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Abstract 

Humans can recognize living organisms and understand their actions solely on the basis of a 

small animated set of well-positioned points of light, i.e. by recognizing biological motion. Our 

aim was to determine whether this type of recognition and integration also occurs during the 

perception of one’s own movements. The participants (60 females) were immersed with a 

virtual reality headset in a virtual environment, either dark or illuminated, in which they could 

see a humanoid avatar from a first-person perspective. The avatar’s forearms were either 

realistic or represented by three points of light. Embodiment was successfully achieved 

through a one-minute period during which either the realistic or point-light avatar’s forearms 

faithfully reproduced voluntary flexion-extension movements. Then, the “virtual mirror 

paradigm” was used to evoke kinaesthetic illusions. In this paradigm, a passive flexion-

extension of the participant's left arm was coupled with the movements of the avatar’s 

forearms. This combined visuo-proprioceptive stimulation, was compared with unimodal 

stimulation (either visual or proprioceptive stimulation only). We found that combined visuo-

proprioceptive stimulation with realistic avatars evoked more vivid kinaesthetic illusions of a 

moving right forearm than unimodal stimulations, regardless of whether the virtual 

environment was dark or illuminated. Kinaesthetic illusions also occurred with point-light 

avatars, albeit less frequently and a little less intense, and only when the visual environment 

was optimal for slow motion detection of the point-light display (lit environment). We 

conclude that kinaesthesia does not require visual access to an elaborate representation of a 

body segment. Access to biological movement can be sufficient.  

 

Key words: kinaesthesia, biological motion, virtual reality, embodiment   
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Introduction 

 

Motion representation from visual cues 

The visual perception of movement does not require precise spatial resolution (Johansson 

1973). Light dots situated at key-points of a moving body suffice for recognition of biological 

motion as a whole, but also for estimation of physical properties of manipulated object and 

for higher–order classification up to identification of the agent performing the action (for a 

review, see Troje 2012). The weight of an object being lifted (Runeson and Frykholm 1981), 

the distance to which it may be thrown (Munzert et al., 2010), the agent’s gender (Mather & 

Murdoch, 1994) and the agent’s identity (Wellerdiek, Leyrer, Volkova, Chang, & Mohler, 2013) 

all become, so-to-say, visible through such point light-animation.  

Visual signals are also of great relevance for the movement perception of oneself (i.e., 

kinaesthesia), in association with other motor (Gandevia et al., 2006, Metral et al., 2013), 

proprioceptive (Proske & Gandevia, 2018, Rothwell et al., 1982; Teasdale et al., 1993) or tactile 

ones (Blanchard et al., 2011, Chancel et al., 2016). Our objective here was therefore to test 

whether a small amount of visual information about one's own body, can provide a large 

amount of information for the perception of one's own movement in the same way as it does 

for the perception of external objects. Perception of one’s own movement can be derived 

from visual motion signals that originate from body segments whose visual appearance is 

markedly degraded. In a recent study, Chancel et al (2016) manipulated the visual appearance 

of the participant’s arms via the mirror paradigm. Seeing the reflection of one moving hand in 

a mirror positioned along the midline axis (separating the left and right sides) gives the 

appearance of symmetrical bimanual movements; it therefore induces illusory movements in 

the other (static) arm hidden behind the mirror (Altschuler et al., 1999; Guerraz et al., 2012, 

Tsuge et al., 2012, Metral et al., 2013; 2015). Chancel et al. (2016) showed that kinaesthetic 

mirror illusion can even be induced when a high proportion (up to 84%) of “mirror pixels” 

reflecting the arm were masked. Thus, for kinaesthesia, relevant visual cues can be extracted 

from a degraded image of a body segment. However, it should be noted that the overall shape 

of the arm was still recognizable with the remaining (16%) pixels. Would the mirror illusion 

persist without any information about the limb shape? Virtual reality offers an easy way to 

answer this question by manipulating the body’s visual appearance. 
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Body representations of the self  

The body representation’s boundaries are rather flexible, and can stretch to include avatars 

but also other objects such as prostheses up to rubber body segments. For instance, 

synchronous stroking of both the real body and a virtual body (Slater et al., 2010) displayed 

from a first-person perspective through a head-mounted-display (HMD) typically induces self-

attribution of the virtual body; the latter is then perceived as being the source of the visuo-

tactile signals. Self-attribution of a virtual body is even more intense when the visual 

stimulation is synchronized with motor commands (Sanchez-Vives et al. 2010; Romano et al., 

2015; Kalckert and Ehrsson 2012; Peck et al., 2013; Maselli and Slater 2013).  

Kinesthesia needs not to be supported by the true picture of the body segment in play; it can 

rely on the movement expressed by the equivalent segment of an avatar (Metral and Guerraz 

2019; Giroux et al., 2018). In the experiment described by Giroux et al. (2018), embodiment 

of the avatar was achieved through visuo-motor synchronization, the participant playing at 

moving an avatar’s forearms she saw tightly following her own voluntary movements. Next, 

the right arm remaining static, her left forearm was passively moved while she saw both, left 

and right, moving in her avatar. As in the real mirror paradigm (see Guerraz et al., 2012, Tsuge 

et al., 2012, Metral et al., 2013; 2015), the feeling that both her own (real) limbs were moving 

was thus induced by this virtual mirror setup. Visual information on motion from the 

embodied avatar therefore contributes to kinaesthesia, even though the avatar’s visual 

appearance leaves no doubt that the body is false. If a small amount of visual information 

about one's body is sufficient for the perception of one's own movement, visual motion cues 

from a point-light animation of an avatar’s forearms should induce similar kinaesthetic mirror-

like virtual illusions.  

Self-motion perception from a point-light animation  

In the present study, a 3-D virtual body was displayed from a first-person perspective through 

an HMD. The virtual forearms were either realistic or limited to three points located on the 

hand, mid-forearm, and elbow of each arm without any overt visual connection between them 

(Figure 1). Because the mirror illusion and its virtual counterpart are not purely visual, virtual 

displacement of the avatar’s forearms (viewed through the HMD) was combined with passive 

displacement of the participant’s left forearm by the use of a motorized manipulandum. 
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Indeed, for each arm, the movement perception (Izumizaki et al 2010; Chancel et al., 2016; 

2017) benefits from bilateral integration of proprioceptive signals. This explains why, in the 

specific context of the mirror paradigm, contralateral proprioceptive signals enhance illusory 

kinaesthetic perception (see Giroux et al., 2018, Chancel et al., 2016). Here, the kinaesthetic 

illusions were evoked by combining the virtual displacement of the avatar’s forearms (visual 

signal) and the passive displacement of the participant’s left forearm (proprioceptive signal). 

This “bimodal” condition seemed optimal to highlight the potential use of visual motion cues 

from a point-light animation for kinaesthesia. To investigate this bimodal superiority, the 

bimodal condition was compared to unimodal visual and proprioceptive conditions.  

In a first experiment, the avatar (either realistic or point-light versions) was viewed in a totally 

dark background and was thus the only visible object in the virtual environment. In a second 

experiment, the avatars were presented in front of a textured illuminated background. The 

purpose of this background was to facilitate visual detection of the forearm’s motion. Indeed, 

the threshold for perceiving a relative motion between two objects in the environment is 

lower than that for perceiving the displacement of a single object (Abadi et al., 1999; Guerraz 

et al., 2000, Snowden 1992). In brief, our main hypothesis was that kinaesthetic illusions can 

be induced with visual motion cues from a point-light animation. As secondary assumptions, 

we expected that the bimodal conditions, either with realistic or point-light avatars, would 

elicit more intense illusions than each unimodal condition separately. 

METHOD 

 

Participants 

 

Since the avatar used here was female, only female participants were included in the 

experiment. As reported in previous studies, some individuals do not experience kinaesthetic 

illusions in the mirror paradigm (Chancel et al., 2016; 2017; Guerraz et al., 2012; Metral et al., 

2015) or in its virtual reality adaptation (Giroux et al., 2018). Hence, we screened the 

participants in a preliminary test: the virtual kinaesthetic illusion was evaluated in six trials 

during which displacement of both the avatar’s (realistic) forearms in an illuminated virtual 

environment was combined with passive displacement of the participant’s left forearm only 
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(see Giroux et al., 2018). For each experiment we ran a power analysis with α = 0.05 and 1-

β=0.80 for within-subject comparison (RStudio software, RStudio Team, 2016). The effect size 

expected in the dark environment was based on Chancel et al.’s (2016) study of the impact of 

mirror reflection degradation on the kinaesthetic illusion (a subjective speed rating). The 

effect size was d = 1.09 (n = 16). Given the frequent overestimation of effect sizes in the 

literature (Open Science Collaboration, 2015), we chose to base our study on half of this value, 

i.e. d = 0.545 leading to a required sample size of n = 29. The effect size expected in the 

illuminated environment was based on the comparison between the bimodal and the 

proprioceptive conditions for the point-light avatar in the dark environment. The effect size 

was d = 0.57 yielding a required sample size of n = 26. 

Thirty-eight and thirty-four healthy adult females volunteered to take part in the first 

and second experiment respectively. Of these, thirty experienced the virtual mirror illusion in 

the screening test of each experiment and were therefore included (first experiment: mean ± 

standard deviation (SD) age: 19.73 ± 2.53; second experiment: 20.37 ± 5.24). None of them 

took part to both experiments. All but one of the participants were right-handed (Edinburgh 

Inventory Test; Oldfield, 1971). None of the participant reported visual, motor or 

somatosensory impairments. Before the experiment, they declared in writing, their free 

choice to participate and to leave during the essays. The study met all requirements of the 

1964 Declaration of Helsinki and was approved by the university’s ethical board for research 

and teaching (C.E.R.E.U.S, Savoie Mont Blanc University, Chambéry, France). 

 

Material 

The HMD (Oculus Rift; Oculus VR, Irvine, CA, US) immersed the participant in a virtual 

room. The position and the orientation of the head was tracked online, and reported in the 

virtual world with perspective correction. The HMD supra-aural 3D spatial audio headphones 

masked outer sound interference with a continuous white noise. The virtual environment and 

actions were programmed with Unity software (Unity Technologies, San Francisco, CA, USA). 

Hardware comprised an MSI Geforce GTX 980 Gaming 4G graphics card (Micro-Star 

International, Taipei, Taiwan) and an Intel Core i7–4790K processor (Intel Corporation, Santa 

Clara, CA, USA). The participant was immersed in a virtual environment in which she could see 

the avatar (a female sitting as the participant, with her elbows positioned on a virtual table) 

from a first-person perspective. The virtual environment could be dark (so that the participant 
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could only see the avatar, in a first experiment) or illuminated (so that the participant could 

see both the avatar and the environment, representing a room with black and white 

chequered walls and a table, in a second experiment). The avatar’s forearms consisted of 

either realistic forearms or three red spheres located instead of the hand, mid-forearm, and 

elbow of each arm (Fig. 1). Spheres (3D) were used instead of dots (2D) because virtual reality 

was 3D. The red colour was chosen so that spheres were always visible wherever they 

appeared in the black and white background when visible. The other parts of the body were 

always realistically displayed since only the avatar’s forearms could move and point-light 

displays can only be interpreted when in motion (Johansson, 1973; Kozlowski & Cutting, 1977).  

 

 

Figure 1. The virtual reality setup. The panels show the participant’s view (i.e. a first-person 

perspective) when the avatar’s forearms were either (A) visible and realistic, (B) visible and 

represented as points of light, or (C) masked by virtual white boxes.   

 

Displacements of the avatar’s forearms could be driven in real time by the 

displacements of the participant’s forearms, as detected by an electromagnetic motion 

capture system (Liberty™, Polhemus, Colchester, VT, US) at a sampling frequency of 240 Hz. 

In order to avoid wrist movements, participants wore splints on each hand on which the 

sensors were positioned. The participant sat at a table with the forearms placed forwards, 

parallel to the sagittal plan. During the experimental trials in both experiments (but not during 

the embodiment phases), the participant’s two forearms were held by a manipulandum 

aligned with the shoulder. Each manipulandum consisted of a wooden arm (on which the 

participant positioned her forearm) and a handgrip at the end of the wooden arm. The right 

manipulandum was static, whereas the left manipulandum was fitted with a low-noise 

synchronous DC motor (24 V, Maxon with planetary reductor 1296:1, Maxon Motor AG, 

Sachseln, Switzerland) that could flex or extend (via a remote control) the participant’s left 
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forearm from the initial starting position with an angular amplitude of 30°, a constant angular 

speed of 3.8°/s (duration of 8 s). The participant's left forearm was positioned on the 

manipulandum so that the latter’s rotational axis coincided with that of the elbow joint. 

  

Procedure: 

The avatar embodiment phase 

Wearing the virtual reality HMD, the participant sat with her elbows on the table and was 

asked to actively flex and extend both arms at a natural speed and amplitude by alternating 

phase and antiphase movements for one minute. During this embodiment phase, the avatars 

faithfully reproduced the participant’s real movements. Such an embodiment phase of 60s 

was performed once with the realistic forearms (prior to the three blocks of trials with realistic 

forearms) and once with the point-light forearms (prior to the three blocks of trials with point-

light forearms). After this initial embodiment phase, the participant filled out a brief 

embodiment questionnaire (in French) containing nine relevant items (1, 2, 3, 6, 7, 8, 9, 14, 

and 15 see Appendix B) translated from Gonzalez-Franco and Peck (2018). The latter 

questionnaire contains a set of assertions about various sub-components of embodiment, and 

each item is scored on a seven-point Likert scale. The items used in the present study 

specifically tested body ownership (i.e. the feeling that the avatar’s body is one’s own), agency 

and motor control (i.e. the feeling that one can control the avatar’s body as one’s own), and 

body location (i.e. the feeling that one’s own body is located in the same place as the avatar’s 

body). The embodiment score ranged from -3 (no embodiment of the avatar) to +3 (strong 

embodiment) and comprised three embodiment subscores for Body ownership, Agency, and 

Body Location. In the present study, we considered that the avatar was embodied when the 

embodiment score was greater than zero. Additional 30s embodiment periods were 

performed before each following block of trials (see Fig. 2). 
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Figure 2. Experimental session. Each participant carried out two sessions of three randomised 

blocks (Bimodal, Visual, Proprioceptive), one session with realistic avatars and the other one 

with point-light avatars. A block comprised six trials (alternating flexions F and extensions E). 

Kinaesthesia was rated (arrows) after each trial. Each block was preceded by an embodiment 

phase. The first embodiment phase lasted 60s and was followed by an embodiment rating (B). 

These two sessions were performed in either a dark (first experiment) or an illuminated 

background (second experiment).  

 

 

Experimental phase with induction of the kinaesthetic illusion  

After the initial 60s embodiment phase had been completed and rated, the participant’s 

forearms were positioned on the manipulanda for the first block of trials. The right arm 

remained static and was maintained at an angle of 30° to the horizontal plane. The left arm 

was positioned at an angle of either 15° or 45° to the horizontal plane, before each block of 

six trials (Fig. 2). Participants were told 1) not to resist passive displacements of their left 

forearm, 2) to focus their attention looking at their right forearm, as controlled by the 

investigator on a monitor reporting the participant’s sight of the scene. A trial started with an 

introduction of 2-3 second without forearm movement (neither real nor virtual); then the real 

and/or virtual arms moved for eight more seconds (Fig. 2).  

 

Kinaesthesia ratings 
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The illusory feeling of the right forearm movement was rated verbally after each trial. The 

speed of the right forearm felt movement was compared with that of the left forearm on an 

integer scale ranging from 0 in the absence of feeling, to 10 for a right forearm felt moving at 

the same speed as the left one. The direction of this illusory movement was labelled as similar 

or opposite to that of the left forearm (the actual left forearm or its avatar). Inverse illusions 

(illusions in the opposite direction) were quoted as negative speed values. Thus, the speed 

values can vary from -10 to 10. The participant was also required to estimate the beginning 

and the end of the illusory displacement with respect to the start of the trial, with both 

estimates thus varying from 0 s to 8 s (e.g., “started three seconds after the beginning of the 

trial” and “ended seven seconds after the beginning of the trial”). Once these different 

parameters had been rated, the next trial began.  

Three sensory modality conditions were tested during each session: a “bimodal” condition, a 

“visual” condition, and a “proprioceptive” condition, each during one block.  

- In the “bimodal” (both visual and proprioceptive) condition, both (avatar) forearms were 

seen in movement, while the participant’s left forearm (alone) was passively displaced (left 

proprioception). This condition replicates the physical mirror paradigm in which one can see 

both arms moving while only one is actually displaced. 

- In the “visual” (unimodal) condition, both (avatar) forearms were seen in movement, while 

none of the real ones really moved (vision only). 

- In the “proprioceptive” (unimodal) condition, the avatar’s forearms were masked by two 

virtual boxes, while the participant’s left forearm (alone) was passively displaced (Fig. 1)  

In the dark virtual environment, the virtual boxes were still visible.  

Displacements were driven in flexion or extension at 3.8°/s for 8 s (from either 15° to 45° or 

from 45° to 15°, relative to the horizontal plane). After a block was completed, the participants 

removed their arms from the manipulanda so that they could move them freely and 

experience a new 30s phase of embodiment.  

 

Procedure for the experiment in the dark environment. 

The experiment consisted in six blocks of six trials, three successive blocks with the realistic 

avatar’s forearms (corresponding to each of the three sensory modality conditions in a 

random order) in one session and another session of three blocks with the point-light avatar’s 

forearms, in a counterbalanced order between participants. Each of the six experimental 
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conditions (3 sensory modality * 2 avatars) was tested in a separate block alternating three 

flexions and three extensions, giving a total of 36 flexion or extension trials (Fig. 2).  The 

direction of the first movement (i.e. flexion or extension) was the same for the three blocks of 

trials with one type of avatar and reversed with the other avatar. This was also 

counterbalanced between participants.  

 

Procedure for the experiment in the illuminated environment. 

The procedure was similar to that of the first experiment except that the virtual environment 

was illuminated (Fig. 3). 

 

 

Figure 3. Representation of the illuminated virtual environment in the second experiment. 

 

 

STATISTICS 

Statistical analyses were performed on the duration of the illusory movement (time interval 

between the beginning and end of the kinaesthetic illusion, expressed in seconds from 0 to 8) 

and its speed (from -10 to 10). Since the normality assumption required to run frequentist 

parametric analyses was not systematically achieved under our experimental conditions 

(Shapiro-Wilk: p<.05), the data were subjected to Bayesian statistics (Kruschke 2010). Analysis 

of variance and pairwise comparisons t-tests were assessed with Bayesian equivalent tests. 
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Statistical analysis was performed using JASP software (JASP Team 2018, https://jasp-

stats.org/)(See also Wagenmakers et al., 2018). Statistical evidence was reported using Bayes 

factors (BFs), BF10 for paired sample comparisons as well as for correlation analysis and BFincl 

for ANOVAs denoting the level of evidence of the alternate hypothesis (non-signed 

difference), and the inclusion of a specific parameter in a model (ANOVA) respectively. The 

cut-off values defined by Jeffreys (1998) were used to interpret BFs. The kinaesthetic illusion’s 

duration and speed were assessed in a 3 x 2 within-subject, repeated-measure analysis of 

variance (ANOVA) [Sensory modality (‘‘Bimodal”, “Proprioceptive” and “Visual”) x Type of 

avatar (‘‘realistic” versus “point-light’’)] for the first experiment and the second experiment. 

A non-parametric Wilcoxon signed rank test was used to assess responses from the 

“embodiment” questionnaire as recommended (Gonzalez-Franco and Peck, 2018).  

RESULTS 
 

Experiment in the dark environment:  

Embodiment phase 

Based on the score for the 9 items (1-3, 6-9, 14-15) from the Gonzalez-Franco and Peck (2018) 

embodiment questionnaire, all but one of the 30 participants embodied the realistic avatar 

(median (me)=1.74) and the point-light avatar (me=1.88). In a Wilcoxon signed-rank test, the 

difference between these two avatar conditions was not significant (z=-0.12, p=.90). This was 

also true for each subcomponent of the embodiment score (Body Ownership: z = -1.25, p=.21; 

Agency: z = -0.72, p=.47 and Location: z = 1.67, p=.09). 

 

Occurrence of the kinaesthetic illusion 

When the avatar was realistic, the kinaesthetic illusion occurred in 82% of the bimodal trials, 

37% of the visual unimodal trials, and 38% of the proprioceptive unimodal trials. With the 

point-light avatar, the kinaesthetic illusion occurred in 60% of the bimodal trials, 30% of the 

visual unimodal trials, and 40% of the proprioceptive unimodal trials. It should be noted that 

whatever the sensory modality, the great majority of the kinaesthetic illusions were in the 

same direction as the avatar’s displacements. However, the illusion occurred in the opposite 

direction in a few trials (<5%). All trials were considered in further analyses. 
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The duration of the kinaesthetic illusion (in seconds) 

The Bayesian repeated measures ANOVA showed extreme evidence for an effect (H1; BFincl= 

7.8e+10) of the sensory modality on the duration of the kinaesthetic illusion with a mean + SD 

duration longer in the bimodal condition (4.6 + 2.4) than in the two unimodal conditions 

(proprioception: 2.2 + 2.1; vision: 1.76 + 2.0). This was confirmed by Bayesian repeated sample 

t-tests that revealed extreme evidence for a longer duration of the illusion in the bimodal 

condition as compared to the two unimodal conditions (bimodal vs proprioception: BF10= 

21309; bimodal vs vision: BF10= 21829) when the two types of avatars were pooled. In 

contrast, there is moderate evidence for an absence of difference (H0) between the two 

unimodal conditions (BF10= 0.284).  

The Bayesian repeated measures ANOVA showed no evidence for an effect (H1) of the type of 

avatar on the duration of the illusion (BFincl= 1.5) with a mean + SD duration of 3.2 + 1.8 with 

realistic avatars and 2.5 + 1.8 with point light avatars when the three modalities were pooled. 

Finally, the Bayesian ANOVA revealed no evidence for an interaction between sensory 

modalities and type of avatars (BFincl= 0.8) (Figure 4).  

 

  

 

Figure 4: The mean duration (left panel) and speed (right panel) of the kinaesthetic illusion, as a 

function of the sensory modality (bimodal, visual, or proprioceptive) and the type of avatar (realistic 

or point-light) in the dark environment. The error bars correspond to confidence intervals after 

Cousineau-Morey correction for within-subject designs. 
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The velocity of the kinaesthetic illusion  

The Bayesian repeated measures ANOVA showed very strong to extreme evidence for an 

effect (H1) of the sensory modality (BFincl= 6.33e+6), the type of avatar (BFincl= 75.8) and for an 

interaction between these two factors (BFincl= 69.4). As can be seen in Figure 4, a difference 

between the two types of avatars occurred mainly in the bimodal condition, what is confirmed 

by a Bayesian repeated sample t-test (BF10= 2132). In contrast, moderate evidence for an 

absence of effect (H0) of the type of avatar was observed for the proprioception (BF10=0.21) 

and vision (BF10= 0.34) unimodal conditions.  

With realistic avatars, the mean + SD speed of the illusion was higher in the bimodal condition 

(5.7 + 2.4) than in the two unimodal conditions (proprioception: 1.3 + 2.9; vision: 2.4 + 2.6). 

Bayesian repeated sample t-tests provides extreme evidence of a higher velocity of the illusion 

in the bimodal condition as compared to the two unimodal conditions (bimodal vs 

proprioception: BF10= 70124; bimodal vs vision: BF10= 1597). In contrast, there is anecdotal 

evidence for an absence of difference (H0) between the two unimodal conditions (BF10= 0.59).  

With point light avatars, there was no evidence of a difference (H1) between any of the three 

sensory modalities (bimodal vs proprioception: BF10= 0.81; bimodal vs vision: BF10= 0.32; 

proprioception vs vision: BF10= 0.27).  

 

Experiment in an illuminated environment 

The embodiment score 

In the illuminated environment, all but one of the 30 participants embodied the realistic avatar 

and 27 embodied the point-light avatar. The difference between the embodiment score for 

the realistic avatar (me=1.58) and the score for the point-light avatar (me=1.51) was not 

significant (z=0.76, p=.45). This was also true for each subcomponent of the embodiment 

score (Body Ownership: z = 0.68, p=.50; Agency: z = 1.84, p=.07 and Location: z = -0.05, p=.96) 

 

Occurrence of the kinaesthetic illusion 

In the illuminated environment, the kinaesthetic illusion with the realistic avatar occurred in 

82% of the bimodal trials, 51% of the visual unimodal trials and 27% of the proprioceptive 

unimodal trials. With the point-light avatar, the kinaesthetic illusion occurred in 62.8% of the 

bimodal trials, 36% of the visual unimodal trials, and 30% of the proprioceptive unimodal 
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trials. As in the dark environment, the great majority of the illusions were in the same direction 

as the avatars’ displacements. However, the illusion occurred in the opposite direction in a 

few trials (<4%). 

The duration of the kinaesthetic illusion (in seconds) 

Mean duration of the kinaesthetic illusion in the different experimental conditions is 

represented in figure 5 (left panel). The Bayesian repeated measures ANOVA showed extreme 

evidence for an effect of both the sensory modality (BFincl= 4.4e+10) and the type of avatar 

(BFincl= 139) on the duration of the illusion. There was no evidence of an interaction between 

these two factors (BFincl= 1.2). The mean + SD duration was longer in the bimodal condition 

than in the two unimodal conditions. This was confirmed by Bayesian t-tests that revealed 

extreme evidence for a longer duration of the illusion, when the two avatars conditions were 

pooled, in the bimodal condition (4.3 + 2.2) as compared to the two unimodal conditions 

(bimodal vs proprioception (1.5 + 1.7): BF10= 2.1e+6; bimodal vs vision (2.3 + 2.1): BF10= 1182). 

In contrast, there was no evidence for a difference between the two unimodal conditions 

(BF10= 0.9). As indicated by the main effect of the type of avatar, the duration of the illusion 

was longer with realistic avatars as compared to point-light avatars, with mean + SD duration 

when the three sensory modalities are combined, of 3.2 + 1.8 and 2.2+ 1.6 respectively.  

 

 

  

Figure 5. The mean duration (left panel) and speed (right panel) of the kinaesthetic illusion, as a 

function of the sensory modality (bimodal, visual, and proprioceptive) and the type of avatar (realistic 

vs. point-light) in the illuminated environment. The error bars correspond to the confidence intervals 

after Cousineau-Morey correction for within-subject designs. 
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The velocity of the kinaesthetic illusion  

The Bayesian repeated measures ANOVA showed extreme evidence for a main effect of the 

sensory modality (BFincl= 5.5e+10). When the two avatar conditions were combined, the mean 

+ SD speed was indeed higher in the bimodal condition (5.3 + 3.2) as compared to the vison 

condition (3.3 + 2.6), the latter being higher than in the proprioception condition (1.4 + 2.6). 

Bayesian repeated sample t-test confirmed with very strong to extreme evidence that the 

three sensory modalities differ from each other (bimodal vs proprioception: BF10= 1.1e+6 ; 

bimodal vs vision: BF10= 94.5; vision vs proprioception BF10= 42.4).  

In contrast, we found no evidence of a main effect of the type of avatar (BFincl= 0.8) and only 

an anecdotal evidence for an interaction between sensory modalities and type of avatar 

(BFincl= 2.2). Bayesian repeated sample t-tests revealed either anecdotal or no evidence for a 

difference between realistic and point-light avatars in the different sensory modalities 

(bimodal: BF10= 2.8; vision: BF10= 0.75; proprioception: BF10=0.64).   

 

DISCUSSION 

Our present results confirmed that the combination of passive movement of the participant’s 

left forearm with movement of realistic avatar’s forearms (viewed from a first-person 

perspective) induced a kinaesthetic sensation of the same direction of movement in the static 

(right) arm in most participants and most trials (both in a dark and in an illuminated 

environment). Our results also showed that such kinaesthetic illusions occurred when the 

realistic avatars were replaced by point-light ones, albeit less frequently, with a shorter 

duration and a little slower. Moreover, the appearance of kinaesthetic illusion with point-light 

avatars appears to be conditioned by the richness of the virtual environment, whether it 

facilitates visual detection of motion of the point-light display. It must also be borne in mind 

that visuo-motor appropriation of the avatar’s arms (as measured with the embodiment 

questionnaire derived from Gonzalez-Franco and Peck (2018)) was just as effective with a 

point-light avatar as with a realistic avatar. 

Embodiment of the point light display 



17 

 

Embodiment (incorporation) of an object is constrained by top-down processes and a certain 

degree of similarity between the object or avatar and the representation of what the human 

body is like, is usually considered as necessary for incorporation (embodiment) to occur. 

Indeed, synchronous visuo-motor or visuo-tactile stimulation is not always enough for an 

object to become self-attributed; anatomic, morphological and body part identity can act as 

top-down processes that modulate self-attribution (Tsakiris and Haggard 2005, Lugrin et al., 

2015a,b; Tsakiris et al., 2010; Haans et al., 2008, de Vignemont and Farné 2010, Waltemate et 

al., 2018). Accordingly, the incorporation of realistic humanoid avatars via virtual reality is 

rather straightforward (Petkova and Ehrsson 2008; Jung et al., 2017). This knowledge 

prompted our initial decision to use a realistic humanoid avatar (seen from a first-person 

perspective) to test whether visual--motion information from the avatar could be integrated 

for inference of one’s own movements. The kinaesthetic illusions observed here with realistic 

forearm’s showed that visual-motion information originating from embodied avatar’s 

segments are indeed integrated for the purpose of kinaesthesia (see also Giroux et al., 2018).  

The point-light avatar’s forearms used here in both the dark and illuminated environment 

were very unlike anyone’s representation of human forearms. Despite this disparity, visuo-

motor coupling with such point-light avatars proved to be enough for embodiment (as 

evaluated with a questionnaire) to occur in both environments. These results may appear 

surprising since the realism of the avatar has been shown to have an impact on the degree of 

embodiment and presence (Argelaguet, Hoyet, Trico, & Lecuyer, 2016; Jung, Sandor, 

Wisniewski, & Hughes, 2017; Lin & Jörg, 2016). However, the violation of avatar’s realism does 

not systematically prevent ownership (Lin & Jörg, 2016; Schwind, Lin, Di Luca, Jörg, & Hillis, 

2018; Tran, Shin, Stuerzlinger, & Han, 2017), especially with visuo-motor combination. Indeed, 

body ownership is more strongly and positively influenced by a congruent visuo-motor 

combination than by visuo-tactile or visuo-proprioceptive combinations (Kokkinara and Slater 

2014) and can lead to ownership of non-humanoid objects such as a virtual hand represented 

by a wooden block (Lin & Jörg, 2016), a cat’s paw (Zhang & Hommel, 2016), a 2D square (Ma 

& Hommel, 2015) or by dots placed at the fingertips locations (Schwind et al., 2018). In our 

experiments, the level of embodiment as measured with the embodiment questionnaires 

(Gonzalez-Franco & Peck, 2018) was similar with the realistic and point-light forearms. This 

similarity likely stem from the use of such visuo-motor combination during the embodiment 

periods.  
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The avatar’s visual appearance and the sense of movement  

As mentioned above, both the physical (Chancel et al., 2016, 2017) and virtual mirror illusions 

(Giroux et al., 2018) arise from the integration of visual and contralateral proprioceptive 

afferents. The results observed here with realistic avatars in both the dark and the illuminated 

environment confirmed the presence of visuo-proprioceptive integration, since the 

kinaesthetic illusion was more intense, in terms of duration and speed, in the bimodal 

condition (i.e. when congruent visual and contralateral proprioceptive signals were provided) 

than in the unimodal stimulation conditions. It must be noticed that in the illuminated 

environment and with realistic avatars, the speed of the kinaesthetic illusions was higher in 

the unimodal visual condition as compared to unimodal proprioceptive stimulation. No 

difference between the two unimodal conditions (visual or proprioceptive) did otherwise 

occur, thus confirming the importance of multisensory integration in kinaesthesia.   

When the point-light avatars were viewed in the dark, this integration process was not 

evidenced. Indeed, the illusion produced under the bimodal condition only differed from that 

produced under unimodal conditions when its duration was considered but not when its 

speed was considered. In that respect, the illusion was much weaker (same duration but with 

a much lower speed) with the point-light display than with realistic avatars when seen in 

otherwise total darkness. The absence of a clear integrative pattern with the point-light 

avatars in the dark environment may well be related to the central nervous system’s 

difficulties in capturing visual motion cues from point-lights moving at a slow speed (3.8°/s) in 

otherwise total darkness. Indeed, the threshold for perceiving the displacement of a single 

object in complete darkness is higher than that for perceiving relative motion between objects 

(Abadi et al., 1999; Snowden 1992). In contrast, visuo-motor coupling with such point-light 

avatars, with voluntary flexion-extension movements at a natural speed (which is much higher 

than 3.8°/s), proved to be enough for embodiment to occur both in the dark and illuminated 

environments.  

The visual illuminated environment in our second experiment was designed to enhance the 

detection of visual motion cues from the point-light avatars. Our results showed that a 

combination of passive movement of the participant’s left forearm with visual movement of 

the point-light avatar’s forearms (seen from a first-person perspective) was sufficient to evoke 
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a kinaesthetic illusion in the participant’s right (static) arm. Those kinaesthetic illusions in the 

bimodal condition were more intense, in terms of duration and speed than in the unimodal 

stimulation conditions. These results with point-light avatars in the illuminated environment 

confirmed the presence of visuo-proprioceptive integration as previously observed with 

realistic avatars. These results echo those reported by Chancel et al. (2016) for the physical 

mirror paradigm; the kinaesthetic mirror illusion could even be induced when the arm’s 

reflection in the mirror was strongly degraded. In the present study, the forearms were 

represented by three point-lights only - one of which corresponded to the pivot of the elbow 

and thus remained static. Therefore, individuals can (i) make out their body segments 

described by three aligned but unconnected point-lights, and (ii) integrate visual motion cues 

from the point-light display to build a unified perception of arm movement.  

It must be noted that even in the illuminated environment, the kinaesthetic illusions evoked 

in the bimodal condition, were both shorter and slightly slower compared to those observed 

with realistic avatars. Several hypotheses could be put forward to explain such a difference. 

First, the weight allocated to a given sensory signal in multisensory perception is usually 

proportional to its reliability (see Ernst and Bülthoff, 2004 for a review). A lack of reliability of 

the point-light display might stem from the movement speed used to evoke illusions here 

(3.8°/s; see Guerraz et al., 2012 for a rational), which is well below that of most “natural” 

biological movements. Alternatively, although facilitated by the illuminated environment, the 

central nervous system’s might still have more difficulties in capturing visual motion cues from 

two point-lights moving at 3.8°/s than from a full realistic arm moving at the same speed. As 

mentioned above, visuo-motor coupling through movements performed at a natural speed 

was sufficient to give rise to embodiment, either in the dark or illuminated environment. The 

slow speed used here to evoke kinaesthetic illusion might therefore not be optimal to fully 

appreciate the role of biological motion in the context of kinaesthesia.  

Point-light displays are known to bring meaningful perception when they are in movement 

but not when they are static (Johansson, 1973; Kozlowski & Cutting, 1977). This is the reason 

why, in the context of understanding perception of one’s own forearms movements, we chose 

not to use a full Point-Light avatar’s body but only point-light forearms, those forearms being 

the only moving body parts (with the exception of the head) in our experiments. In that 

respect, the point-light avatar’s forearms displayed here, although deviating slightly from 
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conventional point-light displays, fulfilled their role as they were selectively conveying only 

biological motion.  

 

The clinical relevance of feature-poor avatars 

The mirror box arrangement is often used to treat amputees suffering from phantom limb 

pain (Deconinck et al., 2015, see also Mercier & Sirigu 2009 for related techniques). Although 

mirror-like virtual displays may be effective in the treatment of phantom limb pain (e.g. 

Ambron et al., 2018, Perry et al., 2018), virtual reality remains a highly technical and might not 

provide more clinical benefit than a conventional (physical) mirror box (Brunner et al., 2014, 

Laver et al., 2017). However, some amputees cannot bear to see a reflection mimicking a lost 

limb that they are still mourning. Virtual reality might therefore be a relevant way of providing 

virtual limbs that cannot be confused with real limbs. In this respect, the point-light limb 

avatar is positioned at one end of a continuum ranging from the real limb (such as that 

reflected in the physical mirror paradigm) to an empty space. Given that i. embodiment of the 

point-light avatar’s forearms is just as effective as that of realistic ones, ii. visual motion cues 

from both realistic and point-light avatars can be used for the purpose of kinaesthesia (just as 

it does with a real reflected limb in the physical mirror paradigm), point-light avatars could be 

a relevant clinical alternative to patients that cannot bear to see a reflection mimicking their 

lost limb. 

Taken as a whole, our present results show that beneficial visual motion cues for kinaesthesia 

do not require a very elaborate, fine-grained, human-like representation of a body segment. 

In fact, individuals can (i) make out their body segments represented by as few as three aligned 

point-lights, and (ii) integrate the corresponding visual motion cues to yield a unified 

perception of arm movement.  

 

 

ACKNOWLEDGMENT 

We thank Dr David Fraser (Biotech Communication, Damery, France) for improving the 

manuscript's English. We thank Charlène Sorocki and Mélinda De Oliveira for their help in data 

collection and the reviewers for their careful reading of the manuscript and their constructive 



21 

 

remarks.  

AUTHORS CONTRIBUTION  

MGx, JB, and MGz participated in the conception and design of the study. MGx, JB and MGz 

conducted the study. PAB designed the motorized manipulandum. All the authors participated 

to the interpretation of the data and critically revised the manuscript before approving the 

final version.  

COMPETING INTERESTS  

None of the authors have any conflicts of interests. 

FUNDING  

The work was supported through funding from the University Savoie Mont Blanc (France). 

 

 

 

 

 

  



22 

 

References 

Abadi RC, Whittle JP, Worfolk R (1999) Oscillopsia and tolerance to retinal image movement 

in congenital nystagmus. Invest Ophthalmol Vis Sci 40:339–345. 

Ambron E, Miller A, Kuchenbecker KJ, Laurel B, Coslett H (2018) Immersive low-cost Virtual 

reality Treatment for Phantom limb Pain: evidence from Two cases. Front Neurol 9:67. 

doi: 10.3389/fneur.2018.00067 

Altschuler EL, Wisdom SB, Stone L, Foster C, Galasko D, Llewellyn DM, Ramachandran VS 

(1999) Rehabilitation of hemiparesis after stroke with a mirror. Lancet. 353:2035-2036. 

Argelaguet, F, Hoyet, L, Trico M, & Lecuyer A (2016). The role of interaction in virtual 

embodiment: Effects of the virtual hand representation. 2016 IEEE Virtual Reality (VR), 3–

10. https://doi.org/10.1109/VR.2016.7504682 

Blanchard C, Roll R, Roll JP, Kavounoudias A (2011) Combined contribution of tactile and 

proprioceptive feedback to hand movement perception. Brain Res. 1382:219-229. doi: 

10.1016/j.brainres.2011.01.066 

Brunner I, Skouen JS, Hofstad H, Strand LI, Becker F, Sanders AM, Pallesen H, Kristensen T, et 

al. (2014) Virtual reality training for upper extremity in subacute stroke (VIRTUES): study 

protocol for a randomized controlled multicenter trial. BMC neurol 14(1):186. doi: 

10.1186/s12883-014-0186-z. 

Chancel M, Brun C, Kavounoudias A, Guerraz M (2016) The kinaesthetic mirror illusion: How 

much does the mirror matter? Exp brain res 234:1459-1468. 

Chancel M, Kavounoudias A, Guerraz M (2017) What’s left of the mirror illusion when the 

mirror can no longer be seen? Bilateral integration of proprioceptive afferents! 

Neuroscience 362:118-126. 

Deconinck FJ, Smorenburg AR, Benham A, Ledebt A, Feltham MG, Savelsbergh GJ (2015) 

Reflections on mirror therapy: a systematic review of the effect of mirror visual feedback 

on the brain. Neurorehab Neural Repair 29:349-361. 

De Vignemont F, Farnè A  (2010) Widening the body to rubber hands and tools: what's the 

difference? Rev neuropsychol 2:203-211. 

Ernst MO, Bülthoff HH (2004) Merging the senses into a robust percept. Trends Cogn Sci 

8:162–169. 

Gandevia SC, Smith JL, Crawford M, Proske U, Taylor JL (2006) Motor commands contribute to 

human position sense. J Physiol 571:703-10 



23 

 

Giroux M, Barra J, Zrelli IE, Barraud PA, Cian C, Guerraz M (2018) The respective contributions 

of visual and proprioceptive afferents to the mirror illusion in virtual reality. PLoS ONE 13 

(8): e0203086 

Gonzalez-Franco M, Peck TC (2018) Avatar Embodiment. Towards a Standardized 

Questionnaire. Front. Robot. AI,  doi.org/10.3389/frobt.2018.00074 

Guerraz M, Provost S, Narison R, Brugnon A, Virolle S, Bresciani JP (2012) Integration of visual 

and proprioceptive afferents in kinesthesia. Neuroscience 223:258-268.  

Guerraz M, Shallo-Hoffmann J, Yarrow K, Thilo KV, Bronstein AM, Gresty MA (2000) Visual 

control of postural orientation and equilibrium in congenital nystagmus. Invest 

Ophthalmol Vis Sci 41:3798-3804. 

Haans A, Ijsselsteijn WA, de Kort YA (2008) The effect of similarities in skin texture and hand 

shape on perceived ownership of a fake limb. Body Image 5:389-394. doi: 

10.1016/j.bodyim.2008.04.003. 

Izumizaki M, Tsuge M, Akai L, Proske U, Homma I (2010) The illusion of changed position and 

movement from vibrating one arm is altered by vision or movement of the other arm. J 

Physiol 588:2789-2800. 

JASP Team (2018). JASP (Version 0.9)[Computer software].   

Jeffreys H (1998). The theory of probability. OUP Oxford. 

Johansson G (1973) Visual-perception of biological motion and a model for its analysis. Percept 

Psychophys 14:201–211.  

Jung S, Sandor C, Wisniewski PJ & Hughes CE (2017) RealME: The Influence of Body and Hand 

Representations on Body Ownership and Presence. Proceedings of the 5th Symposium on 

Spatial User Interaction 3-11. https://doi.org/10.1145/3131277.3132186 

Kalckert A, Ehrsson HH (2012) Moving a Rubber Hand that Feels Like Your Own: A Dissociation 

of Ownership and Agency. Front Hum Neurosci 6:40. doi: 10.3389/fnhum.2012.00040. 

Kozlowski LT, & Cutting J E (1977) Recognizing the sex of a walker from a dynamic point-light 

display. Percept Psychophys 21:575–580. https://doi.org/10.3758/BF03198740 

Kruschke JK (2010) What to believe: Bayesian methods for data analysis. Trends Cogn Sci 

14:293-300. doi: 10.1016/j.tics.2010.05.001 

Laver KE, Lange B, George S, Deutsch JE, Saposnik G, Crotty M (2017) Virtual reality for stroke 

rehabilitation. Cochrane Database of Syst Rev 11. Art. No.: CD008349. doi: 

10.1002/14651858.CD008349 



24 

 

Lin L, & Jörg S (2016) Need a Hand ? : How Appearance Affects the Virtual Hand Illusion. 

Proceedings of the ACM Symposium on Applied Perception, 69–76.  

https://doi.org/10.1145/2931002.2931006 

Lugrin JL, Latt J, Latoschik ME (2015a) Avatar anthropomorphism and illusion of body 

ownership in VR. IEEE Xplore: 27 August doi: 10.1109/VR.2015.7223379 

Lugrin JL, Landeck M, Latoschik ME (2015b) Avatar embodiment realism and virtual fitness 

training. IEEE Virtual reality Arles, pp. 225-226 doi: 10.1109/VR.2015.7223377 

Ma K & Hommel B (2015) Body-ownership for actively operated non-corporeal objects. 

Conscious Cogn 36:75-86. https://doi.org/10.1016/j.concog.2015.06.003 

Mather G & Murdoch L (1994) Gender discrimination in biological motion displays based on 

dynamic cues. Proceedings of the Royal Society of London. Series B: Biological Sciences 

258:273-279. https://doi.org/10.1098/rspb.1994.0173 

Mercier C, Sirigu A (2009) Training with virtual visual feedback to alleviate phantom limb pain. 

Neurorehabil Neural Repair 23(6):587-94. doi: 10.1177/1545968308328717 

Metral M, Blettery B, Bresciani JP, Luyat M, Guerraz M (2013) Trying to move your unseen 

static arm modulates visually-evoked kinesthetic illusion. PLoS one 8(11):e80360. 

Metral M, Chancel M, Brun C, Luyat M, Kavounoudias A, Guerraz M (2015) Kinaesthetic mirror 

illusion and spatial congruence. Exp Brain Res 233:1463-1470. 

Metral M, Guerraz M (2019) The fake hand in movement: visual motion cues from the rubber 

hand are processed for the purpose of kinesthesia. Couscious Cogn 73:102761. doi: 

10.1016/j.concog.2019.05.009. 

Maselli A, Slater M (2013) The building blocks of the full body ownership illusion. Front Hum 

Neurosci. 7:83. doi: 10.3389/fnhum.2013.00083. 

Munzert J, Hohmann T, Hossner EJ (2010) Discriminating throwing distances from point-light 

displays with masked ball flight. Eur J Cogn Psychol 22:247–264 

Oldfield RC (1971) The assessment and analysis of handedness: the Edinburgh inventory. 

Neuropsychologia 9:97-113. 

Open Science Collaboration (2015) Estimating the reproducibility of psychological science. 

Science, 349(6251), aac4716. https://doi.org/10.1126/science.aac4716 

Peck TC, Seinfeld S, Aglioti SM, Slater M (2013) Putting yourself in the skin of a black avatar 

reduces implicit racial bias. Conscious Cogn 22:779-787. doi: 

10.1016/j.concog.2013.04.016. 



25 

 

Perry BN, Armiger RS, Wolde M, McFarland KA, Alphonso AL, Monson BT, Pasquina PF, Tsao 

JW (2018) Clinical Trial of the Virtual Integration Environment to Treat Phantom Limb Pain 

With Upper Extremity Amputation. Front Neurol 24;9:770. doi: 

10.3389/fneur.2018.00770. 

Petkova VI, Ehrsson (2008) If I were you: perceptual illusion of body swapping. PLoS One 

3(12):e3832. doi: 10.1371/journal.pone.0003832.  

Proske U, Gandevia SC (2018) Kinesthetic Senses. Compr Physiol 8(3):1157-1183. doi: 

10.1002/cphy.c170036. 

RStudio Team (2016) RStudio: Integrated Development for R. RStudio, Inc., Boston, MA URL 

http://www.rstudio.com/. 

Romano D, Caffa E, Hernandez-Arieta A, Brugger P, Maravita A (2015) The robot hand illusion: 

inducing proprioceptive drift through visuo-motor congruency. Neuropsychologia 70:414-

420. doi: 10.1016/j.neuropsychologia.2014.10.033. 

Rothwell JC, Traub MM, Day BL, Obeso JA, Thomas PK, Marsden CD (1982) Manual motor 

performance in a deafferented man. Brain 105:515-542. 

Runeson S, Frykholm G (1981) Visual perception of lifted weight. J Exp Psychol Hum Percept 

Perform 7:733-740. 

Sanchez-Vives MV, Spanlang B, Frisoli A, Bergamasco M, Slater M (2010) Virtual hand illusion 

induced by visuomotor correlations. PLoS One 5(4):e10381. doi: 

10.1371/journal.pone.0010381. 

Schwind V, Lin L, Di Luca M, Jörg S, & Hillis J (2018) Touch with Foreign Hands: The Effect of 

Virtual Hand Appearance on Visual-haptic Integration. Proceedings of the 15th ACM 

Symposium on Applied Perception, 9:1–9:8. https://doi.org/10.1145/3225153.3225158 

Slater M, Spanlang B, Sanchez-Vives MV, Blanke O (2010) First person experience of body 

transfer in virtual reality. PLoS One 5(5):e10564. doi: 10.1371/journal.pone.0010564 

Snowden RJ (1992) Sensitivity to relative and absolute motion. Perception 21:563–568. 

Teasdale N, Forget R, Bard C, Paillard J, Fleury M, Lamarre Y (1993) The role of proprioceptive 

information for the production of isometric forces and for handwriting tasks. Acta Psychol 

(Amst) 82:179–191. 

Tran TQ, Shin H, Stuerzlinger W, & Han J (2017) Effects of Virtual Arm Representations on 

Interaction in Virtual Environments. Proceedings of the 23rd ACM Symposium on Virtual 

Reality Software and Technology, 40:1–40:9. https://doi.org/10.1145/3139131.3139149 



26 

 

Troje NF (2012) What is biological motion? Definition, stimuli and paradigms. In: Rutherford 

MD, Kuhlmeier VA (eds) Social perception: detection and interpretation of animacy, 

agency, and intention. MIT Press, Cambridge 

Tsakiris M, Haggard P (2005) The rubber hand illusion revisited: visuotactile integration and 

self-attribution. J Exp Psychol Hum Percept Perform 31:80-91. 

Tsakiris M, Longo MR, Haggard P (2010) Having a body versus moving your body: neural 

signatures of agency and body-ownership. Neuropsychologia 48:2740-2749. doi: 

10.1016/j.neuropsychologia.2010.05.021. 

Tsuge M, Izumizaki M, Kigawa K, Atsumi T, Homma I (2012) Interaction between vibration-

evoked proprioceptive illusions and mirror-evoked visual illusions in an arm-matching 

task. Exp Brain Res 223: 541-551. doi:10.1007/s00221-012-3281-7. 

Wagenmakers EJ, Love J, Marsman M, Jamil T, Ly A, Verhagen J, Morey, RD (2018) Bayesian 

inference for psychology. Part II: Example applications with JASP. Psychon Bull Rev 25: 58-

76. https://doi.org/10.3758/s13423-017-1323-7 

Waltemate T, Gall D, Roth D, Botsch M, Latoschik ME (2018) The Impact of Avatar 

Personalization and Immersion on Virtual Body Ownership, Presence, and Emotional 

Response. IEEE Trans Vis Comput Graph 24:1643-1652. doi: 

10.1109/TVCG.2018.2794629. 

Wellerdiek AC, Leyrer M, Volkova E, Chang DS, & Mohler B (2013) Recognizing Your Own 

Motions on Virtual Avatars: Is It Me or Not? Proceedings of the ACM Symposium on 

Applied Perception, 138–138. https://doi.org/10.1145/2492494.2501895 

Zhang J & Hommel B (2016) Body ownership and response to threat. Psychol Res 80:1020-

1029. https://doi.org/10.1007/s00426-015-0698-1 

 



27 

 

Legends 

 

Figure 1. The virtual reality setup. The panels show the participant’s view (i.e. a first-person 

perspective) when the avatar’s forearms were either (A) visible and realistic, (B) visible and 

represented as points of light, or (C) masked by virtual white boxes.   

 

Figure 2. Experimental session. Each participant carried out two sessions of three randomised 

blocks (Bimodal, Visual, Proprioceptive), one session with realistic avatars and the other one 

with point-light avatars. A block comprised six trials (alternating flexions F and extensions E). 

Kinaesthesia was rated (arrows) after each trial. Each block was preceded by an embodiment 

phase. The first embodiment phase lasted 60s and was followed by an embodiment rating (B). 

These two sessions were performed in either a dark (first experiment) or an illuminated 

background (second experiment).  

 

Figure 3. Representation of the illuminated virtual environment in the second experiment. 

 

Figure 4. The mean duration (left panel) and speed (right panel) of the kinaesthetic illusion, as a 

function of the sensory modality (bimodal, visual, or proprioceptive) and the type of avatar (realistic 

or point-light) in the dark environment. The error bars correspond to confidence intervals after 

Cousineau-Morey correction for within-subject designs. 

 

Figure 5. The mean duration (left panel) and speed (right panel) of the kinaesthetic illusion, as a 

function of the sensory modality (bimodal, visual, and proprioceptive) and the type of avatar (realistic 

vs. point-light) in the illuminated environment. The error bars correspond to the confidence intervals 

after Cousineau-Morey correction for within-subject designs. 
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Appendix: Embodiment questionnaire based on Gonzalez-Franco & Peck (2018) 

Participants had to give their degree of agreement concerning the following assertions, 

basing on the following 7-point Likert-scale ranging from: 

-3 -2 -1 0 +1 +2 +3 

Strongly 

disagree 

Disagree Somewhat 

disagree 

Neither agree 

nor disagree 

Somewhat 

agree 

Agree Strongly 

agree 

 

“During the preceding experimental phase, there were moments in which…” 

Q1 – “I felt as if the virtual arms were my own arms” 

Q2 – “It felt as if the virtual arms I saw were someone else’s arms” 

Q3 – “It seemed as if I might have more than two arms” 

Q6 - “It felt like I could control the virtual arms as if they were my own arms” 

Q7. “The movements of the virtual arms were caused by my own movements” 

Q8. “I felt as if the movements of the virtual arms were influencing my own movements” 

Q9. “I felt as if the virtual arms were moving by themselves” 

Q14. “I felt as if my arms were located where I saw the virtual arms” 

Q15. “I felt out of my body” 

 




