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As psychological processes increasingly unfold in virtual and hybrid

environments (Hadi & Park, 2024; Soh et al., 2024), understanding telepresence is
essential because it can shape people’s digital experiences

(Barranco Merino et al., 2023).

AIM AND HYPOTHESIS

This study aims to develop and validate a multidimensional self-report instrument
that can provide an up-to-date assessment of telepresence and the associated core
psychological dynamics.

INTRODUCTION

Hypotheses for preliminary analyses:

However, current assessments often struggle to capture the complexity of
telepresence, either focusing on narrow aspects or using long user
experience measures that can be challenging to implement in practice.

> H1 = Significant positive correlations between VTS scale scores and
the UX reference scale (convergent validity).

> H2 = Significant differences between the experimental conditions,

as detected by the VTS scale (discriminant validity).

ﬁ
| METHODS

> Mixed methods approach
”
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> Convenience sample:

« Nn=135 (71.1% females);

« Mean Age=22.90 (s.d.=3.86)
> Selection criteria:

- 218 years old
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RESULTS

» Pearson’s correlations among the scale’s factors and internal reliability » Explorative Factorial Analysis (EFA) > Discriminant analyses among the conditions
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0.490*** 0.453***
Notes: * = p.<0.05; ** = p.<0.01 ; *** = p.<0.001
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> Pearson’s correlations with UX scale (Tcha-Tokey et al., 2016)
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. 66.67% of the variance is explained by the five factors
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Notes: VTS = VirtHuLab Telepresence Scale

Scale

Notes: VTS = VirtHuLab Telepresence Scale; UX = User Experience in Immersive Virtual Environments Scale
(Tcha-Tokey et al., 2016); * = p.<0.05; ** = p.<0.01 ; *** = p.<0.001
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scale

> No differences related to sociodemographics were found (i.e. gender, age or education).

DISCUSSION AND CONCLUSIONS @

> Preliminary results support the initial validation of the scale, which needs to be
confirmed by expanding the sample and conducting Confirmatory Factor Analysis (CFA).

> The scale could be used in different areas to measure
the impact of telepresence on various processes.
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> The correlations among the various factors of the scale reflect the multidimensionality Virtual psych‘gbgical tﬁ‘ training environments
and complexity of telepresence, and are consistent with findings from previous literature interventions

. (e.g., Chen et al., 2024; Felton & Jackson, 2022).
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> Preliminary correlation analyses indicate convergence between the factors of the

, . : . Cultural sector
scale and the corresponding constructs in the reference questionnaire.

and marketing Digital healthcare

applications

> Preliminary analyses indicate a discriminative capacity among differently

Immersive conditions, in line with the reference scale, and previous literature
(e.g., Fusco & Tieri, 2022).
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