
	
   	
   	
   	
   	
   Identity	
  Interplay	
  Conceptual	
  Framework	
  –	
  Debe	
  Wise	
  
	
  
	
  
	
  
Inputs	
  	
   	
   	
   	
   	
   	
   	
  	
  	
  	
  	
  	
  Innovations	
   	
  
	
   	
   	
   	
   	
  
	
  

	
  
	
   	
  

	
   	
   	
   	
   	
   	
  
	
   	
   	
  
	
  
	
   	
   	
  

Real	
  Life	
  Identity	
  
(Erikson):	
  
	
  
“Normal	
  Development”	
  
	
  
“Disrupted	
  
Development”	
  

Subject-­‐Object	
  
Orientation	
  (Kegan):	
  
	
  
More	
  embedded	
  
(Subject)	
  
	
  
Less	
  embedded	
  
(Object)	
  

Crafted	
  Virtual	
  Identity:	
  
	
  
Positive	
  virtual	
  attributes	
  
	
  
Performance	
  “persona”	
  
	
  
Embeddedness	
  
	
  
	
  

Real	
  Life	
  Role:	
  
	
  
Full	
  time	
  musician	
  
	
  
“Hobby	
  Musician”	
  
	
  
No	
  performance	
  
outside	
  of	
  virtual	
  space	
  

Migration	
  to	
  Real	
  Life	
  Identity:	
  
	
  
Positive	
  virtual	
  attributes	
  
	
  
Social	
  standing	
  
	
  
Other?	
  (I	
  expect	
  this	
  to	
  emerge)	
  

Outcomes	
  

Research	
  Questions:	
  
	
  

1) What	
  RL	
  factors	
  contribute	
  to	
  the	
  crafting	
  
of	
  a	
  virtual	
  identity?	
  

2) Do	
  VR	
  experience	
  and	
  RL	
  music	
  role	
  affect	
  
subject-­‐object	
  orientation?	
  

3) How	
  is	
  RL	
  identity	
  influenced	
  by	
  VR	
  
participation?	
  

Virtual	
  Identity	
  can	
  be	
  iterative,	
  with	
  alternate	
  avatar	
  identities	
  reflecting	
  different	
  RL	
  traits	
  


