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25 Years of Research




Lessons Learned from Stanford’s Metaverse

500+ students over 2 years, 500k shared minutes in VR
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90 Percent Meta and ByteDance




An Affordance Approach




An Affordance Approach:
Presence

ENGAGE == {0

J. J. Cummings and J. N. Bailenson

TABLE 2 Meta-Analysis Results for Overall Immersion and Individual Immersive Features
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An Affordance Approach




Downsides



Inhibitory Control and Influence on Kids




nhibitory Control and Influence on Kids




ion (#VrFail)

Distract




Driving in Headset will Kill People




Simulator Sickness
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False Memories in Virtual Reality

FIGURE 1 A) Three-dimensional model of child’s head constructed from two photographs

(front and profile). B) Screen shot of child’s avatar swimming with whales in virtual world.
C) A child wearing the head-mounted display.




“Misinformation in Virtual Reality”




Privacy
Anonymization and Aggregation

500+ students over 2 years, 500k shared minutes in VR
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Privacy

Personal Accounts




D.I.C.E

Dangerous
Impossible
Counterproductive
Expensive



Not for reading and writing




Dangerous



The Flight Simulator Model







Impossible



Pain and Rehabilitation

Won etal.
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Empathy, 2003




Empathy, 2003
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Counterproductive



Conservation




Social Skills Training




Expensive



Agency, Self Efficacy, and Science




D.I.C.E

Dangerous
Impossible
Counterproductive
Expensive



Policy will involve
Tradeoffs



As we consider VR Policy

Minutes (30) not Hours

Could versus Would

DICE (Not Social Media Engagement Model)
Ban VR In cars

When in doubt, Training (Walmart, Supernatural)
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