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Pseudohaptic Social Touch Enhances Social Connection and Physiological Regulation in Virtual Reality
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Appendix A: Questionnaires
Inclusion of the Other in the Self (Gächter et al., 2015)
Which picture best describes your relationship with the friend you are here with?
[image: ]
Post-block questionnaires
Affective state (Self-Assessment Mannequin - SAM) (Bradley & Lang, 1994)
How are you feeling right now?
· Arousal[image: ] 
· Valence[image: ]

Touch appraisal
Likert scale from 1 (“not at all”) to 7 (“completely”). Adapted from (Sun et al., 2024).
When you touched the virtual body in front of you, how comfortable was this type of touch?
When you touched the virtual body in front of you, how real was this type of touch?
Embodiment
Likert scale from 1 (“not at all”) to 7 (“completely”). Adapted from (Sun et al., 2024).
· Body Ownership
I felt that the virtual body I saw when I looked down was my own body.
· Agency
I felt that the movements of the virtual body I saw when I looked down were caused by my own movements.
Co-Presence
Likert scale from 1 (“not at all”) to 7 (“completely”). Adapted from (Sun et al., 2024).
The movements of the virtual body in front of me were realistic.
The virtual body in front of me acted like a real person.
The interaction with the virtual body in front of me was pleasant.
User experience. User eXperience in Immersive Virtual Environment, adapted from (Tcha-Tokey et al., 2018), Likert scale from 1 (“strongly disagree”) to 10 (“strongly agree”): 

· Engagement
The visual aspects of the virtual environment engaged me.
The sense of moving around inside the virtual environment was compelling.
I was involved in the virtual environment experience.
· Immersion
I felt stimulated by the virtual environment.
I became so involved in the virtual environment that I was not aware of things happening around me.
I identified with the character I played in the virtual environment.
Physically, I felt well in the virtual environment.
I became so involved in the virtual environment that I lost track of time.
· Flow
I felt I could perfectly control my actions.
I felt I controlled the situation.
Time seemed to flow differently than usual.
Time seemed to speed up.
I was losing the sense of time.
I was not worried about other people's judgement.
I was not worried about what other people would think of me.
I felt I was experiencing an exciting moment.
This experience was giving me a great sense of well-being.
When I think about the experience in the virtual environment, I feel emotions I would like to share.
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