A e RS, T
H T A AR B LR . AR B
PR AL AR, T B B AL XA A
ARSI T FE R IR b 2 o] £ R AT S FA SR AR
IV, NS L2, i H SRR TR A
[F) A FRAHL 2, B B0 5 2 90 AT 42 ] 1) 1 401
Ak B B4 B FN 253 J¥ (Kaufman & Libby, 2012), B,
HUAR IS A F R L B 2 R 3 A A 3
JE 1 25 55 7 T %) N £ B0 (Fischer et al., 2010;
Hull et al., 2012; Hull et al., 2014), Jf H 3% T
o B 25 BE R J5T Y 19 3 8058 A8 2 52 R AH B A AT
A (Konijn, Nije Bijvank, & Bushman, 2007,
Uhlmann & Swanson, 2004), &4 #5835 7 540y
B AIWLAR, G Fischer 55 A (2009) % B BT 3 421
IEATAS K 7 FR 5 S IR K 22 S i mIAL,
M LA B 25 3 ATk o 5 EAHARL, Hull 58 A(2012)1
FFR RN, Trssih B I 0 WA AR 2377 S A A HF
JBT 18 oA (B 3 SRORIBG ), 2 T 5 e B 52 v Y
a2 AT R o
3.2 BRBEIBN

A &5 3300 (self-priming  effect) A A 4~ 1A
WEE R 14T R 2 P BOCE IR IR B HES, IFEOE
1CAZ 7 B AR &4 T ¥ X (Wegner & Bargh, 1998),
Dijksterhuis 1 Bargh (2001)iA Jy 3 4 %4> 4 AH 5
) TS e — 4 & EE )8 Bl (Social Construct
Primes) (Wi 72, W04 105 > A BE & 7T REBUE T 1%
AR AR ZIEN G, i HIE i T A7 e 218>
B4 (Hull, Slone, Meteyer, & Matthews, 2002),
8 H: S 5 A 2 i 6 B 3R W 3 . Demarree,
Wheeler £ Petty (2005)38# i3 SL86 4 58 9 — 2 S i
TR SO X H A S R RO . — 7
FE M BTG 2 A R R R R Sh L S K A
FEME P By A, I 1 FRAE A 2 2 I
ARy Iy —Jr i, AR O RN R T B
ML E M EMA A RSz, Y &
TAHRME, Xl A TR K A B R R
AR, X SEWFSE R, R i A AR A R T
I T ARG BV . X AR T A FRE 3
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XA R R F IR b AR A N A Y T K
(Markman & McMullen, 2003), FE ik, 245/ 3hK
B A RBEE I, A R0 BEERAE RS )
WA I BRI, I HAE —~E R L H&,
P 21T A FRAE S L E R B N Y — SEARE
(Markman & McMullen, 2003), M AR A
RFRME R AF E RSO R s, B A RS
(Wheeler, DeMarree, & Petty, 2005),

TE AW AR 52 el 08 F 9 o, — i i A A
(GAM)TA A iE A AAT S 4 52 e o 2 11 3R
JE S AR WU, A EOE T AN
e 5 AIRARCH N2, RIRLAIE X A 3 1 A4
# B FEMEAS, 40 Uhlmann 1 Swanson (2004)5%
AU A T LA AT o 5 A A 2z 1)
(9 A ShHKES, Fischer 45 A(2010)% BLIA TR 23 i
AR A 20 et 1 R A HOE K
3.3 BIRMEER

H 3850 5% PR % (self-perception theory) \ H 3k
WL 1) £ B2 S Ak B 20 352 AR 13RS S AL T
BB RE, 2 HOETBAT R T 00— i R AE
2o ARAGEEIRIANN, ARG = AP A
TRAE I A WL A 2 AT FAR R IEAT A TR
(g B k), e A C RS | A FR AR
CAmRLER ), 1M HLX Fl 308158 7T BE 23 5% i > 4K B
JE AT (AT R), RIAMAIAT R 25 LL4ERR
HoBE 4w Jr X & B (Bem, 1972) . Yee Fi
Bailenson (2007)IAR B 3058 78 i U P55 Hh [F) A+
SR, XA ARAE HE UL R B v g % R LAk AT
9 5 A A WLGE A AT LLHE KT [ B FEE (Brien
& Murnane, 2009), B R EMH, MWL
HNRANAT R AN T5 I HEAT H R0 . Y 5 B
FE AL B AP RIS, AMA 2R A Oy A T &
MIREAE T3 . AhIEl . AU R AR A5 R (Yee et al.,
2009; Yee & Bailenson, 2007). Xtk H 1k 5471

A WL [R)RE 0 B 28 T HEWT 1 A C RN FERS BT,
AR TAER AT R, A BT P B BT A
LB K A e & — N BA Y. AT
I HEAL KR A A (Bastian et al., 2012; Greitemeyer,
2013), 1 HAFEE A A B F M (Alessandro
et al., 2016),

TE AU T, ML B 2 AR R A &
7 (self-focused attention) (Vasalou, Joinson, &
Pitt, 2007), X J&MAIEAT A AN E A T
[F A, 5SEIREAE L, R LR EE Y BE 2 TR A
B o5 KA £ (Lee, 2006), 2L
BT A RMEEXHE FARROUABAREE, IR
LREMITEREBZ, HBA v REZ AR [ 3R A
W, WAk B R R T A T AR Y T R
(Fox, Bailenson, & Tricase, 2013), A1, mEIIFREE
R 3R S BT 2 A TR AR T AR () ) B
FTHFE, MMEARER TR, a2 AN
SRARREHAE O AR TR B, F#E, &
1§55, 2014),

M2, WA R T AR AL A T T 2R
L B 5 H TR A FIR fR REAEZE . X SE R
B AL B 25w A A&, (AR H 3R
WA B AR 5 R A B AR R 22
R T A BE Z E YOG R, AN S
1 PR 5 AT UL o B i B4 R 45 1 3l
AL B AT B U, IR B R BN A A FRAR
LA Ok A AL SR, ([HR VRN R
AR AL o A RIS S RN W 5 1 B 2 R EE
e S50 SRR B OGRS, DU I A F A%
AR DGR BT AT B MR, B Zm% T RERLAL
SMARMERE LR, ARMEHEIS S T B
b5 58 255 ) T A B, gL S
WA TWE A C, Kt WEE g e &, star
W AR SE A AL

LS | s
B e %Aﬁﬁ%ﬁ\\\\\\
WoE I TR
WENHLR AR
o SACHRIR [ b &
WAL R A Rt Z 3
MENHLR RSP
WAL B R HUE B AR R

B AR BRI TR & B0 B i R HE 42
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4 ENHSEWMERMSHBATLEE

B ZE A AT i Ak bl O e B 2 A R,
BN S NERFIT N, Pk B L RIS
TR AR A RS IEARE, HERT 1k
BRR, TG WAL 6 B TR 45
A 37 B LA e 3R AR AR A4 R R, AR
i R [KF L,  A B B 3RS B 2
2 2 IR RN o
4.1  FRTRE R FHIE
4.1.1 FFRIEEM

AU B R A& 4L, AR R
IS 3 AR (immersive virtual environment)# i T
Wik B B 32 (Konijn & Hoorn, 2005), fi~ATE
Dy FL 1 I XK A 45 v B 6% 1 B L 52 (19 R AE (Holbert
& Wilensky, 2014), Mili#a Bl T 5o 5 78 liE % 31 352
H A BT A I 7 A B it A L ST S 6 %
WX 25 A e 2Z 0] 19 26 R B R 1E
(Ivory & Kalyanaraman, 2007), JLiE & Al 37 /8%
A G 2 58 i o it X% £ 2 1% IA TR F S A (Kremar,
Farrar, & McGloin, 2011), i %R AR5 AT 7]
AN, 545 A 03 BE ) # T BE
SIII R R ARG R & Z MR . R
ML R EESHERRYEL ARS B
T Y B A B R RS (Klimmt, Hefner, &
Vorderer, 2009), K, #0557 Xk 18 B ok 1Y B
SR AR B0 23 38 Ao 3 0 R LA BE R TR L i 3
AR AL B AT O AT A 3RS 2 ) B 4
(Fischer, Vingilis, Greitemeyer, & Vogrincic, 2011;
Kremar et al., 2011; Zumbach et al., 2015),

412 HEHRIZEM

& H PSR AR A R R A, R IR
& E3S 5% T HEMIES, 35 A BT
fib V7 %k #A €5 38 47 T3 (Dill & Dill, 1998; Lin,
2013) . #k 4 IA %0 ¥ i2 (Social Cognitive Theory,
Bandura, 2007)42% > 43 AT, —20 F 3%
(enactive learning), RIi@E i HEEL R, 5—
2 Jy WL 2% 2% >J (observational learning), B[V i i W
AN G R 2= 3] o BT F 9% S Mg 3 1
HEE, Peng (2008)44 BLal Mz xk e Xk E B )28
PR, RIE SRR Rl B2

S | Sl NG U VN AR =AY N A i
WEAR I A B D B AR AL T P RN 22 A R g HLAT

SR SR AR IR, DL AR i iR A L B2
FEZHPRA A b, B AT LI A @K RS
IEPE il f @I AT R (Lin, 2013), M BER AL
SRR R G LA, 0 HARE E 2
B LA 2, o R LT R — R A
(Vorderer, 2000), [FIEf, MILRE LS, AW
HEAT USRS, 2 B Rt b 55 1 3RAR DG Y
Fofk, B, SHEWEE ML, E32 50000
e 1 BL R e AL B A B 5 1Y 4 A (involvement)
(Carnagey & Anderson, 2004) . 7£ 4 AL B, <3k
AL A2 TE LI kR B R AN A
(Klimmt et al., 2009), X8 & 22 5k 014
LSoSETE & D R s VAN (S S N7 S
AR, WA RS & s 1 <3 FI A (2 18]
B R FR o Bk, SWEE LG, PUIEEIT
FAAC B A T B By G BE, DT B A Ak
BA T 20 R R rg s, A A o
(Cohen, 2001; Fischer et al., 2011; Peng, Lee, &
Heeter, 2010),, Fischer 5§ A (2009) % # + 5 % 5%
TEPEREAE BN Beiif k) F B2 54 T2 51
X e A i O HU ) A R, WA
MIEM A FRFGE . Fi5h, 78 F 35 5K
A, IR EA T RES B R A A O
AT R HE AR 5 BT, JF 27 i iR AT i B 3R A
Ao PR R e AR 1) 38 A A T 25 5 Ak B
FRAES ARG, WO A A 3k /RS
(automatic self concept, Lin, 2013),
413 FEFIHH

€ 4k B (avatar customization)/ g Bt Z i i iifF
X A B ) D) BEAR 8 A A A e 28 6 R S0
TARFRAE PR . BRSO BV fL S, BN
iR B RE NS HOEAUR A TR A1 S f2 it T AT RE .

EAMTFERY, ] E fil 1k & 545 5 slE A
PRI A FMES . 5 DU G AR DGR By (T AR A €5,
SN E B A REGEKE, Wi es Ak
AT T CAA (UL 5 00 B 840 5 2R 2% (Verplanken,
Walker, Davis, & Jurasek, 2008), XA fig&h T 5
BN B B A AR L, A 7E Ak B i -4
A AC S OEURLS, K A2
X H R B 5 (Taylor, 2002), [, i i1k
A 22 Y e R ) 23 8 g A B ik R, FE AR
RE R AL B 5 AR AE L T BE S B g i B R
Bl — & (Klimmt et al., 2009), Fischer 25 A (2010)
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HIBF TR & 30, 10 A1 Ak e il A B i Be K T A
[F G B, b B B SETE AT UK RE 5 25 5 1Y)
FEfZE AT, AFEZM HIREE (self-activation)
B, iR Brg i A e dlik 5, Mo T B AW
FAS O AL B B RRAE BT . R M B AT
IRl R ARtk B, B e A oo 8
b S Rale S N3 - AL
4.14 wHE-NMEEEESERSIH

R AW P 2w vl LU 25 A & A 4h
xR, WS HRE T mAECE . S
HIRABRLA A B, AU BT 5 A 1 A 5% o ks
SRR = o 5B =2 NS PN iN SN = N THE )
Dtk & 5 amasg . Hik, BEs 5
RAEFIRINE R AE R R I 55 D7 T AR (DL 45
i 4L F A [l (Williams, 2011; Soutter & Hitchens,
2016), I & 56 ) ¥ 4% 19 H IR IF % &K (Ratan,
Santa-Cruz, Vorderer, & Moreno, 2007).

TR LA 0% 5 T (4 Ak B A A 2 A AR BCA 1Y) F
o, ARl 2w 2 X AR LA W 51 i ke fl 1k
GBI P41 IAE (van Looy, Courtois, de Vocht,
& de Marez, 2012), #7755 HOR 5 M40 0 &
5 X D AEA IR B RIS J1 (Jansz, 2005), Pk
5 5 %F i Ak 5 i B AR 1K A [A) (Konijn et al.,
2007). XL B RIAR B, DR E 5K A
Ty ml G R s, B AT RESE IN K 1Y 8 RO
7K - (Fischer et al., 2010), M i 5 2% 5 fifi B 5 8 1wt
A 5 AR AT U R At Y R T m ok R B R
(Klimmt et al., 2009),
4.1.5 FERAE

F w0 E A 0 6 AL 2 AR Dy T T R
(role-playing game, RPG) Y — APl FEFRE 1 o EARAL
FB WA RS OA A AR R BRI Y, —
BaiEf e SEE MBS TRITENE.
WL R AL I R BT Y R (i, s AR
AT B3 2e R AR 1| DI U =L b S Sl |51 [T AL
B/ A kI s, sl E AR T S5IETE M
i, (non-player character, NPC)ft H 5l FI X i .

CA MR, e @3 A (A0 Fallout
3), JiF Ak AU BR 8 i A D BE R 1% R 0
(Brookes, Moyer-Gusé & Mahood, 2011), Green #I
Brock (20004 85 15 iy & Lo — <85 T
2. EEMEZNMAR O RE, BRI
M. B RANE L U0R T T ALR Rt g —Fp

R DN h ey & R L N S 1 3 T
XELA il K, AT TE R ) 8 e IR TR 2
OGP AR 3 5 2 A AT LS O B
R, IF H WA HOR 1Y 00 K R AR 50 25 2 Y
T 26 SN, IR 58 4 B I 1 SIS A i << 2k 2
FE = i A H—Ff (Green & Brock, 2000). 734k,
AL AT X AR (0 BE A8 0 R S 2 RO UK, fih
2 20 im0 52 2% 15 26 B B R 1 4IRS T RE 2 32 25
Wi (Ip, 2011), PRIk, AS{URUEE A B Fir 4 41 i) 37 47
FEBEE AR T A RE L2
(Mattingly, Mclntyre, & Lewandowski, 2012), %X
iR T A TR . 2 AT
FI5, AL AL B0 B R R R A
FRERE, WA T 5B EMEE LR, IFH
3 R R RIS A 5 Rl T R AR R A e — B S
(Oatley, 1999)F1 5 FME &2 (Richter, Appel, &
Calio, 2014; Sestir & Green, 2010), IR WL, ¥iF
AR A HE L B R A A R i
Ui AL

42 MEEER

PUAI e AP AE S K U4 B 52 e A F AL
FEBE 7B WAAT o (HAEAR R AR RS b, R AL
GxF B RS R AR 22 S o MR R
M, EEAAAE TR A AR .

421 E-BEBRER

R A 3% 2 55 18 (self-discrepancy, Higgin,
1987), MAISE A K (actual self)2 H & Bifth AIA
A RS2 BR A B R Y R AR, AR BT
(ideal self)/& B C B fth A\ A B2~ AR FRAR |- 7 H £
FORFPE I RAE . B S-SR R 22 A TR R
S H A R BRI 9, X 2 0
A (IR R B SRR A o R, B
SE-PRAR TR 22 S KA A O B S H R 1) S AL
HimAL,

TERUA X T, A B i AT e 5 R e 1 B
AT, HAHWT| S (Bélisle & Bodur, 2010), K T
I/ AR 5 B S R 22 SRl R BT RS 4, AR
280 2N AT 4 55 BEAR ) R AH AL B K UL B (van
Looy et al., 2012), £ 2= A LML Z LA 5 H—
P (Klimmt et al., 2009), LI R #MRSE [
A £ (Dunn & Guadagno, 2012), [Hith, W8 /031
SE-PEAR R 22 e R R AL B OB A IR H R
M EE LR,
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422 FMEEIR

FA P B - (private self-consciousness) & > 4
X HRAT NS RN SO R R ST AR R E
(Fenigstein, Scheier, & Buss, 1975), LI & EE A
R B4 A IA 03 B2 4946 1] (Gibbons, 1990), FAFK
BRUKSE R T AR A BN 1% . 7oA
B3 0 BN (Fenigstein et al, 1975), W& AT
BERARMESMTEAR RS R QRN
2§ & (Hull, van Treuren, Ashford, Propsom, &
Andrus, 1988), HLH AR EIRAKE S 25
LFRHM

Kaufman il Libby (2012)/98F 52 &8, A
BRI BT m [ AT S M (self-concept
accessibility), 5 M4 5 $0L A 687 BT
o BARSkUL, ARAATR B B SE [ 3T Rk
EEBE S P SREAL, HLERS < Eie” O
AR B, A5 WAL R .
M = FATR B AR MBI SE A ] Rk E B LIS B v
ANCREAR, DIARMERCSE A O 0 S 40 F3E st
A R TR AL o R SR B X 1 3R 0 1
R —AEEH O B0, AL B R
(Klimmt et al, 2009), P, XJBLSE H FAMEE T K
PEABEER WA RRERER, 2 MERE S
PR, B B IR B AR R & (Kaufman &
Libby, 2012).
423 BIEKE

H 3k Wi 3 (self-monitoring) i iR T ANMETEXT H
T BAT AN ATE G0 W 45 O TR A Ak 2= 5
(Snyder, 1974). i F 3 M #2887 AR 5 A 41 2338 17
P, RFESERE, RS H M ARRTTA,
HA G ST, NIMB BB ARTE S
(Gangestad & Snyder, 2000), F b, w5 HIKEEE
A ] BB ZIRLEAL IR T 4 S BRI AR B AR,
HemAREEFEMR, IKEREEARZH TR
BYFEE, RGN A RS, RIEACHE
PSR . RRTRIE &R 515 A C /17 0 (Snyder &
Swann, 1976). K, fATxr5 A FAHCHE S E
iU, EA T REZ IR S | A HE B
m, IR LG T A RS E S, i
FI 30 7 1T 2 B H B R B9 8072 (Fiske & von
Hendy, 1992), il DeMarree 55 A (2005)/)H/F 5% 2
W, ARG EEELRG RN SHINE 3
) F FRME S AT A o AEAARE R, Ak

B 5RO K % A K (Bessiére, Seay, &
Kiesler, 2007), AMUCE T AR EM A K (Yee
& Bailenson, 2007), i H 2Bt T A F A [ J5 T
(Bélisle & Bodur, 2010), Ftt, X F% A & Wi
KU, T XS A ISR E B N (Fiske
& von Hendy, 1992), flifi 154 ol BE44 A 1L & =
HRRE T, JTARIEIL B e ulAs A RS
424 BEREWN

H & H 4 (self-construal) & 4™ 4 ) B & F
NRR AR ER A RIS, AP E R
oAUk A B 30 A ) PR 26 R )6
WA PR LI A R s
F # 44 (independent self construal) FIK 7R A F&
%44 (interdependent self construal), Fj# EHER
ANy A, FE A SRR, AR RIE
ZW A NF . WiFMGe S, EHREEACS
fENBER, B NAC S5 ARNZAERMER T
FESCH FR AR, B B B AR AR R AT PR
&R (Markus & Kitayama, 1991),

R A AL R AR A B R A
L 19 (Kithnen & Hannover, 2000), 7E-5 A
ACAE T R I £ 1 AN BRELA) 1T 4 (van Baaren,
Maddux, Chartrand, de Bouter, & van Knippenberg,
2003) 15 221X 4 14 5 #MT 4 (Stapel & van Der
Zee, 2006), HITE 5 FINF 52380 . 7E
H 3T, E AR A IR A T B AR g
KA EMAMEERRR, BN THIEMAME
W, M A IRFIERE T, Al B SRR S
i, WERA A C RS RRRE A AR A
) (Markus & Kitayama, 1991), [FIH}, kA7
B A ARG 5 A SR O Rk E
X AT, HEMNTENRE RN, HARME
Al fig & Az 5 0% 9% Al N 09 8 5T — 3 2L B (Cross,
Bacon, & Morris, 2000), tHEL 21, TEREERR
PR B R RN, SR A A R R Y
H 3 A T e & A R 2 KA 48 (Cross et al.,
2000; Gore & Cross, 2011), Kk, 7EREPIFREE T,
AN F R L S, 5Z T8RS X AR, &
KA 1 R A B A G B AL B AT S By,
KA B ARIE A A TR, DT [ FRAMES & AR A
N B AR (Klimmt et al., 2009),

RTREE R, SRR & AR B 3R
MEWHERIEFE S, MULS B BRFA0ELRS
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F1 ), T AR (G FE | S R
B AR50 5] Ty L S dl A B A AR A
RHFZERAG , AR, AT R
FI AL ) 2 22 X0 HE UL AL B A0 A A A G &
A5

5 EMEEEmMERBSHNINEE

R AR TSR FRAE AN RE NS B
o B EA R, T H<E ARG
VRN e = NI L s ¢ = A S % s
51 BHIEHE

H T 5378 (self presence)t&— s gL B &
DUBCE FER IR 1 7 2RI Sy IS B 3R (B 1 R/
BB O BDIR A (Lee, 2004), TR T B
IR S5 A 8. FREUR B A A
KARMOEHR, EEKEINEL A RERE
[A]FE 5L A T YL BE (Biocea, 1997), MEAAH
TE B LIAEE PR 56 31 B ik LRI S
B A RZIE, AFRIEGESREAET W, R
TR EE [ IRl ] BB A e SR iRk
B S A% Ak S RLT s 2 B S B R R B
(Jin, 2009).

B ARG RS 2, B3R  EE A
PE ARl Ao A Pl R U A IR 2 I DUECE AR
BRIy A Oy B SE 3 3R 0 FDIR S (Lee,
2004), SBRT LA 3R B LS A TR POE AR
BE(Jin, 2009), Y4 [ IR KL A8, RERGE S
A B [FIAE, 2% Bl B RGBS
s S A= o R NS | g g
(Ratan & Hasler, 2009), M fii 4/ @ HIFRE H H
KEAGZEN SR S.0MEER, #Mintks 50
KRG o HILAT I, YA RE A S I 4T
A Il SR, JLPESE [ 3 0.0 BLRAE 4t 2 e
B, I H&pR AR E 27 A4 0.0 BRAE S 7E
Mk 7% (Biocea, 1997). I, FFlfi 37 A 1 41
& 5 ARMEHCRTEATNEM.

52 HIAR

BT ARSI X DX 1) T 4% B 1A 09 45 5 R A TR
#HEH4 (identity construction) B, Klimmt £ A (2009)
BHT RS IARRBEIE . L5 IAFE (avatar
identification) P W& VR 4% Ge i 44 P (1) # €A [)
(character identification). 1t &\ [FJE A 7E
FARLES i 4L B i R vh, BT X ik B 5 A1

AHARLEE . XA A A R 5 | 0 L SEL R T A R
HIPEOY, BT A 0 —FhlG S Bk s | 154 . BB
A 058 55 O T R AR A R B A
N EAG S, AMA S Rl — R (Klimmt et al.,
2009), SACETEINFIFIG 25 1 AHE 5458 (Cohen,
2001), Xk B R R A R, A R U RIS G
(Cohen, 2006), Ff441b 5 Fe 4 A B A& (van
Looy et al., 2012), FEULREHSZ W T KR 7 3K
JAJRI(Li, Liau, & Khoo, 2012), K HAE i 59052
W0 B 51T (Cohen, 2001).

X K LK B TN (] 23 R0k R 0L RN LSS R
[E] (1 IX 531 (Konijn et al., 2007) 4G4l F #0657
WK LU RS ERCR B RA TR ] S M E i
X BB AR B AL B RRE 5 B IR ARG R A%
{4 (DeMarree et al., 2005), Tt Z X} & 4L & 1IN
FERR R, BCR AT RERG BT A A B ACE
{EWL . & 5478) (Fischer et al., 2010), [RIEY, A
[ P01k B R Br Rk 0 A A Ak B R E 2
[E) (36 R B s AN, SR S A IR R B
5 0 M A I B AT (R T R B ARAIR) o B U,
TN B SUAL BB, R FELAk B 58 10 I RRAE 1T RE 5 Bt
F P B IR Ay — 1, 87 505 o i A A
AL B8 75 FR BT O B AR (Klimmt et al.,
2009), 4 Klimmt, Hefner, Vorderer, Roth Fl Blake
(2010) Y AIF5E 2 B, AL A3T Ui XK B 52 () BT 423 38 7Y
B FEN R AR B s, 54
HITA N B 5 ZE A A R B 3h ik
o5, FEWKRILR M A K5 T2 FEM A S H iR
B A shbIk4E . Lin (2013)RAF5E 2B, Xt
TR A 0 BT R R s, e e A B ik A FRA
YOS BE A . Alessandro 25 A (2016)RY BT 5T %
B, AL B 1 5B IR B S A R
BRI, A A N R B TS

LR FEY, BE S RARE W AR
MR, (BAHNEROHES SR, ERr5S1
B ST AOE IS, ARG
1k BN R 3 B R AL B 5 S A R HR 42,
RS A RS R A REE N T
fEA

LR LT, ARSI TR S5 R T T,
R T A G S A Bl W R ET R RS S, 42
I T — M EEAILIE 2), —F T, HIRIGZE
AL P IA TR 23 52 B ek 5 B e SRS IR R R 1 5%
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M, Q0 g A A 5 A BT G A AR AR A 23 B
el 22 B A B AR 55— 5 TR R AR 2y

i [ B B B AR B R A VR, X 3 T
TR

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 U B s A A AT S e
TE: B R XA 2 SHEAR T AT S B PR

6 REMRRE

BARC A VR T B S X A RIS
WMO2E THEZEE .. AMENTFREE, H)
A — L ek — 20 52 3% AR Y I A, =K ke ]
VUM PR LA AT A5 o
6.1 IRITEMML S BHERBSHREIRFKH

A

Gore F1 Cross (2011)IAN H AL AE AL
GRS R R S8 R2 R,
BEFERKY . WERUSAE, A+, B
HHE— B AR S R e AR S LE T
546 B RHIE—B0W U, 0516 8T8 2306 M Z
M EN G — S B A8 (Bélisle & Bodur, 2010; Yee &
Bailenson, 2007; Yoon & Vargas, 2014), LI} 51k
EYAT g JIT B Wt 1) 4 T — B0 2 AR (Fischer et al.,
2009; Lin, 2013; Zumbach et al., 2015), XLEAF5Y
BIRA Ak B ok (1 B IR S I 5 b B RRE B A
R — B, WL R LA TR TR £
AL B X B IR S R IR R S e, T A
WAL B 2RI, (H R Bk B R TS RE S
Wiy A FRME SR AR A 5 T S LAY R HR IR
TR R R R — A5 A R A 5T 4455 9 [

Ji4h, AW E G S VR IESE T
16 B X5 [ 3 A 25 e 149 45 B RN (e.g., Fischer

et al., 2009), {HIXFIRLN A9 FFEE1E [R) REA (EAS 45
o CABIREERY, ARZEIH RN A RSN
YR IR SE AR R B, B AR —HETITY
BIRYIAEE, AR 21 2% (Fazio, Effrein, & Falender,
1981; Tice, 1992). 534b, — e T HALA S B4
B R O KRNz, T 5 A K B 2R (Buckley
& Anderson, 2006; Gentile et al., 2009), BN
ST 0 2 Al A0 A0 i X 6T A 7 A K 3
W, HATABFIE SR T X — AR, WK B 4 A 5 b
IS P R A X (AN R 2 ) 233 e A NRFAE S
JERE L B A ae, MBS B m—5m
A I ME & (Hull et al, 2012; Hull et al., 2014;
Vingilis et al., 2016), {HBLA WA E AR, N
JELAFE AR S RF A s, BRI SR R T 5 e
— R A B X B TR K B
6.2 UHERFITAMERBESHWRZERZMN

fER—REIARER T, BRI S Ew
T8 A B T G FNAT A 2 B b 246 2% s L I A
REAIE o T AR T KX A A ) s e — R L B
FIE I B M IETE S (Yee & Bailenson, 2007)Fl
k547 R = X (Fischer et al., 2010)A9 %15 5 fiF BE,
It H PP AL 5 2 R XK B TS 52 m 34 2k
SEo H H ETERT b X 7 R A R e 1 R 43 F
FEAFAE— IR A, RV B A 4 B AN TRl e &
2 RN H FRMES AR (e.g., Fischer et al., 2009),
FEL L, CAHFRRAMAL S LRI RES
XA A 2 R RE R, ANk B R SETE 22 3 B0
W2 33 WUV (Proteus effect) (Yee, 2007) . X Ui,
b B 17 FR A A 9 2 2B T g ) B 32 A9 T 4
TR RS2, (HERFh R R /e HE R, X
ARG MRRE W, &SRR, &
AR AR, L, RAEWF5R N X & 116 &
PP FPER RIEAT A8, 47 R B0 TE 4. (o
IE SCRUAR ) FAL B A7 g (& s AR ZR 1), AKX
PR B A0 2E B
63 EHLASTERNBEBRMIAIUTXNIEITH

oAl

FE R B R 1 ) FRAE A R AR R S s X S
IR AT N A R X — [ R4S OC . R
F B IAL B X ARISBE L NN AT N B K ST
=W, AL & 47 M (Rosenberg, Baughman, &
Bailenson, 2013), Tl HAL 5 JE 52 45 23 %k B 5 78
SEAHE S AT S R AR AR R, TN B 3 AL
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i (Pefia et al., 2009), {HIXEEHF5E HRET T 4L
A5 0 BN, I IR 48 7 33K 5 el 14 P AE L
o MAHSCHES L FO2 8 ) T Ak B 52 A7 4 By Af
REAIL, (H I B SR ALAR OGRS . 40 A R
ISR B 3 W R AE T e 2 T BB 4
fEASARIRAT T A7 5 B IR EN DL, 2F 1T 5 i AH I 19
17°M(Yee & Bailenson, 2007),

CAMRERY, ARMEN MR hAER
ROYE 5 VE F (Markus & Wurf, 1987), BEE 4~
K By 47 &y 2 ] (Hagger & Chatzisarantis, 2006;
Thorbjernsen, Pedersen, & Nysveen, 2007), [A]Hf,
EE S SIS o L AR BT I A R (O E )
HPEHE AR (Kelly & Rodriguez, 2006; Schienker
et al., 1994; Tice, 1992), A ULA] LATOM, M L3R EE
T A IR AR S A B R T kAT
s RO, R TSR R AR A IE SR — A5 .
B, DA A 2 i 2 1Y) W0 AR K ik R e 1004k B 1Y)
RN AR — A R S, ARSI 5 R A A 1 FR AR
AR TE A B B S AT R e B N VR
6.4 fNEEHMY B3R AR A5

FEBUTF AR, B HLA 58 XA A 1) 52 i e
SRRz . Bk, X B 0B S R R
FVEAER R AN A o TR B3R (LA S R H Y
4D U X ) A2 A 30 A A 0 0 T Y T A R
W AR S AR, JE W HAT N (Peng et al.,
2010), Unfe.CoBRIE YA, A 0T e B B
S AR ] IR JRERE AR A8 LM 2 AR TR i 1L B
%, MR MY A CARTE RIAR, AR bR T
AT A SR ESR . RS mE
%, A 0R Y7 T #F B B 5% (Glanz, Rizzo, &
Graap, 2003), HILTT UL, 3T 10 5 i B 401 B0 50 5y
ARG IRITIRAL T — R I ik, AR AR
E A B AT A A R AR PR, R AR
P H P A G R . BRILZ AN, T s
)RR A0 T R Xt FRAT T 104 A 6 At S 18 A 1 2 H A AR
WA F R o 3 2 R F 4T R SR AN TR, (RS
RIS A LSIARE, DR ARESWAR
K, PRI AR SHe IO I 2% ] A o7 P 45138 ) 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 Cyberpsychology 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



