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A Virtual Space Environment for Social Psychological Experiments

HIDEAKI ITO,tt HIDEYUKI NAKANISHI, "t TORU ISHIDA,®
ScorT B. BrAVE#t and CLIFFORD I. NASsttt

We developed a 3D virtual space environment for social psychological experiments. By using
this, researcher can conduct social psychological experiments quickly in the virtual space even
if they don’t have much knowledge on computer. There are two advantages for us to conduct
these experiments in the virtual space. One of the advantages is elimination of geometrical
barrier. Virtual spaces can connect experimenters and subjects overseas so that international
collaborative cross-cultural experiments become much easier. The other is that it is much
easier to construct setup for social psychological experiments in virtual spaces than in real
worlds. Recent investigations have demonstrated that virtual environments can be useful in
the social psychological studies. However in those researches, the researchers need special
knowledge on computer science because they have to implement the virtual environment by
themselves. Therefore the purpose of this study is to design and implement the virtual space
environment by which nonspecialists on computer science can conduct social psychological
experiments easily. We evaluate this virtual space by using in the joint class on social psy-
chology between Stanford Univ. and Kyoto Univ. As a result, our software showed great
efficiency and students in the class can prepare the virtual environments more quickly and
easily according to their designs of experiments.
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Fig.1 Screen shot of Helper Agent experiment.
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Fig.2 A virtual space of Shijo Street, Kyoto City.
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Fig.3 Module architecture of virtual space environment.
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