








(O represents the initial observation, O, indicates that a
return visit after the test.)

X, operation shows tester using the original video, without
a concomitant appearance, X; represents with. Later we can
continue to set X, operation, such as to inform the
accompanied virtual character as his companion, control did
not inform the companion, with test acquaintances and
strangers with the difference; Xs, arrange with screaming
voice control did not schedule a voice screaming until X,.

In reference to the group control experiment, as measured
by the pairwise grouping into the experimental environment
and the separation of the test, which makes the measurement
itself becomes more interesting. Because of the sense of
substitution of a virtual character, with the test personnel to
inform the measured who sat in the virtual human in his or her
right is or is not their own acquaintances, will lead to positive
associations of the person under test. This show without state
experiments can be through a virtual image, according to
network multiplayer role-playing games MMRPG.

Observation plan uses observation record and rhythm of
the heart through heart rate records to determine the adrenalin
rush, through the observation and the helmet phase anchor
point of mobile location records to observe the visual
observation attention direction of the subjects. Subject to the
VR helmet and 110-degree viewing angle limits fixed IPD
problem, the subject’s eye could not rotate to change the
viewing angle in VR scene, so observing the movement of the
head phase is more scientific attention observation modes.

Because the subjects have been informed previously, and
in the VR environment can indeed be observed on the right
side of the existing consumer with partners of virtual image,
the researchers looked at records only measured by
observation and turned on the right side of the frequency and
occurrence time. They can use frequency data to compare the
consumer  with  reliance  situation.  Correspondingly,
observation can be recorded because of panic and cry, in order
to determine the herd mentality caused fear release whether
there are significant differences.

IV. EXPERIMENTAL RESULTS AND VERIFICATION

In a week, we arrange the subjects of the control group
before and after the simulation experiment. In consumption
based on VR environments with test platform, we have the
following test results.

1)The participants’ stress response timeline hypothesis is
verified that started the scenarios such as diving, subjects too
busy to go to the side of visual image. That means VR scene
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simulation status is close to real, can let the participants have
enough sense of immersion. But the trouble is still, as the
familiar degree deepening, participates in the repeat test
subjects showed amazing sense of curiosity about the VR
scene, in the process of roller coaster running, they just
ignored the picture, and chose to observe the environment all
round.

2)After experiencing for the first time adrenal secretion
impact, subjects conformity consistency preference is obvious.
Most of the participants chose next to observe with virtual
image. The herd mentality is also mentioned in the enquiry of
the posttest, a lot of people are trying to view for companion
to measure the impact of their degree, which is the psychology
direct validation of anchoring effect.

3) Observers who can’t observe screaming will be
triggered by environmental scream. That is to say, no matter
play or not to play with the screams, participants almost don't
scream. After interviews, participants said the sound is hard to
give them attention.

V. CONCLUSION

This paper proposes a VR operation by building a virtual
platform, scenario development, and test results indicate that
consumption accompanying virtual reality experiment
innovative good solution to the shortcomings of traditional
experimental, while reducing the cost of experimental testing.
In the study of virtual experiment to test consumer attendant,
VR platform preliminary teaching and research, the result of
controlled experiments and test evaluation of the virtual
platform are also satisfactory.
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