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Digital Transformations

Second Life

“Using over 150 unique sliders,
[users] can change everything

from their foot size to their eye
color to the cut of their shirt.”




What i1s Second Life?

e “Second Life is a 3D online digital world
Imagined and created by its residents.”

* Highly customizable avatars
« Create unigue objects, buildings, and attractions

« Variety of locations to explore, types of social
Interactions to encounter

 Virtual economy



* Average of 50,000 users at any time
during the day

e Over 11 million total residents

 Virtual Economy = Real Money

— Nearly $1.4 million US dollars spent in the last
24 hours!
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e And other MMORPGs: HUGE scale




What are the
consequences of
this fluidity In self-
representation?
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What are the
consequences of
this fluidity In self-
representation?



How does Virtual Reality Work?




The Virtual Mirror...







General Procedure




Study 1 - Attractivene

Attractiveness Is
correlated with:

e Friendliness
e Extraversion

oSelf-Esteem

Can using an attractive
avatar result in the
same traits?



Study 1 - Pretest
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Measuring Interpersonal Distance
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Study 1 — Personal Space
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Pilot 1 - Self-Disclosure

Pieces of Information Given

Personal Disclosure
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Study 2 Height

Height is correlated
with:

e Confidence

e Personal Income

Can we make someone
more confident by
giving them a taller
avatar?



Study 2 Height — Ultimatum Game

1) Subject offers split

2) Confederate offers
50/50

3) Subject offers split

4) Confederate offers
75/25



Study 2 - 2"d Split
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Study 2 - Reaction to Unfair Split

Acceptance of Unfair Offer
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What happens when users log out?



Study 4 — Height Transfer to F2F
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Study 5 — Attractiveness Transfer
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Study Five - Partner Choice

Partner Choice by

Attractiveness and Presentation Conditions
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Study Five- Lying About Height

Reported Height Difference by

Attractiveness and Presentation Conditions
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F[1, 68] = 4.26, p = .04, 12 = .06



When we imagine pains in
the further future, we
iImagine them less vividly,
or believe confusedly that
they will somehow be less
real, or less painful”

Parfit



Morphed photo

Age Morphed photo




Would you rather have $10 right now or
$20 dollars a year from now?

VS.

Right now!! In a year!!



Study 7 — The BIG ONE Second Life

e 90 Students
e 8 hour per week in Second Life ($ & Friends)

e Four Avatar conditions

*\We are monitoring:
* Behavior online (economic and social success)
» Behavior offline (exercise, eating, socializing)

« Changes in attitudes over time (e.g., gender)

R AT iR .



Study 7 — The BIG ONE Second Life
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Study 7 — The BIG ONE Second




Study 7 — The BIG ONE Second Life

Results:
2
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