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Participants:

Due to limited VR headsets, maximum 3 participants in a row can
experience our technical demo. If all equipment are occuppied, new
participants need to await until any of the previous sessions completes.
Each session is estimated to last for 5 minutes.

Equipment needed:

Participants may need to bring laptop or tablet in order to complete an
online survey.

Workshop Duration:

9:00 - 12:00 (estimated)

Workshop location:

Nanshan Intelligence Park, Building C1, 10th or 11th floor, Room xxxx
Workshop Description:

This study aims at leveraging people's psychophysiological information
as metaverse social embodied cues to enhance large-scale co-occurring
experiences. To this end, we intend to explore and reveal people's
cognitive preferences for various types of biosensory signals and their
corresponding expressions. We will guide each participant to experience a
DJ performance in a VR environment that incorporates five biosensory
signals: power of electromyography (pEMG), galvanic skin response
(GSR), heart rate (HR), respiration effort (RE), oxyhemoglobin

saturation by pulse oximetry (SpO2), captured from a real baseline user



(see above figure). After experiencing this technical demo, we will invite

users to participate in an online survey so as to gain first-hand feedback

and elicit user preferences on biosensory information as embodied cues.

These feedback will support our subsequent research and future design

decisions.

Objectives:

1. Demonstrate a preliminary technical demo that integrates biosensory
information with a virtual environment for multi-user metaverse
copresent events.

2. Acquire users' feedback regarding their preferences over different
levels of granularity and representations of biosensory information for
future exploration of embodied social cues.

Target Participants:

People interested in human-computer interaction, VR devices, metaverse

socialization, physiological signal expression, and VR gaming

Expected Outcomes:

Participants will be introduced to different biosensory cues and their

respective impacts on physiological synchrony and user-perceived

copresence. They can go through a metaverse co-presence virtual
experience that incorporates biosensory information. Participants'
feedback will contribute to our future research and design.

Schedule:



09:00 AM A basic introduction to metaverse socialization, embodied
interactive behavior, and physiological signals

09:40 AM VR scene experience

10:00 AM Questionnaire, discussion of result

10:30 AM A basic introduction to metaverse socialization, embodied
interactive behavior, and physiological signals

11:10 AM VR scene experience

12:00 PM Questionnaire, discussion of result
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