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We want to investigate into the differences 
between the virtual and the reality, in relation to   materials, spaces 
and identities.
The programme High Fidelity is not a ‘game’ as such; it doesn’t 
have an end or a goal, so what is the purpose for people to occupy 
the space?

The research domain is within games which allow users to engage 
with their virtual self and other virtual people, an example of this is 
Second Life and High Fidelity. High Fidelity allows users to use VR, 
so that their body can control their virtual avatar. 
We also intend to talk to players in reality, away from VR.

Research Queston: 

Where are the borders between 
virtual reality and real life for High Fidelity users?

Sub Questions:

What is the emotional attachment to High Fidelity for the 
players?

How does the emotional attachment connect to their real 
lives?

For what reason do users occupy High Fidelity?

What is the cross over between their real life and their virtual 
life?

How do users portray themselves in virtual in contrast to their 
real lives?

Virtual Reality: An artificial environment which is experienced 
through sensory stimuli (as sights and sounds) provided by a com-
puter and in which one’s actions partially determine what happens 
in the environment

Virtual: The quality of having the attributes of something without 
sharing its real or imagined physical form
Existing as or by means of digital media
Exisitng digitally

Reality: existing or occurring as fact; actual 
rather than imaginary, ideal, or fictitious

Operationalisation of Concepts for Christine Kinne:

What is her reality?
What is her virtuall reality?

Reality: Christine’s reality is her children and family life.

Virtual Reality: Christine’s virtual reality is her social life, which she 
can’t have in real life because of motherhood. She uses virutal 
reality as a social platform and an educational opportunity, through 
the exisiting digital media.

Research Proposal: Operationalisation of Concepts:
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Interactions:

People are friendly happy to help, the community is beginning and 
people are welcoming, unlike in Second Life, where the game had 
been working for a while and people didn’t care so much about new 
comers. There is also a strange lack of personal space between 
avatars, and that is a difference between real life and virtual. Most 
players seem to be alone and then participate and interact with oth-
ers who are also alone, it’s an interesting social space. 

As it is a game which mirrors real world locations, however the 
Space is limitless and expanding like the universe, the only differ-
ence is that it is divided into islands that must be 
teleported through to cross spaces. So locations are made to look 
like the place they are based on. 

However we have decided to use the Welcome space, which is the 
space where all users arrive, this is start-up space, which at the 
moment is being used to hold events and conferences for people 
to attend. They publicise the events on Facebook, so there is an 
exchange of people in their real self and then at the events in their 
virtual avatar self. 

Objects:

Objects in the game are limited, as it is in its basic stages. Objects 
can be created from thin air when bought from the online market 
place, balls and exploding gnomes are popular. 

Users:

Users come from all over the world, they all seem to be above 
18, but it’s hard to say. Users portray themselves in different ways 
through their avatars, some choosing to represent themselves rel-
atively accurately, others creating characters which are completely 
fictional. One element, is that users are able to choose their gen-
der, this actually means that lots of players chose to swap their 
gender; for example at the conference we attended, in a conversa-
tion with 3 female avatars, all were actually male in real life. Its in-
teresting that people chose to express themselves within an avatar 
like this. We discovered that previously, some users would choose 
to play as child avatars, this was researched and found to have 
been a mechanism to work out childhood problems, but we have not 
come accross this in High Fidelity yet.

Time:

Time is time in real life (1 minute is 1 minute)- you have to play in 
PST, but you don’t grow or die. You are in a way immortal unless you 
log out and delete your account.

Start of Research:
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Research Location
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Observation: 3D Models in VR Event

O B S E R V A T I O N : 
1 9 / 0 1 / 2 0 1 7  1 6 . 0 0 - 1 7 . 0 0 P M ( P S T )

           ( 1 . 0 0 - 2 . 0 0 A M  G M T + 1 )

P U B L I C  TA L K ,  I N  V I R T U A L  R E A L I T Y

Talking to other players. During this moment 
we were discussing the hat on the avatars head, 
whether its edible in reality and what topping is 
best on hotdogs. We discussed where we were 
from, the man on the left is British and the wom-
an was from Germany, we bonded over the fact it 
was very late for both of us.

This is another island, which you can walk 
around. It is filled with inamimate animal 
sculptures and blocks. You can walk around, but 
cannot have interatcion with the objects. 
As there is apprximately 1,000 users, it is rare to 
meet others outside of the Welcome Area.

Viewing the event table. A screen is directly 
linked to the event page on Facebook. Next to 
the screen there is an avatar, wearing a Fireman 
outfit, with the sign ‘I’m a Greeter, I can Help’, 
this is someone who is in the interface for the 
creators of High Fidelity and paid to do so. She 
is offerin advice for technical issues for other 
players.

A closer view of the welcome area, which is 
our research domain. Inside the ‘hangar’ you can 
see how objects are being built by users, such as 
Ping Pong tables and a plane.
This angle of image, shows the ability to fly that 
all users possess. 

Another ‘Helper’ within the game, we believe 
that his avatar is based on a 3D rendering. We 
talked to him about rigging 3D animation, he was 
very friendly, he also began to help a woman who 
was frustatrated about her avatar having 
technical issues. It was strange to hear how 
somebody was becoming anxious about an issue 
in the interface, this worry was obvious in her 
voice, which is of course her real voice. This 
showed us some insight into attachment to High 
Fidelity.

We decided that a good insight into the game-
play of High Fidelity was to attend one of the 
conferences, which was run by the developers of 
the game and 
attended by players all over the world. 
It’s a relatively new game so we were able to 
interact with the developers and talk to people 
easily,  there was 23 
people at the event. The event was 
organised through Facebook.

We arrived to the event at 01:00(GMT+1) (16.00 
PST), and there were 23 people waiting for the 
same talk as we were. One of the developers 
and an expert in 3D modelling, and led a talk 
about 3D modelling in High Fidelity, she also 
used leap motion and Occulus Rift touch con-
trollers to be able to write and draw on a chalk 
board.
We observed how the avatars congregated to 
listen, and politely listened to each other and 
waited for people to finish speaking before they 
did; it in a way mirrored real life dialogue, but 
people were more social than they would be in 
a group of strangers in real life. People also 
engaged in ‘small talk’ with other, discussing 
details about their real life, such as where they 
were from, what they were eating and other 
general conversation.
There was a moment when people showed what 
they had been working on for the game, such as 
textures and conversation changed to how 
people were creating things for High Fidelity.
However, people arranged themselves in ‘social 
circles’ for conversation and people could really 
choose who they spoke to, it was also really 
accepted to ‘pop’ up in different conversations 
and then wasn’t considered rude to just leave.
We spent the whole event in the Welcome 
space, which is comprised of 3 pavilions and 
then an outdoor space. 
We spent 2 hours ‘real time’ there.

As most users are occupying High Fidelity through VR 
headset, most also have access to Touch controllers 
and Leap Motion, which means their hand gestures are 
also recorded and applied to their avatar.

There is also software in place which detects 
your facial expressions and also responds to 
sound (your mouth opens and closes when you 
speak). This contributes to the effectiveness of 
communication in the interface.

Within High Fidelity there is also sound scaping, 
this means that as you move closer to avatars 
having a conversation,their conversation 
becomes more audiable, but the fruther away you 
get the quiter it gets.This is gives it real space 
orientation.

Talking to other players in the game - during 
this moment we discussed my hat, whether I would 
eat it in reality, what topping I would have on 
it. We also discussed where we were from, the 
man on the left was british, the woman on the 
left (played by a woman) was from Germany, we 
bonded over the fact that it was very late for 
us to be playing the game. 
The surroundings are pretty bare, any new ob-
jects which got built were deleted after a re-
fresh period. 

This is another one of the island options to 
walk around, it is filled with large inanimate 
animals and blocks. You can walk between the an-
imal scultpures, but not interact with them. The 
game currently having only a few thousand play-
ers, many of the rooms are often void of other 
players. 

Viewing the event table. A screen is directly 
attached to the events page in facebook. Next to 
the screen an avatar wearing a fireman outfit, 
with a sign saying ‘i’m a greeter I can help’ 
is situated, this is a person who is playing 
the game for the creators of high fidelity, she 
is providing advice and problem solving for the 
other players. 

Talking to other players in the game - during 
this moment we discussed my hat, whether I would 
eat it in reality, what topping I would have on 
it. We also discussed where we were from, the 
man on the left was british, the woman on the 
left (played by a woman) was from Germany, we 
bonded over the fact that it was very late for 
us to be playing the game. 
The surroundings are pretty bare, any new ob-
jects which got built were deleted after a re-
fresh period. 

This is another one of the island options to 
walk around, it is filled with large inanimate 
animals and blocks. You can walk between the an-
imal scultpures, but not interact with them. The 
game currently having only a few thousand play-
ers, many of the rooms are often void of other 
players. 

Viewing the event table. A screen is directly 
attached to the events page in facebook. Next to 
the screen an avatar wearing a fireman outfit, 
with a sign saying ‘i’m a greeter I can help’ 
is situated, this is a person who is playing 
the game for the creators of high fidelity, she 
is providing advice and problem solving for the 
other players. 

Talking to other players in the game - during 
this moment we discussed my hat, whether I would 
eat it in reality, what topping I would have on 
it. We also discussed where we were from, the 
man on the left was british, the woman on the 
left (played by a woman) was from Germany, we 
bonded over the fact that it was very late for 
us to be playing the game. 
The surroundings are pretty bare, any new ob-
jects which got built were deleted after a re-
fresh period. 

This is another one of the island options to 
walk around, it is filled with large inanimate 
animals and blocks. You can walk between the an-
imal scultpures, but not interact with them. The 
game currently having only a few thousand play-
ers, many of the rooms are often void of other 
players. 

Viewing the event table. A screen is directly 
attached to the events page in facebook. Next to 
the screen an avatar wearing a fireman outfit, 
with a sign saying ‘i’m a greeter I can help’ 
is situated, this is a person who is playing 
the game for the creators of high fidelity, she 
is providing advice and problem solving for the 
other players. 

Another 'helper' within the game, we believe his avatar 
is based on a 3D rendering, which may be based on 
himself. We talked to him about, rigging 3D animation. 
He was friendly, also heping another woman who was 
frustrated by her avatar having techincal hitches. It 
was wierd to hear someone being so anxious about the 
problems they were facing within high fidelity, showing 
immeditaely how much attachment some people have to the 
game. 

A closer view of the entire area of the welcome centre; 
inside you can see ping pong tables as well as an 
aeroplane built by one of the players. This is possible 
to view by all the players as we are able to fly. 

hand gestures 

oculus touch controllers

leap motion

writing,grabing,describing 
using hands.
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Observation: 0 1 / 0 2 / 2 0 1 7  4 P M ( G M T + 1 )

There are 2 people in the immediate Welcome area (areas which all 
new players arrive to), one is a Greeter with a sign above her head 
saying ‘I’m a greeter, I can help’, she works for the High Fidelity.

She is using leap motion and facial recognition software. Her avatar 
appears to be 3D scanned. 
She shows images of her real life, such as her Snapchat account 
and her Twitter. She switches between 
conversation about the digital and the real: 
The two characters are discussing about how the interface can be 
improved, and The Greeter 
suggests that a chat box could be used, however she then changes 
the subject, to talk about what is going on outside her real life win-
dow. She talks about how a Snow Plougher has arrived to clear the 
snow outside of the Condominium, she comments that “the snow 
ploughers are here again guys” (suggests she has spoken about 
it before) “in the alley, remember how I told you only our condo, 
complex pays for it, so the guy like drives through this one little 
part and doesn’t plough that part and then only ploughs the rest of 
the alley, its so messed up (she then starts nervously laughing)”(this 
suggests she has spoken to the same people about this several 
times, which could mean that they meet at the same time on High 
Fidelity.  But also she is trying to invite response). She offers infor-
mation, which invites those listening to imagine her real life loca-
tion.  

Typing can be heard and a new conversation 
begins, we move closer and the conversation gets louder. During 
this, a new user ‘sporns’, identifiable by the deafault, impersonal-
ised avatar, they then interrupt the conversation.
Her avatar is genderless, but she has a female voice. 
“Hello, hello, I can’t see anything, can someone help?” she sounds 
obviously distressed. 
The greeter, immediately takes a comforting tone of voice, and 
another user mover closer to aid the distressed user.
“Tell me what you see right now from the computer screen?” 
“all I see, is a blue room and the ground is like black” she has a 
very mumbled voice.
“Ok, so to login in, you click file and then up at the top left you see 
login”
“Do I click login, or help?”
“login, file login” 
“it just says log out”
“ok, so you are logged in, it sounds like.. is your internet really 
slow? Sounds just like you’re trying to load it”
It becomes hard to here her- “I think it is, I can see things, but I 
can’t see avatars”

Then the greeter and the other user, walk 
backwards together from the conversation, they comment that they 
can’t hear her anymore to each other. 

They begin to look for her, walking around, slightly confused. The 
greeter woman, does seem 
concerned about the distressed user. but then they see her: “oh 
there she is”, and they walk back to her.

“I can see something, but I cannot tell what it is”
Her phone then rings in the real world, which we can hear, but she 
ignores.
Meanwhile, two new users sporn, which means they are immediately 
entered into her personal space, which means they can hear the 
same conversation we can hear. There are now essentially 5 
participants of the conversation, 2 helping, and 3 passive (including 
us), but this causes no reaction or no one seems to mind.
The ‘watchers’ are very varied in their appearance (how they have 
chosen to express themselves with their avatar), for example one 
man is bearded, 
topless, tattooed, and wearing a bunny hat. 
The way they move around is not usual of real life interaction, they 
walk almost across eachother and stand very close to one another.

“I’m like trying still to get this basic thing, I don’t see an X any-
where’
“X?”
“Yeah, to take off the basic, basic controls” She is using hand 
movements, which appear anxious, as she is tyring to articulate 
herself.
“ok, try to grab another part of the window, and drag it until you see 
the X” At this point there is a lot of echoing, which is a common 
problem within the interface.

The distressed user is typing frantically, “oh come on now, don’t do 
this to me” She almost whimpers, “please, please, please don’t do 
this”.
No one really reacts, there is a silence and everyone is looking at 
her. 
She exhales deeply and says “ok”.

“I’ll wait to see what it does, ahhh ok I see something. I see blue.”
She keeps breathing heavily and moaning, she sounds very desper-
ate and upset.
“I see like someones pants or something”
The greeter gives more advise, and she replies in an almost cyring 
voice: “I’m trying to, I’m trying my best”
She is becoming hysterical, and you can hear faint sobbing. 
“Maybe we can try and take overlay off for a minute, OK- I can see 
the mountains”
She appears to have solved her problem, she moves closer and 
explains what she thinks was the problem. She seems more rational 
now and calm.
Other user says: “No no no, you’re ok”. She is thanking him for their 
help.

There was no frustration placed onto the 
distressed user, only patient help, considering her problems were 
relatively basic. 
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Observation Analysis

Our research question is where are 
borders between virtual reality and real 
life for High Fidelity users?, 
considering emotional attachment and 
their own portrayl and purpose.

From the observation, we observed a 
moment of extreme distress from a new 
user, this demonstarted a strong 
emotional attachment. We assume that 
the user was 
wearing a VR headset, which means all 
she could see was 
infact the blue and black loading 
screen- as VR is a totally immersive 
experience, she can hear the voices of 
the people who are in the interface but 
she can not see them- so she has the 
feeling that she is alone, but also in a 
scarier environment as she can hear the 
voices.This situation could make anyone 
distressed.

Its interesting as the boundaries between 
real and virtual is becoming blurier and 
blurier, thefore the distress would of 
course filter into real life- you are now ac-

tively being able to really be in High Fideli-
ty, with the visuals and the sound, so it is 
beyond something which you are passively 
experiencing, it is completely 
immersive.

The new user was an unpersonalised 
avatar and therfore is not a portrayl of her 
real self, all that is her is her voice.

Additionally, we observed at 4pm GMT+1, 
which is 7am in PST, as most of the users 
are in the USA currently, so we can 
assume that so was she. This timing does 
suggest that the distressed user was 
either up very early or had been playing 
all of the night, this really demonstrates 
attachment and an obsessive state.

She is being guided through her problems 
with an in game ‘Greeter’, at the current 
stage of the interface (in its newness), a 
Greeter acts as a welcome host, but also 
offers help to users. 

Especially, with technical advise as there 
are often 
technical difficulties within the interface.
The way that the ‘Greeter’ (employed by the 
game) handles the situation is insightful to 
the game, as she is a very calming 
influence to the user and very patient. Its 
interesting that she has almost been trained 
to offer guidance which isn’t purely 
technical, and can offer this deeper level of 
help. Its almost as if the interface has this 
level of guidance and support, which the 
developers know is needed, they are set up 
to offer this amount of support based on 
emotional attachment.

On the other hand, at the begining of the 
observation, we observe the Greeter telling 
other users about what is going on outside 
her real window- so this really shows the 
overlap between virtual and reality, but this 
is possibly so obvious because it is her job 
and she is working for High Fidelity, so in 
her case her virtual life and her real life are 
the same thing.
But also, in the way that she can completely 
switch 
between subjects and topics in virtual and 
reality.

These two characters we observed, do 
show a real 
contrast to each other, they both appear 
very attached and its connection to their 
real life is previlant, but in very different 
ways. There is a almost a level of virtual 
competancy in play, the way the distressed 
user is very new so becomes very upset 
because she doesn’t know what is going on, 
but the ‘Greeter’ is very used to all 
elements and almost sits above the 
attachment. She is very attached, but 
seemingly in a more rational way.

O B S E R V A T I O N : 
0 1 / 0 2 / 2 0 1 7  1 6 . 0 0 P M ( G M T + 1 )

           ( 7 . 0 0 A M  P S T )
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Photo Elicitation:
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Our research question is where are borders 
between virtual reality and real life for High 
Fidelity users?, 
considering emotional attachment and their 
own portrayl and purpose.

From the photo elicititation, we found that 
although she is really excited about VR and 
High Fidelity, her life doesn’t revolve around 
it, when we asked her to show us ‘her reali-
ty’, she sent photographs of real life, social-
ising or with her family for example, rather 
than images from Virtual Reality. 
She does not seem to be overally emotion-
ally attached as she very clearly selected 
images from real life.

This doesn’t really give much more insight 
into why she is there or what her real 
emotional attachment, as we asked her to 
make a selection she then chose what she 
was showing us. We learnt a little about her 
real looks in relation to her avatar and this 
portrayl but limited information.

Christina showed us that High Fidelity only 
forms a section of her life, but in the same 
way that a hobby does. It seems that there 
is a scale of how people relate to the game, 
and emotional attachment, possibly this is 
based on time in the interface.

Since we met her at a conference at 1AM 
GMT+1, we wondered about how she used 
her time to play, it seems that her awake 
hours sit outside of the norm.

Photo Elicitation Analyis::

P H O T O   E L I C I T A T I O N:
V I A  F A C E B O O K  M E S S A N G E R

0 8 / 0 2 / 2 0 1 7  2 2 . 3 1 P M  ( G M T + 1 )

Our research question is about the emotional 
attachment wich users have and express in 
High Fidelity, and if this has relation to the 
users real lives away from virtual. 
We contacted a user we had met during the 
‘3D model in VR’ event, she is commonly in 
High Fidelity. In her real life she is Christina 
Kinne, from Munich, Germany.
We asked her simply ’What is your reality?’, as 
she socialises in High Fidelity we asked her 
how she is socialising in real life. 

We conducted the exchange through Facebook 
Messanger, and she sent a selection of photos 
to us, accompanied by a description, which 
explained the photos in relation to her social 
life in 
real/virtual.
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Hallo, 

Hello, 

Hi, sorry I don’t have a webcam! 

Okay, so we will see only the logo then?

Yeah I’m really sorry I’m sitting here in front of my video beamer 
screen.

Can you see us though?

Good to see you, Im waving now 

Im Jordan and this is sorrel and Teun and Fiona, we’re sorry we 
couldn’t operate the High Fidelity, we don’t know whats the problem 
we tried to update and..

yeah you were probably a beta effect victim 

yeah we don’t really know.. we are quite new to this, each time we 
try to solve a new problem,

yeah thats.. thats the fun about it. 

yeah 

but sometimes it does work out. but fine that we could get on 
Skype! 

We wanted to ask, what did you do today? 

Today ? uuuh. I woke up. i bought my kids to the kindergarten, then 
I tried to sleep again, because I had been up long the night before 
and. went shopping did some household, did some code academy 
went online bought the kids to bed went online to see you guys.

And you were up late yesterday night because of the game? 

No its like the pacific game time frame of high fidelity its like 
messing my sleeping up

because they do everything in like middle of the night?

yeah, on the one hand its really cool for me because we have like 
two little kids 3 and 5 and its cool like at 10 they’re asleep and you 
can do what you want. this is cool about timing but, going to to like 
a classroom at 1am is pretty heavy. 

So you have relation to work with high fidelity? Or virtual reality in 
general? 

I. well. i tried to learn everything about becoming a 
virtual reality content creator, i think its a really 
awesome opportunity for that.

Definitely we also find it really interesting and maybe you could tell 
us, what did you use before high fidelity? Do you have a background 
in virtual reality, in second life for example?

umm i haven’t been to second life I was more like MMORPG player 
then. I was like world of warcraft Starwars and so on, and being in 
a guild that was like enough of nice social interaction. But i was 
like very keen on experiencing VR like in 2015 i was at the games 
con in cologne. 

What is it? It’s like a conference?

It’s like the semi-public games conference in cologne its always in 
august and this was like the first time i experienced the occults rift 
and the playstation VR I waited like the whole conference i waited 
inline just to experience this VR. And we like preordered the void, 
yeah I liked first the warm up games, I loved ‘fantastic contraptions’ 
‘vanishing realms’ then I got addicted to ‘high speed dangerous’ 
Then I found high fidelity

Right and all the games before are games that are 
connected to the internet like connected to other people related? 

Umm I have to say that at first i wanted to get to know  VR, i knew 
that there were like social connecting games but my husband was 
like going on, like ahh if you play billiards you can play PVP like 
wave to the other person and i was like errrg.. let me first just get 
adjusted in these controllers before i start finding stuff, but you get 
used to it you adapt. 

It’s addictive you think? this virtual reality.. the Occulus. Do you 
think it has a kind of addictive properties?

Yeah , yeah i mean like all games have an addictive factor to it, but 
with VR its even more. its a new kind of kick 

Yeah what we found interesting we noticed a lot of people getting 
quite distressed in high fidelity speaking to one of the helpers, even 
people crying, and wed wondered if you’d noticed kind of the emo-
tional attachment to the game, for other people? like do you think 
you can really sincerely hurt somebody? 

Yep its I think like as with the resolution of the void and me not pix-
el counting anymore its also physiologically like the body language 
transports a lot, but this gets you closer on the other hand, you can 
have problems because these avatars are really nicely animated 
uuuuh you could have this avatar looking really excited really inter-
ested at you and you go talking talking talking only to know later 
that the person was like AFK (away from key board), so there can 
also be like misunderstandings but it gets you a lot closer than like 
doing some whatever i jump up and down now, things in world of 
warcraft 

And may we ask if your avatar that your using in high fidelity does it 
have kind of an accurate resemblance to yourself in real life?

It’s like the comic version of myself in real life

I s it like a character that you create ?

No its like a the basics are similair, the hair is the same the eye 
colour is the same, so but i didn’t want to go for a photo realistic 
avatar because i think at this stage in design or building for VR 
there are still some flaws. I wanted to do like a good comic anime 
style looking character. it forgives more flaws. 

So is the icon we can see now also the tattoo that you have?

The icon is actually my tattoo, its got red in it.. in high 
fidelity I’ve got violet 

We saw in your Facebook photos thats you’ve been 
participating in the burning man? 

Yep

That’s nice did you like it there? 

I loved it!

Jordan is also a burner, I’ve also been there

WOOW you’re a burner that is so cool! when? 

in ’11 and ’12. 2011

Wow we’ve been in like 9 and 10 and last year.

Do you think there is a resemblance in high fidelity and this. Be-
cause i feel that the way the place looks and. 

Actually I feel like the playa or burning man is actually what got me 
sold to high fidelity.  

How come?

It was like October and we’d just been there and I was like on de-
compression in Munich like oh my god why cant the world always 
be like burning man and then i read like this, wired magazine arti-
cle, like in the UK wired magazine, in October there was an article 
on high fidelity and i read like,, the people are meeting in a place 
called ‘la playa’ which resembles a burning man festival. Like even 
if they sell potatoes Im gunna have to have look at this!

Wait so if i understand you went to the burning man in high fidelity? 
no no no i went to the real burning man and you know how it is get-
ting home and everything being not burning man. 

yeah definitely 

so this was a good catch, the rest of the article too but  ummm.. I 
thought it was so great, and if you get the interface working.. have 
you been to the playa? you really should go there!

No we haven’t looked a lot around, we wanted to ask you actually 
which places do you like the most? 

The Playa is great umm Judas has done Cromtom Moore which 
resembles like.. is a home in or a home cottage in England, this is 
awesome. oh there are so many nice places!

We hope you can do us like a guided tour 

In-Depth Interview: Christine Kinne
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yeah we can go on a tour, 

that could be nice! 

It’s just so great to see like all these.. different creation outputs, 
like every artist has like a different style so you can fly into these 
different fantasies and aesthetics. 

Do you think there is a distinction between high fidelity and real life 
or its something that kind of connects? 

It connects really good, its like. you know with all these ups and 
downs in politics now, it was like so good not just like doing some 
face book web chat to some american people but like really being 
there, with the guys like being at the place where trump gets in and 
like talking like real time about how do you feel? Like this feeling 
before VR you had to pay like $1000 for an intercontinental flight 

so you could see people who were there?

Yes, yes!

So do you think that virtual reality could ever replace going on a 
flight or travel?

Yes, definitely replace that! But of course if you want to experience 
San Francisco for real you have to go there, they can’t adjust the 
smell and whatever

Not yet?

I think it won’t replace travel, but it will replace connecting to peo-
ple in different continents and far away

So it has relation to socialising globally?

yeah, yeah

We’ve noticed the times we’ve been into High Fidelity, a real differ-
ent social norm and the way people relate to each other- people 
get very close and join new 
conversations- its very open, very easy to have 
conversations with strangers?

Yeah

Would you feel like you can act the same, what is the act between 
talking to people in real life and talk to people in High Fidelity?

Well, I’m an extrovert person, so theres no difference

So you can easily start conversations in the streets?

Yeah I go to clubs on my own, I have no problem with 
having fun there

But do you get the impression that some people in High Fidelity are 
different to you and aren’t extroverts?

No, no, no , because.. I think the thing is who goes into social VR, 
be it High Fidelity or another platform, is ready to inter connected 
with people.
I mean I first got adjusted to the controls, and got my body adjust-
ed, I learnt like the life.. Everybody goes in knowing they are going 
to communicate, this is the beautiful thing about it- everybody wants 
to communicate, you don’t have this cafe or club situation, you 
don’t have it that some people don’t want to be disturbed.. So this 
is really nice, but I’m excited to see how this is all going to evolve.. 
because now they have say 100 active people in there and if this is 
going to be like the Facebook of VR,

If its going to have billions of people maybe in a couple of years.. 
then Wow, how is it going to shift? From this warm, small, communi-
ty to such a big universe!

That’s really interesting actually-3 dimensional social life, virtual 
life?

I think its like this threshold has been reached with VR, its like , be-
fore I mean I hadn’t tried VR in the 90’s, but I always compare it to , 
I don’t know whether you’ve watched a VHS video tape?

Yes! Been there in that time! Was young but..

I remember in the 90’s, you’d get like actually Dutch version of 
Texas Chainsaw Massacre, with English subtitles and the 5th VHS 
power generations, so you could see it like on a thumbnail, and you 
have it on your big cathode screen and watch it over and over again 
because the content was good and I think now the optical resolu-

tion that you have within VR is enough so that now its all about if 
the content is interesting and exciting or not.

Yeah

It’s really interesting to talk, we are also excited about the future

I think that minimum we are going to be as big as the Internet, or 
mobile phones

Would you say that you have memories from VR?

Thing you cherish from experiences you’ve had?

Well, I’ve been waiting for this for so long- I read Neuromancer by 
William Gibson in the 90’s, and I was like wow- when can we get 
into this virtual world? And then suddenly within the last 5 years, so 
much has happened- everything is there – it’s a great, great time”

Would you say you’ve met someone, or had an experience in virtu-
al reality that had an impact on your real life? You remember and 
cherish it?

Definitely, yeah- I mean like we have a 3 and a 5 year old daugh-
ters, I’ve been bound to the house for 4 years and now I get a so-
cial life again- that’s nice

And do you have friends from High Fidelity that you’ve met in real 
life?

No, I think this is too early

Did you meet anyone in High Fidelity because they had kids as 
well? At home, in the same position as you?

I think its great, because there are many reasons which binds you 
to your home- you can’t move, you had surgery or whatever, all 
those people who really want to connect , but are limited in their 
freedom to be spontaneous and just hop out, VR is a great thing to 
connect with people

And its also a big mix of people- This what we are kind of seeing 
now because when we talk to you, there’s kind of a casual con-
nection between virtual reality and real life- But then again, we had 
an experience of meeting someone who was just coming into the 
game- who was so stressed out that you see that they were proba-
bly someone who didn’t have good social relations or ability

Unfortunately, I just learnt this term, that there are some griev-
ers there- like people make their fun by annoying other people in 
games, so maybe you encountered some of these douchebags?

Ah so they are doing it to be annoying?

Yeah, there’s one fuck-up, he’s called Burt Bong , and he takes vid-
eo streams and just edits them so that you’ll look like an idiot and 
puts them on youtube. So...

Where you a victim of him?

Yeah, but now I know what he does, he once talked at me and I 
was all like –ahhh, I want to get to know people! Kind of a feeling, 
talking to everyone, then he became very offensive and walked into 
my avatar, but if you now.. and I mean one week later they had the 
‘bubble’ up, I don’t know whether you were introduced to this fea-
ture?

Yeah, its like you social bubble?

Yeah, it just mutes everybody, and then this guy walked up to me 
once more, and I was being like terribly nice to him and just muting 
him off.

but its so strange, that that’s what he spends his time doing, as 
you say its such a new game and everyone is learning- but he’s just 
there?

Yeah, this is maybe the.. he did this in second life and now he tried, 
but he was shut off very quickly, so maybe if you’re talking about 
people with no manners then you’ll run into this douche bag

So can you say you really got hurt by him?

No, I was just not prepared

But it didn’t have an effect on real life?

No, no way, no way, it takes more to hurt me.
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No, no way, no way, it takes more to hurt me.

oh okay, so it takes more to hurt you as a person in 
general?

Yeah its like, (long pause) afterwards I got to know he was a griev-
er, he does this for fun because he’s like a pshyco, and then I knew 
how to react to him- but at first , yes it was really irritating and I 
was also in shock mode, when he was walking into me and doing 
stupid talking- but yeah thankfully the developers have made tools  
to get rid of people like him now

But do you think it will be like this, when there are more people part 
of High Fidelity?

No because they have got great tools, to get rid of these people,  
I mean the bubble is really great, its like I can understand that 
at first its maybe irritating, if you get into High Fidelity and you’re 
totally new to all that and you’ve got to adjust your sound and then 
they tell you- and now you should turn off your bubble- Ahh what the 
fuck, why is there a bubble there for – it’s a good thing to have, just 
to get rid of those people, because if you put the bubble on then 
you instantly ignore everybody that walks up to you nearer than 1 
metre.

On the other hand, you had a bad experience with him, but can you 
tell a good experience you had with someone?

Thousands, so many great people in there!

That’s so nice- so there is more great people than bad?

Yes, my goodness! All the geeks and all the nerds from around the 
world connect there!

Just going back to what you said to us at the beginning, did you say 
that you’re trying to become a content creator for High Fidelity?

I’ve been a film maker before, but film making involves a lot of 
people and a lot of money , and can be quite annoying sometimes, 
so when I had the Mummy break , and I think this is a fantastic 
opportunity now- we can create wonderful content at the fraction of 
the expenses of doing a movie. And movies are so like last century! 
So now it’s really a great thing that High Fidelity is doing all these 
classrooms now

Yes, we’ve been to one

Yes, on different topics, and you always have the pro people around, 
and I mean I would have to pay if I went to some tutoring in Munich 
about VR content creation, and it wouldn’t be half as good and like 
500 bucks! So its really great..
And I haven’t dug into yet, but they have like a network called Work 
list and they put up stuff that you can do, and you are being paid by 
pay pal!

Oh wow

So I think that social structure, social politics, social connections 
wise they are really ground breaking

Definitely, we also noticed how its really easy to approach some 
of the developers, and its passing all emails and conversations, 
you can just approach them and ask stupid questions and they are 
happy to answer!

Yes its fantastic, I wish film school had been like that.

Do you have any questions for us?

Yes, if you make a hand out, I’d love to read it!

Yes of course okay.

And it would be great if you didn’t publish my given name, I mean 
Christine Kinne Minari is only for friends- so that would be good.. 
And if you want to publish photos if you could just check back if I’m 
fine with it, or somebody in the frame doesn’t want to be in pictures

Yes of course, well it was really interesting, thank you very much for 
this conversation, and we would be really happy if we can operate 
high fidelity again and go on a tour or something, because we are 
making a video as well about this and we were wondering about 
interesting places, you can maybe take us?

Yes of course! Now what is the topic of your project?

We have to do a study about a place, and anthropological study, 
and then this is mainly a research and we chose the virtual reality 

as our space.

Cool, super cool!

It’s an interesting thing, because first we looked into 
Second life, and then we realised there is this new thing , so ever 
since we have been into High Fidelity-so this is what we do now!

I feel really interested to read it , maybe it would interest the high 
fidelity guys too

We hope it will be interesting enough!

It’s all so much evolving now, and everyone  is surfing on sand, 
should we do this now, what are the effects on people?

Yeah hopefully we get some nice conclusions or at least insights.

So guys, when you try to reinstall high fidelity, you have to erase all 
versions you ever had.

OK

For me, the steam connection works really good!

What is steam?

You know steam connection?

No

The gaming platform?

But we don’t have a virtual headset- we play only on the desktop 
currently. We don’t have the occulus yet!

I see, I see-  That’s nice on the desktop too!

But we understand its nothing in comparison, we really have to try 
it , we will definitely do it – sure we will speak and think differently 
about it afterwards.

You have to really try to get in with VR, it’s a big difference and big 
emersion

We would also like to show it to our teacher

Just a couple of days ago, I was trying to explain it to some friends, 
some Mamas from kindergarten, and they were like what, what, 
what!

Thank you so much, think we have asked all our questions, it’s been 
so interesting, thank you!

Just get back to me when you have your interface

Thanks a lot and we will be in touch! Have a great evening!

Thank you, Ciao – I’m waving now!!
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We selected Christine Kinne to interview about High Fidelity, after 
we had met her a few times, she appeared very established in the 
interface and also has a very evolved avatar, so we were intrigued 
by her further.
From our photo elicitation, it was clear she had both a very active 
real life, as well as in virtual and we wanted to understand more 
about how and why she occupies High Fidelity and the relationship 
between real and virtual in her life. 

IMAGE 

We wanted to understand how she presents herself in High Fidelity, 
to see the differences between real and non- real ways of showing 
herself. Would she have chosen an improved version of herself? 
From the interview we discovered she wasn’t interested in making 
her avatar photo realistic as she felt the technology was not yet 
developed enough, she felt that it was more interested to make a 
comic or imagined version of herself, which was still based on her 
real features. For example using her real tattoo and eye colour. But 
some details were changed her tattoo for example was a different 
colour. 
One large question that got raised, we didn’t see her real self on 
Skype, she said she had camera issues so we only heard her. 

PERSONA

Because she didn’t show her face and our preconceived opinions of 
the participants of high fidelity we were surprised to find that she 
sees herself as an extrovert. 

“Would you feel like you can act the same, what is the act between 
talking to people in real life and talk to people in High Fidelity?”

“well, I’m an extrovert person, so theres no difference”

“So you can easily start conversations in the streets?”

“Yeah I go to clubs on my own, I have no problem with having fun 
there”

We had an assumption that there would be big differences between 
interactions in the game and the people in real life. People perhaps 
feeling more able to socialise when ‘hiding’ behind an avatar, she 
definitely didn’t seem to fit in with this perception. We wondered if 
she is an exception or not.  She seemed to feel that in general peo-
ple were quite extroverted in the game, in particular because your 
hand gestures would be picked up etc, so therefore within the game 
you more easily give away your personality traits that you would in 
another interactive game.  This description was in a way her de-
scribing how physical the game is. 

EMOTIONAL ATTACHMENT

This leads us into how addictive the game is as it is so immersive. 
We queried her on her emotional attachment to the game, whether 
she had been hurt. She told us about an incident where she spent a 
long time
talking with someone because ‘he was looking really excited and 
really interesting’, only to realise they were AFK (away from key-
board). She mentioned personal space and intimacy at first as a 
positive thing within the game as it created a free open environ-
ment, a community of 100 users, which she was enjoying.

We bought up the incident we had witnessed where a user was 
extremely distressed in the game and asked her about this, there 
were often misunderstandings because you are able to enter into 
peoples personal space and joining conversations. 
This led her to tell us about people she named ‘grievers’  at this 
point she seemed very emotionally affected by the actions of the 
griever,  despite saying his actions didn’t really affect her she said 
‘it takes more to hurt me’, when we asked about if this had then had 
an effect on her real life.
But she clarified that she was in shock mode and not prepared, so 
it did seem like the emotional overlap between real and virtual is 
very present. She then described a user (Brit Bong) who takes video 
streams and then edits them to make users ‘look stupid’, she said 
he was really offensive and kept walking into her-
Afterwards we then searched for the videos on YouTube, and found 
a video when she was a subject, it was her being verbally abused by 
the user Brit Bong. Understandably she would be upset for this, and 
as Youtube has left the virtual world it does sink into real life.

Another point is the fact that the High Fidelity developers have 
developed tools to protect users from the unwanted attention: “it’s 
a good thing to have, just to get rid of those people, because if you 
put the bubble on then you instantly ignore everybody that walks up 
to you nearer than 1 metre”.
This makes it clear that it is possible to get hurt in High Fidelity.
Also the developers who are very active in the game, are very quick 
to give him warnings and have the ability to remove him, it seems to 

be a community they would like to protect.

She predicted and was very positive about the growth of High Fidel-
ity and the future: 
“but I’m excited to see how this is all going to evolve.. because now 
they have say 100 active people in there and if this is going to be 
like the Facebook of VR, if its going to have billions of people may-
be in a couple of years.. then Wow, how is it going to shift? From 
this warm, small, community to such a big universe!” 
“I think that minimum we (VR) are going to be as big as the Internet, 
or mobile phones”

Although, for her to bring this up does suggest almost a worry for 
the future of High Fidelity, it really links to reality, as in society you 
can not have this harmonious interaction between large groups of 
people.

We then found with further research that High Fidelity is very con-
cerned with how the interface will change as the audience grows, 
for example they learnt:

“Even with only a few other users present, actively responding to 
griefing users (through muting or ignoring) was difficult, in part 
because users would need to be ready for unexpected behavior 
continuously. Tracking and kicking griefing users based on tracking 
the location of their avatars is more difficult in practice than we 
anticipated. Griefing users quickly became adept at changing their 
avatar size, griefing from a distance, and in some cases creating 
invisible avatars”

“As the community continues to grow, we anticipate that we will 
also need to support “opt-in” communities of users that will provide 
the equivalent to a “reputation” that others can use to predict user 
behavior. We hope features like this will form the basis of a kind of 
“shared trust” between established users. We’ll continue to update 
the community as we learn more”.

SOCIAL INTEREST

She recounted when she was ‘at trumps inorgeration’: “It connects 
really good, its like you know with all these ups and downs in pol-
itics now, it was like so good not just like doing some face book 
web chat to some american people but like really being there, with 
the guys like being at the place where trump gets in and like talking 
like real time about how do you feel? Like this feeling before VR you 
had to pay like $1000 for an intercontinental flight” . 
She sees High Fidelity as a great platform to be able to discuss 
themes like politics, with real people, who are experiencing it first 
hand. Definitely real themes are being discussed in High Fidelity. 
But she also sees it as a tool to really transfer emotion.
She discussed it as ‘global socialisation’, she is definitely connect-
ing and talking to people world wide.

We wondered why she was in High Fidelity, if it was for social rea-
sons or education.
The social side was really interesting:

“definitely, yeah- I mean like we have a 3 and a 5 year old daugh-
ters, I’ve been bound to the house for 4 years and now I get a so-
cial life again- that’s nice”

“And do you have friends from High Fidelity that you’ve met in real 
life?

“No, I think this is too early”

“Did you meet anyone in High Fidelity because they had kids as 
well? At home, in the same position as you?”

“I think its great, because there are many reasons which binds 
you to your home- you can’t move, you had surgery or whatever, all 
those people who really want to connect , but are limited in their 
freedom to be spontaneous and just hop out, VR is a great thing to 
connect with people”

She refers to High Fidelity as a form of social life, it’s a way for her 
and other people like her who are house bound to socialise. Howev-
er the fact that she has never met anyone, does suggest that she 
likes to keep her virtual social life separate from reality, but the 
comment that its too early, does suggest she would be open to it in 
the future. 

We do think, that this sets her outside of normal real life sociali-
sation however, as she recounted trying to explain High Fidelity to 
some ‘Kindergarten Mamas” and friends, who didn’t understand.
She also said she was WOW (World of Warcraft) player previously, 
there she already was part of a ‘guild’- that had “great social inter-
action”.

In-Depth Interview: Analysis
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INVESTMENT

The fact that she was ‘up long the night before’- specific times of 
high fidelity, because she is very invested in the educational as-
pects of High Fidelity (“going to classroom at 1AM!”) It seems that 
High Fidelity is almost convenient for her- based on the fact that 
the highest concentration of people are from America, so GMT+1  
is night, when America has the day.

But also her investment in the educational side of High Fidelity is 
very wide, 
She is trying to become a content creator; she is using the lessons 
as a free way to educate herself:

“you always have the pro people around, and I mean I would have to 
pay if I went to some tutoring in Munich about VR content creation, 
and it wouldn’t be half as good and like 500 bucks! So its really 
great..”
This demonstrates the range of opportunities and openness in the 
game. She also partly see’s this as a career evolution for herself:  

“I’ve been a film maker before, but film making involves a lot of 
people and a lot of money , and can be quite annoying sometimes, 
so when I had the Mummy break , and I think this is a fantastic 
opportunity now- we can create wonderful content at the fraction of 
the expenses of doing a movie. And movies are so like last century! 
So now it’s really a great thing that High Fidelity is doing all these 
classrooms now”
And I haven’t dug into yet, but they have like a network called Work 
list and they put up stuff that you can do, and you are being paid by 
pay pal!”

She is very interested in how to make money from the game , she 
sees economic progression. She has ulterior motives beyond social-
ising. 
If she continues, her leisure time and work life will merge within the 
virtual.
This introduced the element of being able to make money from the 
game, which makes the virtual world much more real and tangible to 
occupy.

Her investment and fascination in Virtual Reality is very apparent, 
she was so open to talk to us and share her thoughts, she said:

“well, I’ve been waiting for this for so long- I read Neuromancer by 
William Gibson in the 90’s, and I was like wow- when can we get 
into this virtual world? And then suddenly within the last 5 years, so 
much has happened- everything is there – it’s a great, great time”

-and that she visted GamesCom, Cologne- 2015, first time she 
experienced Occulus rift (VR goggles) and playstation, and whole 
conference she waited in line to do this.

This makes it clear that she has had ideas in her mind for a long 
time about what Virtual Reality can be, it seems that now the tech-
nology has reached a level where she has decided to join, as it has 
become comparable to her expectations and imaginations. 

From this statement we did wonder if this could be the beginning on 
mainstream VR, however, the fact that she was a gamer before and 
the players which are online so far are previous gamers too, does 
suggest there is still a niche, and set away from Virtual.

ENVIRONMENT

From the photo elicitation we learnt that she had been to Burning 
Man:
She described in the interview how she really enjoyed it, and when 
she came back she was in a decompression about how her life 
wasn’t burning man. She read about a place called ‘La Playa’, in 
Wired magazine, which is said to look visually like Burning Man.

She enjoys hanging out in artificial environments and seeing dif-
ferentpeoples worlds they have creating in High Fidelity: ‘like every 
artist has like a different style so you can fly into these different 
fantasies and aesthetics’.
We were interested in if she has favorite locations in High Fidelity, 
she mentioned ‘La Playa’ and Crompton Moore which looks like an 
English Cottage.

But linking to this, we then wondered her views on virtual reality and 
High Fidelity replacing actual travel, in the way that second life had 
real locations made in Virtual which we could visit.

“So do you think that virtual reality could ever replace going on a 
flight or travel?”
“yes, definitely replace that! But of course if you want to experience 
San Francisco for real you have to go there, they can’t adjust the 
smell and whatever”

“not yet?”

“I think it won’t replace travel, but it will replace connecting to peo-
ple in different continents and far away”

“So it has relation to socialising globally?”

Her view on this is still very much cemented in reality and the 
all-encompassing feelings of a location, such as scent.

CONCLUSION

Our research question is about the emotional attachment which us-
ers have and express in High Fidelity, and if this has relation to the 
users real lives away from virtual.From the interview with Christine 
we definitely came further to understanding about this: We realised 
that the borders between real and virtual are quite blurry, for us to 
ask about whether its possible to get hurt was very naive, no longer 
can you be insulted by typed words, but by 
people talking with real voices and able to use their own bodily 
movements.
There is the element that the anonymity of High Fidelity does allow 
for trolling, and the fact that this is being worked on my the devel-
opers to combat, does suggest an problem with offense and nega-
tive emotions.
Her emotional attachment was really affirmed by her assurance 
in the game, she is completely convinced by how it operates as a 
‘social interface’.

The way she spoke about High Fidelity and it giving her the oppor-
tunity to have a social life after 4 years, does suggest it is almost 
a life-line for her, she really enjoys the conversation and discovery. 
Also the ease of being able to forge connections with others, some-
thing which she also claims she can do in real life- but she does 
say that some people in High Fidelity do have problems with this. 
This suggests that this place is not for a certain type of group, but 
for a whole society, it is a new social platform, allowing for lots of 
different people in High Fidelity.

Possibly her real life and virtual life have not yet become complete-
ly blended, her reality has been completely changed by her virtual 
life, down to her sleeping patterns and daily routines. 
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We arranged to meet Christine again, in the High Fidelity interface.

Hello 

Hey we would like a tour if you want to give us one? Would it be 
okay to record? 

Yeah sure, 

Okay. You’re a quick flyer! 

Who did you meet Michelle or Celina? they’re both so great! And 
she knows a lot of stuff, like if something really gets broken she’s 
like blah blah blah check this, and everything is up and running 
again.

She actually wrote a mail for Phillip, he wants to meet us! 

Cool! Great! Wow! Maybe you could offer him that you will give him 
the results of your studies! 

Yeah we still are working on it but ugh what do you think about him? 

He’s great he’s like a brilliant mind, with like physics and coding 
which is most like special knowledge you need here, and he can 
convey it. Like i came in here with 0 knowledge and philip explained 
the stuff, like very complex things he always finds to put it into easy 
understandable words so for example 

That’s nice yeah.. but we’re trying to, what would you ask him if you 
could. 

Uh i don’t know if i wanna ask him something i ask him 
something! 

oh so you already met him?

yeah he’s great he comes to the meetings and he tries to hang out 
with people he really connects. Like in Germany if you wanna meet 
with the head  of a company you have to book a date with him as-
sistant, this is so great that he is so grounded. 

yeah its really interesting how he is nice and casual, we are sur-
prised after all he is the CEO

yeah i totally understand 

So do you prefer reality or virtual reality? 

I think uhhh.. well now I have to say virtual reality is the new kind of 
kick, I definitely prefer it, this is so new and exciting rush so I think 
all in all it’s maybe equal maybe 60:40 for reality because there’s 
lots of stuff you cant do in VR, like I always think if you want to go 
into VR you should concentrate on the stuff you can’t do in RL, like 
flying 

So its kind of a place to fulfil things you cannot

yeah it s like flying in RL is not physically possible 

And can I ask how many hours you use a day? 

umm it varies, it depends i mean i also like learn a lot here, maybe 
during the week like 3 hours and on the weekend like 5,6 8 hours. 

Because its also a place for you to study 

yeah its like fun and studying at the same time. i really like the at-
mosphere here at the moment with all of these creators and coders 
showing each other stuff it’s like the perfect atmosphere for learn-
ing. but I’m in here quite a lot i did 9 hours once 

how is it in virtual googles for nine hours?

with like breaks in between each two hours i would go for a smoke 

so smoking is kind of your real life addiction and high fidelity is..

yeah you need some breaks in-between, you cant go 9 hours with-
out taking the glasses of, you need the rest room or some water. 

but is it comfortable ?

Yeah i think its like most things, it’s like skiing or diving at first you 
put on all this gear and it hurts everywhere, it feels terrible and I 
just did like each day, they didn’t have to force me. I think the first 
time i went into VR it was like 20 minutes half an hour tops, and 
next i did like 40 minutes then it became an hour then 2. so i think 
you can train this and you can try different adjustments to your 
headset. its just a matter of trying, if the content is more interesting 
then you forget that your bones hurt. 

its really interesting to talk to you now because i see your hand 
gestures

and i love this with this body language. 

okay so what would you quit first? cigarettes or high fidelity?

Cigarettes! I wanna quit cigarettes any how!

So cigarettes is easier than high fidelity ? so in a way the 
addiction of virtual is stronger

for me its just like a fantastic opportunity, i was always like inter-
ested in coding but i had such a big respect to this field, i could 
do like everything in photoshop. so blender was easy to learn, but i 
didn’t have any experience with coding and here awesome people 
can help you with it and give you challenges. blender is the most 
unintuitive program i have ever seen. Yeah its like two years ago I 
got rhino for our 3d printer, which was like you looked at this win-
dow and you saw aah this probably means this. But with blender it 
can do everything, its a photoshop its a modelling its a texturing 
tool it can animate and in relation to this wide amount of toolsets, 
they actually do have a quite logical interface, but it doesn’t match 
anything you’ve seen before in software. I was like I know photo-
shop how hard can it be? It can be! A lot harder!

You have a 3D printer do you have any other technological things in 
the house? 

Two good computers, a playstation 4, a beamer and a screen, a 
cannon mark 3, yeah some.. a drone yeah the drone is fun! I gave 
it to my husband for his 40th birthday. Yeah were always like when’s 
the next birthday... we don’t care whose birthday it is

does your husband use high fidelity?

Ah no he’s more like I keep our VR space occupied and he’s like a 
different kind of gamer Im like i find something and then i get stuck 
, before high fidelity i was playing elite dangerous for half a year, 
you get a space ship which you can customise and you fly through 
the universe and you can exchange goods or go bounty hunting or 
you can do political systems. So its all strategic. I love your ava-
tars.

Yeah also Philip liked them!

ahh cool how did you make them?

Sorrel made this costume we had to make this alter ego costume 
and then we scanned it and then we used blender to clean it.

So you made it as like a real life model? And you wore the whole 
outfit for the scan? 

yeah yeah we made physical things and then scanned them.

Wow cool 

yeah also we just learned it now! 

You should post a tutorial how you did it on the forum! 

Yeah we like to make something physical and upload it.

Yeah this is what I liked about my tilt brush dress! let me just get it 
one second. you know tilt brush? 

Okay its like you can sculpt things?

and it’s like this 3d painting. I did it in blender, I did the avatars 
body in fuse mixamo, then I imported the avatars body as an optic 
file into tilt brush then I like manually painted this, doing a brush 
stroke stepping back looking if it was nice, deleting it again ten 
takes per brush stroke haha. Then I exported it transferred the 
weights to dress, so its moving when I am moving, exported the av-
atar with the dress on to HF. if you search tilt brush dress on the fo-
rum I wrote about it.  I was SO lost at the beginning, I really wanted 
to have a working avatar before I communicate with people. It took  
me like two weeks to figure this out, and I was driving like Selena 
the greeter crazy because i would always try to upload my avatar 
and she would jump up and down in front of me and try to talk to me 
and I was like , I’m not there yet maybe next week i don’t have my 
outfit connected you cant hear me. 

we wanted to ask if you let your kids now play on this, or what age 
do you think they can play? 

In-Depth Interview Two: Christine Kinne
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I let uuuh our five year old, when she was four she had the Vive on 
for like 10 minutes. I don’t think that there’s like any nerves or brain 
or retina damage or learning adapting damage, if its just a gimmick 
but i wouldn’t let her play for hours.

so its more about the connection not the physical 

its like she knows this is great and of course whatever we as par-
ents are enthusiastic about your cant like hide from your kids, but 
I think that your brain, also like my brain really react and adapts to 
the different input it gets via vr so i think this might be bad for de-
velopement of children synapses. So ten minutes not more.

Like tv

tv is they can watch more tv we are film makers by origin and so… 
like if its a nice thing for example these my little ponies are nice, 
they get really nice stories like if i do children serial tv shows i do it 
like this, so i let them watch like an hour of this. 
Like tv

tv is they can watch more tv we are film makers by origin and so 
like if its a nice thing for example these my little ponies are nice, 
they get really nice stories like if i do children serial tv shows i do it 
like this, so i let them watch like an hour of this. 

so what movies do you produce

well before my mummy break i was a film maker but they were only 
like medium length films? 

like documentaries or??

no no future fiction

I would like to see 

unfortunately they are not online it was still like the celluloid days 
but i should get them online, i did like intellectual movies and i did a 
mis en scene on one of germanys first 3d movies its called delusion 
3d. But i really love film making as soon as your on a set and there 
are like 20 people working together on something you scribbled to 
a piece of paper. Thats awesome. but four years of financing and 
being the big beggar to get everything running they just annoy me, 
i think this computer aided creation is like much more rewarding 
because you can do more yourself. 

yeah I can understand, do you wanna take us on a tour?

yeah sure sure lets go to my favourite place.. oh wait la playa first. 
I can make myself visible then you find the list then you can just 
teleport to me. 

IN PLAYA 

(chrisitne) you can do like fireworks here if you press this button its 
like fireworks. Grab in there and press the trigger. 

Im desktop 

ah okay, if you have Vr you can just press it

ah such a shame. this is one of the losses of not having hands I’m 
quite paralysed in the virtual world?

Oh you are. okay hopefully the vive will get cheaper 

we have one at school but they’re just really protective about it

yeah we had the same, you could never get this certain camera you 
had to apply like year in advanced.

Yeah  are there any other buttons we can push

No but lets check out the theatre over there! 

we wanted to ask if there is anything in reality which you don’t think 
can be translated into the virtual? like ever, not just now. 

hmm good question, I am not sure if the general feeling, like how a 
person they can do the smell but, how is a hand really shaken, but 
they might get good at this. I don’t know. yeah but you’d really have 
to have a lot of sensors, I think to really receive a person and know 
if it if they smell good like the feeling of being together, i think can 
only be reached by like 95 percent.

so the 5 percent is something you cannot grasp?

yeah because just look at the number of sensors and emulations 
you’d have to have, you can do the heart beat you can do the smell 
you may be able to do some, mimicked feeling. but for example sen-

sations like wet or dry I can’t think of an emulation for that yet, of 
a machine which does this, how would you do this? have a bottle of 
water above your head? I guess there is some stuff which you just 
can’t project. 

Do you think family could become part of high fidelity, 
motherhood?

A big help is Facetime for our family, we went to burning man for our 
honey moon for example and our kids were like 2 and 4, I would be 
stressed out and so far away for 3 weeks, Facetime really helped 
with that- They could like run up  to the monitor and show us their 
paintings,

More, could it be integrated into High Fidelity, could you meet your 
kids there and it will be you are there together, can you be a 
mother in High fidelity?

Yeah sure, if they get sorted out that its not destructive for the 
brain then sure! But its of course no replacement, it would be like 
a good solution if you’re on vacation or one of the parents has to 
work in a different country. But the kids totally get it, this is a magic 
world, I can’t go up these steps..
They get this natural feeling to it!

VIA MESSAGE

We wanted to know how where you go into High Fidelity, you spoke 
before about ‘room scale area’ what is this?

(attaches photo) This is our living room which we’ve equipped with 
a video beamer to watch Netflix and play computer- or Playsta-
tion-games on. 
As it is also the biggest square plane we have in our appartment, it 
was a no-brainer to put our VR-roomscale-setup in there. 
And as the living rooms’ main use is now indeed me-going-inworld, 
in the last amazon-sale we got a flatscreen for my husband to play 
Playstation or watch Netflix on in our bedroom

We spoke last time about the opportunity that High Fidelity had cre-
ated which allowed people to make content and paid through payp-
al, we are wondering what you think will happen if money becomes 
so integral to High Fidelity? 

At the moment I really enjoy High Fidelity being this money-free, 
idealistic kind of world. 
I was wishing it could stay like this for this forever, but when I start-
ed to dive deeper into creating things for HiFi (i.e. learning Blender 
and Javascript) I realized just how much work this is. 
So in order to enable the coders and creators of the metaverse to 
be able to pay their real life rent, imho we won’t be able to do with-
out money in HiFi.
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 We wanted to meet Christine in High Fidelity as
  we thought this would show us more of her life, 
 we also had more questions about her reality.

BEING A FAMILY

We made the operationalisation of concepts for Christine and 
defined her reality as her family life and motherhood, so we were 
interested how this could ever be integrated within virtual reality. 
She made it very clear to us in the first interview that she only went 
online when her children were in bed.

We asked her, and her oldest children has used a virtual headset 
on and off, but for only 10 minutes, it seems she is very concerned 
with the possible medical risks. It seems that High Fidelity could 
become more part of family life, as FaceTime has already been a 
virtual way which her and her family have interacted for a 3 week 
period. But, when High Fidelity and VR set ups become more acces-
sible and affordable, she is confident that family life and virtual life 
could become more combined.

“it would be like a good solution if you’re on vacation or one of the 
parents has to work in a different country. But the kids totally get it, 
this is a magic world, I can’t go up these steps..”

But she is still concerned with the medical implications, and states 
they need to make sure make sure its not destructive for the brain 
first.

Its also interesting that this medical side, does not influence her 
time in the game:

She plays “maybe during the week like 3 hours and on the weekend 
like 5,6 8 hours”. and recalls a time that she was 9 hours in inter-
face.
This time is definitely when her children are in bed.

ADDICTION

We were interested whether she was addicted to anything in real 
life, in comparison to how much she is ‘addicted’ to High Fidelity. 
She didn’t really agree with the word addiction for her relationship 
to high fidelity, although she accepts she used to be addicted to 
other games before High Fidelity, but High Fidelity is more a way of 
living than an addiction.
She did say she was addicted to smoking in reality, but this seems 
a weird comparison to draw. She also said she would give up smok-
ing definitely before high fidelity, as VR is a new kind of kick for her, 
but she wants to give up smoking anyway.
She did say that she preferred virtual reality right now, but this was 
more based on its newness, and really it was more ’60:40’ to reality!

INTEREST

We think that her interests in where the boundary between real 
life and virtual life is completely blender, she talked very excited-
ly about 3D programmes and technical software which she is high 
passionate about; high fidelity gives her a platform to be able to 
execute these skills. She says ‘perfect atmosphere for learning’, 
being in her home with children, high fidelity creates a completely 
different, tranquil environment where she is able to learn, without 
distraction.

She joked that her and her husband keep giving each other gifts of 
whatever the latest gadget is, 3D printers, canon mark 3, drones 
etc, the interest she has is really integral to her family life and 
house set up.

She said during the last interview about the possibility to be able to 
make money from creating content for High Fidelity, we wanted to 
know more about how she felt about this, as she could so obiviously 
be apart of it.
Additionally within Second Life, economy played a large part and 
became integral to the game. 
However she is more negative about the connotation of money in 
High Fidelity:
‘At the moment I really enjoy High Fidelity being this money-free, 
idealistic kind of world. 
I was wishing it could stay like this for this forever”
Its interesting that she is almost pesemistic about this change with 
seems an obvious evolution of the game, in the way it sits in the 
borders of real life.
It seems as if the game at this point has reached a border and 
the addition of money will upset the hamrony of equality which ap-
pears to be happening in the game at this moment.

THE LAYOUT OF THE HOME

We discovered that the border between the two worlds (virtual and 
reality), is actually a room in her house; she refers to it as the 
‘room-scale area’.
In this room she keeps her laptop, her beamer, her screens and VR 
set up.

“This is our living room which we’ve equipped with a video beamer 
to watch Netflix and play computer- or Playstation-games on. 
As it is also the biggest square plane we have in our appartment, it 
was a no-brainer to put our VR-roomscale-setup in there. 
And as the living rooms’ main use is now indeed me-going-inworld, 
in the last amazon-sale we got a flatscreen for my husband to play 
Playstation or watch Netflix on in our bedroom”

Its clear that she needs space to be able to act properly in the in-
terface, and to have complete concentration on the game. 
Interestingly, its quite a solitary room, we asked her about her 
husband and whether he also used High Fidelity:

“Ah no he’s more like I keep our VR space occupied and he’s like 
a different kind of gamer Im like i find something and then i get 
stuck”

She keeps their VR space occupied, for the meantime its really her 
domain.

Its also very interesting as she goes into the interface from this 
small room, but she is occupying this huge, limitless area.

POINTS OF NO CROSSOVER

We asked her if she had identified elements which could never be 
translated into virtual reality.
Her main point is that you can never really feel the presence of a 
“hmm good question, I am not sure if the general feeling, like how a 
person they can do the smell but, how is a hand really shaken, but 
they might get good at this. I don’t know. yeah but you’d really have 
to have a lot of sensors, I think to really receive a person and know 
if it if they smell good like the feeling of being together, i think can 
only be reached by like 95 percent.so the 5 percent is something 
you cannot grasp?

so the 5 percent is something you cannot grasp?

yeah because just look at the number of sensors and emulations 
you’d have to have, you can do the heart beat you can do the smell 
you may be able to do some, mimicked feeling. but for example sen-
sations like wet or dry I can’t think of an emulation for that yet, of a 
machine which does

yeah because just look at the number of sensors and emulations 
you’d have to have, you can do the heart beat you can do the smell 
you may be able to do some, mimicked feeling. but for example sen-
sations like wet or dry I can’t think of an emulation for that yet, of 
a machine which does this, how would you do this? have a bottle of 
water above your head? I guess there is some stuff which you just 
can’t project”.

This is interesting as this is her social life with these people, but 
she never truly feels their presence, however in the future she 
thinks they could improve this.

But, she was talking about senses such as the feeling of wet and 
dry and how she can never see a way for this to be achieved.
We considered this to be something which designers could poten-
tially work on to elevate these feelings, but on the other side, we 
then thought about how in the future these feelings may become 
something people don’t really care about.
As she said there is a difference between real and virtual and thats 
the interesting part:

“I always think if you want to go into VR you should concentrate on 
the stuff you can’t do in RL, like flying”

Previously we concluded that, High Fidelity is develops strong emo-
tional attachment and binds real life and virtual life.

After the second interview and further analysis, it seems that al-
though clearly there is strong cross over between the two, the most 
interesting part for her is the part which reality can’t touch.
The virtual reality element of the game can improve, but ultimately 
users aren’t looking for reality within High Fidelity, they are looking 
for new reality, which is more social, accessible, open, creative and 
educational. 
Obviously the pulls to High Fidelity are different for different people, 
especially when it creates opportunity which cannot be grasped in 
reality, people are very invested in being able to achieve this.
In the example of Christine, she has changed her sleeping 
patterns, she has changed the layout of her house and has changed 
what she spends her money on.

In-Depth Interview Two : Analysis



20
3D Scanning our avatars

Attaching a skeleton to the avatars Talking to the CEO
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Teun’s reincarnation in High Fidelity
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Film Stills



23

Feeling warm and cosy after filming
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Film Stills
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28 The atmosphere of the photos was one of curiosity but also awe. A feeling of exploring, wanting 
to understand and being overwhelmed by the findings. The initial colours were all 
warm reflecting the excitement of exploration. There were however some cooler blues 
inspired by exploring depths underwater.  

To make the colours a stronger unity it was necessary to make the orange more golden and 
more reflective. The colours were all of a similar brightness, so a strong pure red was 
added to give even more warmth, as well as a metallic silver, to create an environment 
where something is drawing all the attention. But also with the hope that the reflective-
ness of the colour will reflect more warmth across the unity of colours.   

When altered with NCS so that the colours had the same properties (with regards to blackness 
and chromatics) it seemed to take something away, perhaps the colours were a better 
unity but they seemed more flat once controlled in this way. I wanted  contrast within 
the colours, I wanted warmth, 
deepness, contrasts. Having the 
same whiteness blackness and 
saturation seemed more appro-
priate for creating a colour 
palate for a brand or website 
rather than an atmospheric instal-
lation. 

The atmosphere of the photos was one of curiosity but also 
awe. A feeling of exploring, wanting to understand and being 
overwhelmed by the findings. The initial colours were all warm 
reflecting the excitement of exploration. There were however 
some cooler blues inspired by exploring depths underwater.
 To make the colours a stronger unity it was necessary to 
make the orange more golden and more reflective. The colours 
were all of a similar brightness, so a strong pure red was added 
to give even more warmth, as well as a metallic silver, to create 
an environment where something is drawing all the attention. 
But also with the hope that the reflective- ness of the colour will 
reflect more warmth across the unity of colours.
When altered with NCS so that the colours had the same prop-
erties (with regards to blackness and chromatics) it seemed to 
take something away, perhaps the colours were a better unity 
but they seemed more flat once controlled in this way. I wanted 
contrast within the colours, I wanted warmth,
deepness, contrasts. Having the same whiteness blackness 
and saturation seemed more appro- priate for creating a colour 
palate for a brand or website rather than an atmospheric instal- 
lation.
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The atmosphere of the photos was one of curiosity but also awe. A feeling of exploring, wanting 
to understand and being overwhelmed by the findings. The initial colours were all 
warm reflecting the excitement of exploration. There were however some cooler blues 
inspired by exploring depths underwater.  

To make the colours a stronger unity it was necessary to make the orange more golden and 
more reflective. The colours were all of a similar brightness, so a strong pure red was 
added to give even more warmth, as well as a metallic silver, to create an environment 
where something is drawing all the attention. But also with the hope that the reflective-
ness of the colour will reflect more warmth across the unity of colours.   

When altered with NCS so that the colours had the same properties (with regards to blackness 
and chromatics) it seemed to take something away, perhaps the colours were a better 
unity but they seemed more flat once controlled in this way. I wanted  contrast within 
the colours, I wanted warmth, 
deepness, contrasts. Having the 
same whiteness blackness and 
saturation seemed more appro-
priate for creating a colour 
palate for a brand or website 
rather than an atmospheric instal-
lation. 
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The second layer of my reincarnation, I have used two slightly 
raised pieces in mauve colours, one colder one warmer, I want-
ed to create a kind of grey neutral space for the river to lie on, 
but then slightly reddish to connect it to the idea of being ‘earth’. 
Under this I used an even lighter lilac in a painterly style, bring-
ing in some atmosphere I trying to create the idea of the move-
ment of the river. All the colours are centred around the central 
area which is reflecting me, this is a more clear area for the 
direction of light, the rest is the general surroundings I wanted a 
lot of movement of colour in this area.
I still need to work on the very central piece of the work which 
the eye is directed to, this could have the colours red and blue 
relating to the dark purple archway and then the purple back-
grounds.
For the river I used blue and greens. Calmness serenity, the river 
is floating on a backdrop to represent the feeling of floating and 
freeness. The blues of the river are related in whiteness to the 
pink of the central area. The central piece also has a golden 
varnished paper, I wanted this area to stay strong and reflective 
to draw the eye towards it.
The general colours are based on a triad, all with similar white-
ness.
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