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Flight simulation
2020s
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Da nge rOus Engine failure in flight
Impossible Walking on Mars
COu nte rp rOd UCtive Drink driving education
EXpenSive Fuel burn

Re p etit i O n Practice makes perfect

Variability

Simplification

Making small things large
Making large things small
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D a n ge rO u S Interviewing psychopaths
I m p OSSi b I e Conversing freely in Swahili
CO u nte r p rO d u Ctive Use experimental social techniques
EX p e n S ive Bringing a group together
Re p etit i O n Practice makes perfect

Variability

Depth, breadth of experience
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Real human to ‘virtual’ human

e.g. interviewing skills, customer service skills
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Virtual Humans
Outperform Real
People Teaching
Career Leadership
Skills, Study Finds

Bryan Robinson, Ph.D. Contributor ® m
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COMPUTER

Websites
Mobile Phones
PDAs
Video Games
Desktop Software
Chat Bots
Smart Environment
Virtual Reality
Exercise Equipment

Specialized Devices
Kiosks

PERSUASIVE

TECHNOLOGY

PERSUASION

Behaviour Change
Attitude Change
Motivation
Change in worldview

Compliance
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Virtual interaction



Constraints? teeew









THIS IS XR




Constraints? cost



. Constraints? Artificial intelligence



Artificial intelligence

(from Oppermann)

Can you tell?
Does it matter?
How is it qualified?

Who is responsible?

Can you trust it?

What is happening to my data?
How informed is my consent?
Can decisions be explained?




Ethical constraints?

Personal agency







Virtual Training Spaces for Non-
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