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• Benefits and Warning
• Services and Body Impact
• Digital Addiction and Health Side-effects
• Cognitive Dependency
• Dependency on Immersive environments
• Digital Harassment 
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Benefits and Warnings
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Body: Vision, Position, Muscles, Bones, 

Brain (cognition): Sensory interpretation, adaptive real-immersive hysteresis, 
induced hallucinations, etc.

           (physical):  Electromagnetic waves (nanoA -10^-9 A -, ..., NanoV, …, 
nSeconds)             

Habit: Squared instead of natural, digital guidelines vs human guidelines, addictive, 
etc.

Digital stress: Mental disorders. digital addiction, digital dependency, etc.

Vulnerable classes: Young pupils, children, older adults, etc.

Image: Vision, Position, Muscles, Bones, 

Drugs discovering       

Situation monitoring 

Interactive toys: Mental disorders, mental healing etc.

Help for vulnerable classes: Young pupils, children, older adults, etc.

Rehabilitation tools (Immersion, Virtual reality)

+

-
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Services and Body Impact
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▪ Immersive Literacy
▪ Environmental Remanence (Real vs Virtual)

▪ Co-evolving with Technologies 

▪ The power of Augmented Reality and Immersion (from acceptance to use)

▪ Personalized Cognitive Assistance
▪ Cognitive Rehabilitation

▪ Elderly Cognitive Support

▪ Learning Disabilities

▪ Challenges
▪ Adaptive algorithms (Interactive Content, Feedback mechanisms)

▪ Accessibility (Individuals in low-resource settings or with severe disabilities)

▪ Privacy and Ethics (Safeguarding the sensitive data collected from users)

▪ (Hidden) Side effects
▪ Spatial deskilling (individuals lose their ability to perform spatial tasks)

▪ Real-Virtual Cognitive Mismatch (reduced transfer of skills and knowledge from virtual to real 
settings)

▪ Immersion Dependency

Dependency on 
Immersive 
Environments
Several ways (sensory 
disorientation, social 
interactions, cognitive 
overhead)
From Immersive to Real 
Environments (sensory 
readaptation, isolation, 
decisions)
From Real to Immersive 
Environments 
(overstimulation, confusion, 
escapism)

Body Health impact
▪ Impact on Vision

▪ Impact on Mental status

▪ Impact on the Backbone

▪ Impact on Hands, Wrists, and Fingers

▪ Impacts on Rest, Leisure, and Well-Bein
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Smartphone finger
Each hand is made of 27 bones, 35 
muscles, and over 100 tendons 
connecting bones and muscles. 
Your flexor tendons bend your 
fingers, and tendons that 
straighten your fingers are called 
extensor tendons. 

Text neck

Addiction and health side-effects

Adversities
-    Becoming Mentally Lazy

- Light emitted from your mobile 
     device’s screen might just be messing up your sleep cycle

-    It might affect vision (in progress studies)
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▪ Dependency on Immersive Environments

▪ Several ways (sensory disorientation, social interactions, cognitive overhead)

▪ From Immersive to Real Environments (sensory readaptation, isolation, decisions)

▪ From Real to Immersive Environments (overstimulation, confusion, escapism)

Developmental Dyslexia and Nerve Noise
Low frequency stimuli [4.5, 40]
Parietal occipital regions:
Dyslexia::  deficit in syllables processing 
which is associated with the Theta band (4-
7 Hz)
Brain Models: brain models that captures 
large-scale brain activity
From Immersive to Real Environments

https://www.thinkmind.org/library/BRAININFO/BRAININFO_2025/braininfo_2025_2_30_90046.html  
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