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ABSTRACT

Virtualreality(VR)hasbeenaprominentideaforexploringnewworldsbeyondthephysical,andin
recentdecades,ithasevolvedinmanyaspects.Thenotionofimmersionandthesenseofpresence
inVRgainednewdefinitionsastechnologicaladvancestookplace.However,eventoday,wecan
questionwhetherthedegreesofimmersionachievedthroughthistechnologyareprofoundandfelt.A
fundamentalaspectisthesenseofembodimentinthevirtualspace.Towhatextentdowefeelembodied
invirtualenvironments?Inthispublication,theauthorspresentworksthatchallengeandquestion
theembodimentsensationinVR,specificallyintheartisticaspect.Theypresentinitialreflections
aboutembodimentinvirtualityandanalyzethetechnologiesadoptedincreatinginteractiveartworks
preparedforgalleriesandtheaterstage,questioningthesensationscausedbythevisualembodiment
invirtualrealityundertheperspectiveofboththeaudienceandtheperformer.
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INTRodUCTIoN

Presenceconceptisrelevantasamediatingvariablebetweenexperienceandinducedemotions,and
VirtualReality(VR)isaneffectivemoodinductionmedium,openingitspossibleuseindifferent
applicativeareasrangingfromthewell-beingindustrytoclinicalpsychology(Rivaetal.2007).Both
affectiveandimmersioncontentaffectthesenseofpresence,andthissenseinthenon-emotional
environmentdependsmainlyonimmersion(Bañosetal.2004).Evenifthesenseofpresenceisa
centralbutwidelycontestedconceptinVRandhasbeenthesubjectofsignificantdebate(McRoberts
2018),newadvancesintechnology,combinedwithhumanfactorsresearch,representnewpossibilities
totestnewexplorations.Itisoftenassumedthatgreaterimmersivequalitylevelselicithigherlevels
ofpresence,inturnenhancingtheeffectivenessofamediatedexperiences(CummingsandBailenson
2016).Embodiedawarenessisphysicaloremotionalandafusionofexperiencesthatculminateinto
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somethinglargerthanitsparts(Tantia2020).Thesenseofagencyisprovidedinvirtualrealitywhen
theparticipant’smotionismappedtothevirtualbodyinreal-timeornearreal-time(Kilteni,Groten,
andSlater2012a).Precisely,whatdistinguishesVRfromothermediumsandgivesitthisstatusas
suchisasenseofpresence:thefeelingof“beingthere”withinthevirtualexperienceproducedby
theartifact(Steuer1992).Inthissense,this“new”mediumcanbeconsideredquitedistinctfrom
othermediums,suchasvideo.Thus,thesedevicesallowustoconsiderthehypothesisthatmediated
perception(withatool)andnon-mediatedperception(withasensoryorgan)followsimilarmechanisms
ofappropriation(Auvrayetal.2005).SenseofembodimentinVRmeaninghasalsomaturedwith
theevolutionofinteractiondevicesthattransportuserstonewworldsbeyondtheirphysicalspace,
infieldssuchasmedicine(Riva,Wiederhold,andMantovani2019)(Alzayat,Hancock,andNacenta
2019),psychology(Slateretal.2010),ethics(Slateretal.2020),scienceandart(MouraandKolen’ko
2019),perception (WaterworthandWaterworth2014),andartisticperformance(Moura,Barros,
andFerreira-Lopes2020a).MelSalterstatesthatVRisatechnologythatseemsideallysuitedto
tackleresearchoninducedembodiment,wherethesenseofagencydependsonthesynchronicity
ofvisuomotorcorrelations(Kilteni,Groten,andSlater2012b).Whenthestimulusisperceivedas
directedtowardoneself,thebrainnetworkthatencodesthebodilyselfanditssurroundingspaceis
morestronglysynchronizedacrossparticipants(deBorstetal.2020).BecauseVRisabletoimmersea
usersofullyinanexperience,providingarangeofsensorystimuli,itisanidealplatformforrecreating
embodiedsituations,empoweringempathy(Wiederhold2020).ForthephilosopherDonIhde,the
relationsofembodimentoccurinacontextofuse,inwhichitispossibletoperceivetheworldthrough
theinstrument.Thistechnology’seffectsarerevealedinthealterationofhumanperception;itmustbe
technically(physically)transparent,integratingwiththebodilysensorium(Alves2009).According
toIhde(2002:xi),thebodymayhavethreemeanings,whichwewilltrytoconsider:Body First–in
phenomenology,Ihdesensitivebody,ofaperceived,emotionalandmovingbeing-in-the-world;Body 
Second-isalsonecessarytoconsidertheexperienceofthebodyinthesocialandculturalsense;and
Body Third–technologyisathirddimensionthatcrossesthebody firstandsecond.Expressingit
differently,thefirstbodyisthelivingexistentialbody,thehere-nowbodilyexperience,thesenseof
thebodydeducedbyHusserlasLeib,butmuchbetterdescriptivelydevelopedbyMerleau-Pontyas
thecorps vécu(Piresetal.2021).Thebody firstistheoriented,active,perceptivebeing-body,through
whichweexperiencetheworldaroundus.Experience-as-a-bodyisaconstantofallourexperiences
(Ihde2002:69).Asimportantasperceiving,fromthebody,thesurroundinguniverse,istonotice
thatthissameexperienceproducesself-perceptionofourselvesasazeropoint,coincidentwithour
bodyperception.AsIhdeexplains,phenomenologicallyspeaking,theinvariantperspectiveonthe
worldisreflexivelypointingoutthewaysinwhichthissameworld‘pointsback’tothenullpointof
eachperson’sbodyposition.ItisrelevanttonotethatIhdepointsouttheimportanceofolddevices,
suchasglasses,ahammer(Heidegger),orevenlong-featheredhats(Meleau-Ponty),productiveof
theextensionofthesensesofthebodyandself-perception.Inawaythequestionscurrentlyposed
byvirtualrealityandintelligentmachineswillnotbeverydifferent(Piresetal.2021).

Inavirtualembodiment,attheunconsciouslevel,memoriesandmentalrepresentationsmaybe
extendedoutfromthephysicalbodyontotechnology,blurringthephysicalandthemediated(Bailey,
Bailenson,andCasasanto2016).VRismoreradicalbyexchangingthenormalperceptualenvironment
withacompletelyvirtualone(deGelder,Kätsyri,anddeBorst2018).Ofthedefinitionsfoundin
thelastdecades,VR,generally,canconsistofthreetypesofsub-systems:a)virtualenvironments
presentedonthescreen,b)environmentsbasedonmulti-projectionrooms(CAVEsystems),andc)
visualizationdevicesplacedontheheadsofpeopledesignatedasHeadMountedDisplays(HMDs)
(Steuer1992)(Gigante1993)(Cruz-Neira,Sandin,andDeFanti1993)(Swanson2007)(Mazurykand
Gervautz1999)(Grau2016).Inthe1960s,MortonHeilig(1962)createdtheSensoramadevice,a
machinethatisoneoftheearliestknownVRtechnologyexamples.Inthelasttwentyyears,immersive
visiondeviceswithsufficientresolutionhaveemergedtovisualizegeneratedworlds.Wewillprobably
witnessarevolutioninhumaninteractionwithVRtechnologyandtheenvironmentinthenextdecade
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