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• Hand Interaction, 

• Proprioceptive Placement, 

• Fine Motor Control, 

• Social and Emotional 

Reactions
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Asymmetric reality

We bring our own offices with us

We do not see the same space

Reality is just a color on our palette

Interfaces go both ways

In vr it is clear that we are made to ‘feel’

This can make the interface use all of us

Joyful, satisfying, engaging, pleasurable

While industry is largely looking at vr as being one way

I ask that we see it as like the rope, two ways

Our whole bodies are involved









Acting the Part: The Role of Gesture on Avatar Identity. Feng, 

Shapiro.
“I know who that is.”












