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VR AS A NEW MEDIUM

Presence







Hands






Intuitive Controls




Learned & Natural
Interaction



Skeuomorphism






Impact






visceral,
behavioral,
reflective,
emotional






Virtual Body Ownership

'

...OF asyg,chﬁ.e)nous.

Elena Kokkianra, Mel Slater (2014) Measuring the effects through time of the influence of visuomotor and visuotactile synchronous
stimulation on a virtual body ownership illusion Perception (published online) http://publicationslist.org/data/melslater/ref-
251/paperl3.pdf
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Human Haptic
Helper






Virtual Body Ownership and Agency

Domna Banakou & Mel Slater (2014) http://www.pnas.org/content/111/49/17678.abstract
Body Ownership Causes Illusory Self-Attribution of Speaking and Influences Subsequent Real Speaking



Acclimatization



Perceptual
Constancy



Dynamic Ebbinghaus

Fixate the yellow dot on the central circle.

http://journal.frontiersin.org/article/10.3389/fnhum.2015.00077/full Front. Hum. Neurosci., 18 February 2015
Christopher D. Blair, Gideon P. Caplovitz, and Ryan E.B. Mruczek - University of Nevada Reno, USA




Size
constancy
Shape
constancy

Position
constancy

Lightness
constancy

Color
constancy

Loudness
constancy

The VR Book, Human-Centered Design for Virtual Reality, Jason Jerald adapted from Coren et al. 1999

Registered Stimulus
(may be unconscious)

Apprehended Stimulus
(conscious)

Focal Stimulus

retinal
image size

retinal
image shape

retinal
image
location
retinal
image
intensity
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image color

ear sound
intensity

Context
distance
cues
orientation
cues

sensed head
or eye pose

illumination
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illumination
cues

distance
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object size
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object
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space

surface
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surface
colors
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Changes
object
distance
object
orientation

head or eye
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apparent
illumination
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illumination
color

distance
from sound
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S0 ... Teleportation



Tool or Experience
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Heinrich H. BUIth‘x Planck Institute for Biological Kybernesics, Tiibingen 2015




Superpowers



VR will do for space
what movies did for time;
compression, stretching,
man'puamn!




Adaptability



Structural Brain Plasticity
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Cerebellum

wmmm Training Group
Control Group

| %

Grey matter probability Cerebellum

Pretest Posttest

Playing Super Mario induces structural brain plasticity: gray matter changes resulting from training with a commercial video game
Simone Kuhn et al., Molecular Psychiatry (2013), 1-7
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Rectangular Ga

https://www.youtube.com/watch?v=At_Zac4Xezw Vision Summit 2016
Don't just teleport - How to walk around something that is bigger than your tracked space, Re'flekt / Audi Experience



User Error






Room of
Possibilities
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Agency






Acting



Role or Self



SELF-ENDORSING
The Effect on Brand Attitude and Purchase Intention

Other Avatar

- —

Sun Joo Ahn and Jeremy N. Bailenson, 2011, https://vhil.stanford.edu/mm/2011/ahn-ja-brand-attitude.pdf
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Self-Perception and Identity

- Cognitive

- Social

- Emotional

- Connotative

Straus & Hofer, 1997



l[dentities & Context

- Father
- Basketball player
- VR Expert

Déring, 2003



Switching Avatars



Redefining The Axiom Of Story

EXISTENCE

OBSERVANT PARTICIPANT
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PASSIVE

https://techcrunch.com/2016/01/14/redefining-the-axiom-of-story-the-vr-and-360-video-complex/ - Devon Dolan, Michael Parets



Chose vs. Change



Magician’s Choice



Actors
Agents
Avatars






Public
Social
Personal

Intimat:

Proxemics (US)

3 . 7 O m + Al |-|CSPAC E
1.22m - 3.70m

SOCIAL SPACE

SPACE

‘ A A

0.00m - 0.46m

Edward T. Hall, 1963, https://en.wikipedia.org/wiki/Proxemics



Agents vs. Avatars

- Perceived avatars have stronger
responses than perceived agents

- Human controlled virtual representations
have more social influence on users

- Amplified effect in competitive and
cooparative rather than neutral tasks

Jesse Fox et al., 2015, https://vhil.stanford.edu/mm/2014/fox-agents-vs-avatars.pdf



Percieved
Humanness?



‘resence
Agency
S0CIa







Social Presence









Harassment
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Self-
Representation



Relevant Variables for Self-Representation

- Publicness

- Kind of Audience

- Kind of Relationship
- Intention

- Content

- Self-Attention

- Self-Efficacy

Doring (2003), Sozialpsychologie des Internet. Die Bedeutung des Internet fir Kommunikationsprozesse, Identitaten, soziale
Beziehungen und Gruppen






Psychology
m v R Iterative Approach

Technology



Think Outside the Box



VR AS A NEW MEDIUM

Presence




Emotional
Meaningful
Magical
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