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[Purpose]

In recent years, sports that utilize virtual reality (VR) have been rapidly gaining popularity. These sports
create opportunities for both men and women to compete together, as they are less influenced by physical
differences. Previous research in VR and social sciences has indicated that switching bodies with others
through avatars can alter group stereotypes, both positively and negatively. While traditional gender
stereotypes are present in sports, it remains unclear how the gender of avatars in VR sports affects these
stereotypes. This study aims to examine whether the gender of an avatar in VR boxing influences implicit
gender stereotypes, using implicit gender stereotypes.

[Methods]

We conducted an experiment utilizing a before-and-after comparison design involving 40 students (20 male
and 20 female) enrolled at a sports university. Participants were randomly assigned either a male or female
avatar and then engaged in VR boxing. We measured gender stereotypes both before and after the
experiment. These stereotypes were assessed using explicit methods (a questionnaire) and implicit methods (a
Implicit association test).

[Results]

The results from the two-way analysis of variance indicated that there were no significant differences based
on participants’ gender, the gender of the avatar, or the interaction between these factors. However, regarding
the relationship between explicit gender stereotypes and the Implicit Association Test, it was found that
stereotypes were mitigated for participants who perceived sports as masculine through VR boxing, while they
were intensified for those who perceived sports as neutral.

[Conclusion]

In this study, the gender of the avatar in VR boxing did not necessarily change gender stereotypes. On the
other hand, the results of the mitigation tendency among those who think that sports-minded people are
“masculine” and the reinforcement tendency among those who think that they are “neutral” suggest that the
effect of the gender of the avatar differs depending on the differences in explicit gender stereotypes about
sports.



