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(GUI:Graphical User Interface) --- Back to the Real World!
* WYSIWYG(What You See Is What You Get)
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Virtual Reality : VR
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VR therapy

VR therapy, Cyber therapy E-therapy
Telhealth Electronic support group
CMC(computer mediated

communication) -
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AIDMA S

Attention - Interest — Desire -~ Memory — Action (- Satisfaction)
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Wilson,1979
Kunst-Wilson & Zajonic,1980
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(subliminal)

— http://www.ec.kagawa-u.ac.jp/~hori/data/consumer_behavior.html
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