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| think albbout how people
think In games
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SO VR, huh?




AFTER 500 PLAYS OUR HIGH FIDELITY TAPE STILL DELIVERS HIGH FIDELITY.
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Srains

Presence & engagement
-idelity contract
Viovement and nausea
The player

Trust and safe spaces




Today... Brains




Srains 101
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rst. ..




your brain will work

O generate a AR
consistent, z?'
sensible
WOorld view
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your brain will work
O generate a
consistent,
sensible

wWOorld view

great news for VR

@

Which IS




t means the brain Is working
for us
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Second. ..




WE
can’t
trust
our
orains
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Inira. ..




the brain Is
gullible




L et’'s look at attention




L et’'s look at attention

exogenous (reflexive)







L et’'s look at attention

] endogenous (voluntary)
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our world

'S malleable
e S






context
S everything
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Penrose
stairs










@uack.

Narrative
matters



Narrative
matters



Presence & engagement




VVhat does It mean
to be here”
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visual
CUES




vestibular
system




/\ roprioception
ody awareness




“Hand"” by Eddi licensed under CC BY 2.0

Extension




Job 8|mu\




oerceptual soup



oerceptual soup



Presence

Image credit: Kentaroo Truman via Getty Images



Presence
AKA the

piggest
buzzword since
the cloud




Presence IS
hard to get

and maintain

Image credit: Kentaroo Truman via Getty Images



BuUt we don't neeo
perfect presence

to dO cool stutt




Engagement
N ﬁ% J




Flow

a highly
focgsed mental
state




Audioshield
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flow
arousal
Immersion | narrative




Pirate lrainer
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Ve don't have to

feel like we're somewnere
to be engaged.




VWhen we're
engaged,
the

recipe changes




Fidelity contract




fidelity contract

expectations of a player
combined with affordances of
the world




What’s in the contract?

World and physics rules

Interactive expectations / affordances
Unconscious expectations

Desires

Narrative expectations




[suecEss




t's when you

break this contract
that an experience
starts to fail




Key Is observing
whnat
players do
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qm Movement and nausea
ITL) ,
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“Spin” by Melissa O’'Donohue licensed under CC BY-ND 2.0



Dlayer locomotion
inear movement
acceleration
‘otation

ololig




Dlayer locomotion
inear movement
acceleration
‘otation
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“| don't like
VR

It makes me

sick~




“It's
OK
because It
doesn't make

me

SICK”
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remember the brain is
gullible

we Just have to figure
out the relevant
perceptual
moments



Think about how your WOrld
absorbs the player/user

...and what mignt
distract them







Or doesn’t get thelir attention

(remember inattention and change blindness?)







Nudge their attention using

diegetic cues
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Or with careful absences

f it's too interesting, the player has
NO reason to ook away or try
sometning else




Tilt Brush

~” it Brush



Haptics .

can help your brain
write a narrative







SUt
be careful .
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Not to mention

Playtesting (well) in VR is haro




—eality
tether




Real
obstacles
N space A



AN

Searched “free
VR clipart”




what is left
when the

WOW factor

wears off’?




Trust and safe spaces




Trust and
safe spaces
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It's not real!”




t's not real
but we’re tryin
{0 make it rea



And the potential tor
psychological trauma
1S

real




Our players

place their trust in us

when they
place themselves
In the rig




VWe share
responsibility in
creating awareness
around our experiences




Brains

Presence & engagement
—idelity contract & agency
Viovement and nausea
The player

Trust and safe spaces
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Thankyou! ST
Dr. Kimberly Vol (e
@zanytomato



