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1 3 (Perspective)

1 (1PP - First person perspective) 3 (3PP -
Third person perspective)
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5 (Unipolar scale)
0.69(p < .001)

t(2348) = 5.18 (p <0.001) (M = 4.20, SD = 2.01)
(M = 3.60, SD = 1.85)

(r = -0.14, p < 0.001).

(ANCOVA)
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