
More AR/VR Psychology
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Transformed Social Interaction (Bailenson, 2005)
Real world: your form and behavior is how you look like and how you behave. 
You cannot change your look for a situation or show different behavior to 
different people at the same time.

In AR/VR: you can choose your form. Also, you can show different versions of 
your behavior, for example, looking at the eyes of everyone at the same time.



Transformed Social Interaction (Bailenson, 2005)
Augmented Gaze



Transformed Social Interaction (Bailenson, 2005)



Transformed Social Interaction (Bailenson, 2008)



Common sense: you may have a different psychological effects toward others 
when you are in a different avatar.

Proteus effect: you may have a different psychological effects toward yourself 
when you are in a different avatar.

Proteus Effect (Yee & Bailenson, 2007)



Proteus Effect (Yee & Bailenson, 2007)
A money splitting task between a participant 
and a confederate. With $100, a person suggests 
the split and the other decides whether to 
receive. If rejected, neither receives money.

First round: participant suggests the split.

Second round: confederates suggests a 50/50.

Third round: participant suggests the split.

Fourth round: confederates suggests a 75/25.
(75 for the confederate.)



Proteus Effect (Yee & Bailenson, 2007)
Split 1: the suggestion for first round

Split 3: the suggestion for third round

Final Split: how often they agreed to the unfair 75/25, knowing it’s the last one.



AR Agent Embodiment (Kim et al., 2018)



AR Agent Embodiment (Kim et al., 2018)



AR Virtual Pet (Norouzi et al., 2019)



AR Virtual Pet (Norouzi et al., 2019)



AR Virtual Pet (Norouzi et al., 2019)
CX.A: confederate aware

CX.U: confederate unaware

Higher copresence when the 
confederate was aware of the dog.

Higher affective attraction when 
the confederate was unaware of the 
dog.



AR/VR as a Tool for Social Psychology
Manipulation in labs: comes from human experimenters and physical labs

Manipulation in AR/VR: comes from computers with much more precision

While AR/VR benefits from social psychology, the opposite can also be 
possible.

Example: building an application that contains the experiment setting and 
running the same experiment in different labs even without a trained 
experimenter.


