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Categories  Questions A i 58 BT A
Q1: I felt like I was in a real crowded space 3.7+ 0.2 4.1+ 0.1
1E Q2: I felt stressed while walking through the environment 3.8+ 0.2 4.2 + 0.2
Q3: P02 HAEHLS Atk A nlifi 3.3+03 4.2+0.1
Q4: The movements of the virtual body felt like my own 3.9+ 0.2 4.1+ 0.2
Jeite )i X Q5: I felt like I was in control of the virtual body’s movements 4.0 £ 0.2 4.3+ 0.2
Q6: The movements of the virtual body were synchronized with my own movements 4.2 +0.2 4.6 + 0.1
Q7: I think my movements were similar to how I would behave in a real situation 3.5 £0.2 4.0 £ 0.2
Bl Q8: I felt like the NPCs were actively trying to avoid me 2.3 £0.2 2.2 +£0.2
Q9: I was able to walk in sync with the other NPCs 3.1 4+0.2 3.1 4+0.2
Q10: FKIERLE NPC M ifi s 7% i i 29+03 4.0£03
=i Q11: FRIEREE] 1K [ Wi k3% & i NPC i) 3.0+ 0.2 3.9+0.2
Q12: I think I was able to successfully avoid collisions with NPCs 2.5 £0.2 2.9 +£0.2
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