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How can | use social
elements to make my
own VR project better?
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Think outside the box!
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https://www.reddit.com/r/gaming/comments/49vfa2/leaning_on_virtual_desks/



VR AS A NEW MEDIUM
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Psychology of Virtual Reality -
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Local Multiplayer
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University of Vienna

Real-life prosocial behavior decreases after
being socially excluded by avatars, not agents.

Oswald D. Kothgassner, et al. - Computers in Human Behavior, 2017
https://www.sciencedaily.com/releases/2017/02/170216105520.htm









Especially introverts can
easily forge friendships in VR

Percent of participants who wanted to be friends after meeting in virtual reality

Extroverts o)
57%
Introverts

Facebook IQ Source: “Social Interaction in VR” by Neurons Inc. (Facebook-commissioned study of 60 people ages 18-51 in the US), Oct 2016.

https://insights.fb.com/2017/01/09/how-virtual-reality-facilitates-social-connection/
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Create an avatar simply, with endless possibilities
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Who are you?






Social Inhibition of Return with Virtual Agents







Async Multiplayer






























FfTects of Enhancing
Facial Expressions in Virtual Environments

Normal Smile Enhanced Smile Mouth Open-Close
Condition Condition Condition

Accurate representation Enhanced representation Slight smile regardless
of smiling behavior of smiling behavior of smiling behavior

Soo Youn Oh, Jeremy Bailenson, Nicole Kramer, Benjamin Li
http://journals.plos.org/plosone/article?id=10.1371/journal.pone.0161794 #pone-0161794-t002
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My mother says to me:
‘Roy, will you give me a VR headset for Christmas?”

My mother is /2 years old. | said:
"‘Sure. What do you want it for?”

She says, “In VR, Roy, | can be young again.”

gamesbeat interview: http://venturebeat.com/2016/08/07/amds-roy-taylor-on-how-vr-will-change-entertainment/
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