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"We also need to think about the changemakers, 
the activists, and the non-profits. I don’t think it’s 
an artist’s job to make all the change in the 
world. And we need to bring in the people who 
are on the ground doing the work related to 
these pieces that we’re talking about… I don't 
want us to operate in a vacuum. And even if 
there is distribution, are we changing things with 
these pieces?"

"Are we changing things with these pieces?"



● Plass, J., Homer, B., Ternasky-Holland, M., & Budd, E. (2023, April) Deepening Engagement and Learning Impact Through Virtual Reality Activations: Case Study Project: 
On the Morning You Wake to (to the End of the World). Games for Change. Retrieved May 30, 2026 via 
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● Sierra, A (2026, May 28). Results of Impact Study Carried out for Mixed Reality Experience Impulse: Digest for General Public. Agog & Anagram. Retrieved on May 28, 
2026 via https://weareanagram.co.uk/impulse
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 “True character is revealed in the choices 
a human being makes under pressure - 
the greater the pressure, the deeper the 

revelation, the truer the choice to the 
character's essential nature.”

― Robert McKee

McKee, R. (1997). Story: Substance, structure, style, and principles of screenwriting. (pp. 101) ReganBooks. 



Story Unfolding over Time

Placed in a 
Context with

Pressure

Make
Choices & 

Take Action

Essential 
Character is 

Revealed
+ =

Bye, K. (2022, May 5). "A Primer on Presence, Immersive Storytelling, & Experiential Design." Presented at Storycon: A collision of (he)art and technology. Brussels, Belgium; 
BOZAR - Centre for Fine Arts. Published on Voices of VR Podcast on May 13, 2024 at https://voicesofvr.com/1389-elemental-theory-of-presence/



Context Quality Character

Story

Bye, K. (2022, May 5). "A Primer on Presence, Immersive Storytelling, & Experiential Design." Presented at Storycon: A collision of (he)art and technology. Brussels, Belgium; 
BOZAR - Centre for Fine Arts. Published on Voices of VR Podcast on May 13, 2024 at https://voicesofvr.com/1389-elemental-theory-of-presence/



Context Quality Character

Story

Bye, K. (2022, May 5). "A Primer on Presence, Immersive Storytelling, & Experiential Design." Presented at Storycon: A collision of (he)art and technology. Brussels, Belgium; 
BOZAR - Centre for Fine Arts. Published on Voices of VR Podcast on May 13, 2024 at https://voicesofvr.com/1389-elemental-theory-of-presence/



Mental & Social
Presence

Active
Presence

Emotional
Presence

Embodied & 
Environmental

Presence
Bye, K. (2022, May 5). "A Primer on Presence, Immersive Storytelling, & Experiential Design." Presented at Storycon: A collision of (he)art and technology. Brussels, Belgium; 
BOZAR - Centre for Fine Arts. Published on Voices of VR Podcast on May 13, 2024 at https://voicesofvr.com/1389-elemental-theory-of-presence/



Slater’s Place Illusion & Plausibility Illusion (2009)

Slater, M. (2009, Dec 14). Place illusion and plausibility can lead to realistic behaviour in immersive virtual environments. Philosophical Transactions of the Royal Society B: 
Biological Sciences, 364(1535), 3549–3557. https://doi.org/10.1098/rstb.2009.0138.



Slater’s Place Illusion & Plausibility Illusion (2009)

● Slater, M. (2009, Dec 14). Place illusion and plausibility can lead to realistic behaviour in immersive virtual environments. Philosophical Transactions of the Royal Society 
B: Biological Sciences, 364(1535), 3549–3557. https://doi.org/10.1098/rstb.2009.0138.

● Images via Toast (2019, July 21). Richie's Plank Experience Oculus Quest Trailer. YouTube Retrieved on April 25, 2022 from 
https://www.youtube.com/watch?v=faNsP7ExSt0.

Plausibility Illusion
“the illusion that what is apparently 
happening is really happening (even 
though you know for sure that it is 
not).”

Place Illusion
“It is the strong illusion of being in a 
place in spite of the sure knowledge 
that you are not there.”



Plausibility
Illusion

Place
Illusion

[Text via] Slater, M., Banakou, D., Beacco, A., Gallego, J., Macia-Varela, F., & Oliva, R. (2022). A separate reality: An update on place illusion and plausibility in virtual reality. 
Frontiers in Virtual Reality, 3. https://doi.org/10.3389/frvir.2022.914392 



Slater et al (2022) Update to Presence Illusions adds 
Co-presence & Body Ownership Illusion (Embodiment) 

Slater, M., Banakou, D., Beacco, A., Gallego, J., Macia-Varela, F., & Oliva, R. (2022). A separate reality: An update on place illusion and plausibility in virtual reality. Frontiers in 
Virtual Reality, 3. https://doi.org/10.3389/frvir.2022.914392 



Plausibility Illusion
& Co-presence Illusion

Place Illusion & 
Body Ownership Illusion 
[Text via] Slater, M., Banakou, D., Beacco, A., Gallego, J., Macia-Varela, F., & Oliva, R. (2022). A separate reality: An update on place illusion and plausibility in virtual reality. 
Frontiers in Virtual Reality, 3. https://doi.org/10.3389/frvir.2022.914392 
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Chertoff’s Experiential Design & Presence Work (2008-2010) via Skarbez

● Chertoff, D. B., Schatz, S. L., McDaniel, R., & Bowers, C. A. (2008). Improving Presence Theory Through Experiential Design. Presence: Teleoperators and Virtual 
Environments, 17(4), 405–413. https://doi.org/10.1162/pres.17.4.405. 

● Chertoff, Dustin, "Exploring Additional Factors Of Presence" (2009). Electronic Theses and Dissertations. 3910. https://stars.library.ucf.edu/etd/3910.
● Chertoff, D. B., Goldiez, B., & LaViola, J. J. (2010). Virtual Experience Test: A virtual environment evaluation questionnaire. 2010 IEEE Virtual Reality Conference (VR). 

https://doi.org/10.1109/vr.2010.5444804. 
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[Text via] Chertoff, D. B., Goldiez, B., & LaViola, J. J. (2010). Virtual Experience Test: A virtual environment evaluation questionnaire. 2010 IEEE Virtual Reality Conference (VR). 
https://doi.org/10.1109/vr.2010.5444804. 



Schmitt, B. (1999). Experiential marketing. Journal of marketing management, 15(1-3), 53-67. https://doi.org/10.1362/026725799784870496.

Experiential Marketing: “Strategic Experiential Modules” (1999)
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[Text via] Schmitt, B. (1999). Experiential marketing. Journal of marketing management, 15(1-3), 53-67. https://doi.org/10.1362/026725799784870496.



Brakus, J. J., Schmitt, B. H., & Zarantonello, L. (2009). Brand experience: what is it? How is it measured? Does it affect loyalty?. Journal of marketing, 73(3), 52-68. 
https://doi.org/10.1509/jmkg.73.3.052.

Measuring Brand Experience (2009)
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[Text via] Brakus, J. J., Schmitt, B. H., & Zarantonello, L. (2009). Brand experience: what is it? How is it measured? Does it affect loyalty?. Journal of marketing, 73(3), 52-68. 
https://doi.org/10.1509/jmkg.73.3.052.
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[Text via] Boyd, J.R. (1995, June 28 with Revision 1996, January). The Essence of Winning & Losing [A five slide set]. Belisarius.com. Retrieved March 11, 2026 via 
https://web.archive.org/web/19981202035710/https://www.belisarius.com/modern_business_strategy/boyd/essence/eowl_frameset.htm
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Bye, K. (2019, Oct 18). XR Ethics Manifesto. [Presentation] Greenlight's XR Strategy Conference. San Francisco, CA; Microsoft Reactor. 
https://voicesofvr.com/844-xr-ethics-an-xr-ethics-manifesto/.



● Bye, K. (2023, March 12). The Ultimate Potential of VR: Promises & Perils. [Featured Session Presentation]. South by Southwest Festival, Austin, Texas, United States; 
Austin Convention Center, Room 16AB. Retrieved May 11, 2024 from https://voicesofvr.com/1388-ultimate-potential-of-vr/.
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● Image via Yan Shvartzshnaider (April 15, 2020) https://twitter.com/ynotez/status/1250578500588879873.
● Nissenbaum, H. (2010). Privacy in Context: Technology, Policy, and the Integrity of Social Life. Stanford University Press.
● Bye, K. & Nissenbaum, Helen. (2021, June 24). #998: Primer on the Contextual Integrity Theory of Privacy with Philosopher Helen Nissenbaum. Voices of VR Podcast. 

Retrieved on April 2, 2023 from https://voicesofvr.com/998-primer-on-the-contextual-integrity-theory-of-privacy-with-philosopher-helen-nissenbaum.



● Anthropic. (2025, September 29). Effective context engineering for AI Agents. Anthropic Blog. 
● Egocentric 4D perception (EGO4D). (2021, October 14). Retrieved January 5, 2023, from https://ego4d-data.org/#challenges 
● Meta. (2025, September 18). Contextual AI & the Future of Human Connection. Meta Blog. Retrieved June 3, 2026 via 

https://www.meta.com/blog/michael-abrash-richard-newcombe-contextual-ai-reality-labs-research-connect-2025/
●
●

Context is Important for AI



● Photo by Kate Russell (n.d.) Fridge. Meow Wolf (Santa Fe, NM), Retrieved on January 24, 2026 via 
https://packrat.meowwolf.zip/m/3426626446b53ff3/original/MeowWolfSantaFe_Fridge_PhotoCreditKateRussell_1.jpg

● Photo by Kate Russell (n.d.) The Forest. Meow Wolf (Grapevine, TX), Retrieved on January 24, 2026 via 
https://packrat.meowwolf.zip/m/504698983aab9ba3/original/MeowWolfGrapevineTX_TheForest_PhotoCreditKateRussell_4.jpg

Meow Wolf’s Immersive Art Exhibitions will quickly switch 
from one context (home) to another (liminal surreality) 



Relationship between Context, Privacy, & Identity

Bye, K. (2024, October 24). “Privacy Pitfalls of Contextually-Aware AI: Sensemaking Frameworks for Context and XR Data Qualities by Kent Bye” published in Existing Law and 
Extended Reality: An Edited Volume of the 2023 Symposium Proceedings. Stanford Law School and the Cyber Policy Center. Retrieved March 3, 2025, from 
https://cyber.fsi.stanford.edu/publication/existing-law-and-extended-reality. 



Bye, K. (2019, October 19). XR Ethics Manifesto [Presentation], Greenlight XR Strategy Conference, October 18, 2019 (San Francisco, CA). Available at 
https://www.slideshare.net/kentbye/xr-ethics-manifesto-updated-nov-2-2019 (Accessed November 9, 2021) and https://www.youtube.com/watch?v=CXgY3YXxqJ8



Alex McDowell’s World Building Mandala

McDowell, Alex. (2020, January 25). Storytelling shapes the future. Retrieved March 03, 2021, from https://www.theantiagency.org/storytelling-shapes-the-future/
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● Davis, Andrew M. (Forthcoming in 2026). Whitehead’s Universe: A Prismatic Introduction. Orbis Books.
● Bye, K. & Davis, A.M. (2025, Dec 6). #1708: How Process Philosophy Centers Experience. A Prismatic Tour of “Whitehead’s Universe” by Andrew M. Davis. Voices of VR 

Podcast. Retrieved Dec 10, 2025 https://voicesofvr.com/1708-how-process-philosophy-centers-experience-a-prismatic-tour-of-whiteheads-universe-by-andrew-m-davis/.

"We now need to return to a fundamental 
conviction surrounding the axiological status 
of possibilities — that is, the fact that 
possibilities, as experienced and entertained, 
are not neutral and value-less, but value-full. 
For Whitehead, all possibilities are 
“possibilities of value"

- Andrew M. Davis

Connection Between Value-Theory & 
Archetypal Character



Virtue Continuum

Lanctot, J. D., Irving, J. A. (2010). Character and Leadership: Situating Servant Leadership in a Proposed Virtues Framework. International Journal of Leadership Studies, Vol. 6 
Iss. 1, 2010. Retrieved November 14, 2021 from 
https://www.regent.edu/acad/global/publications/ijls/new/vol6iss1/2_Final%20Edited%20Lanctot%20and%20Irving_pp%2028-50.pdf via 
https://www.regent.edu/acad/global/publications/ijls/new/vol6iss1/home.htm



● Sacharin, V., Schlegel, K., & Scherer, K. R. (2012). Geneva Emotion Wheel rating study (Report). Geneva, Switzerland: University of Geneva, Swiss Center for Affective 
Sciences. Retrieved on November 13, 2021 from https://www.unige.ch/cisa/files/4514/6720/4016/Geneva_Emotion_Wheel_Rating_Study_Report_2012_08_11_2.0.pdf.

● Tschannen-Moran, B. (2012, February). Appreciative Empathy: New Frameworks for New Conversations. International Journal of Appreciative Inquiry: AI Practitioner. 
Volume 14 Number 1. Retrieved November 14, 2021 from http://www.schooltransformation.com/wp-content/uploads/2012/06/Appreciative_Empathy.pdf

Feelings Needs
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Lebowitz, Josiah and Klug, Chris. (2011) "Interactive Storytelling for Video Games: A Player-Centered Approach to Creating Memorable Characters and Stories." (pp. 120) Focal 
Press. 
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Lebowitz & Klug’s Interactive Storytelling Spectrum (2011) 



Image retrieved from Forsyth, K (2013, January) on November 13, 2021: 
https://web.archive.org/web/20130420041820/http://www.kateforsyth.com.au/images/Blog%20January%202013/ThreeActStructureFlat.jpg
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Riedl, Mark. "Incorporating Authorial Intent into Generative Narrative Systems," Association for the Advancement of Artificial Intelligence, 2009.

Interactive Traditional Story
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Laskow, S. (2017, June 13). These maps reveal the hidden structures of 'Choose your own adventure' books. Atlas Obscura. Retrieved November 14, 2021, from 
https://www.atlasobscura.com/articles/cyoa-choose-your-own-adventure-maps. 
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Koster, R. (2013, April 24). On choice architectures. Raph's Website. Retrieved November 13, 2021, from https://www.raphkoster.com/2013/04/24/on-choice-architectures/#more-11622. 

Open-Ended Stories
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Mateas, Michael. "Interactive Drama, Art, and Artificial Intelligence." PhD Thesis. Technical Report CMU-CS-02-206. School of Computer Science, Carnegie Mellon University, Pittsburgh, PA, 
December 2002.

Drama Manager
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   Short, E. (2017, February 28) Spirit AI presented at“Narrative Innovation Showcase”, Game Developers Conference, San Francisco, CA.

Fully Player-Driven Stories
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● Murphy, B. G., & Abdalla, M. (2024, September 12). Impulse: Playing with Reality. [Virtual Reality Experience]. Anagram. Published on Oculus at 
https://www.meta.com/experiences/impulse-playing-with-reality/6468391126573976/

● Bye, K. (2024, April 4). #1378: Anagram’s Mental Health Series Continues with Preview of “Impulse” Mixed Reality Story about ADHD. Voices of VR Podcast. Retrieved 
May 29, 2026 via https://voicesofvr.com/1378-anagrams-mental-health-series-continues-with-preview-of-impulse-mixed-reality-story-abou-adhd/

● Bye, K. (2024, September 16). #1421: Interactive Mixed Reality Doc on ADHD “Impulse: Playing With Reality” Takes Home Immersive Achievement Prize at Venice 
Immersive 2024. Voices of VR Podcast. Retrieved May 29, 2026 via 
https://voicesofvr.com/1421-interactive-mixed-reality-doc-on-adhd-impulse-playing-with-reality-takes-home-immersive-achievement-prize-at-venice-immersive-2024/



● Experiential Understanding of ADHD
● Embodied Experience of Overwhelm
● Importance of Diagnosis
● Reflective Space
● Societal Impact on Outcomes
● Compassion and Self-Compassion
● Appreciation of Condition Severity
● Proactive Adaptations
● Social and Economic Awareness
● Empowerment Through Support

Sierra, A. (2025, Dec 19) Impulse Research Study Details and Results. (pages 11-12) [Unpublished at the time of this talk]. Available via https://weareanagram.co.uk/impulse/

"The Impulse VR experience was designed with 
the following learning and impact objectives"



● Importance of Diagnosis
● Appreciation of Condition 

Severity
● Social and Economic 

Awareness

● Societal Impact on 
Outcomes

● Proactive Adaptations
● Empowerment Through 

Support

● Experiential Understanding 
of ADHD

● Compassion and 
Self-Compassion

● Embodied Experience of 
Overwhelm

● Reflective Space

Sierra, A. (2025, Dec 19) Impulse Research Study Details and Results. (pages 11-12) [Unpublished at the time of this talk]. Available via https://weareanagram.co.uk/impulse/



Sierra, A (2026, May 28). Results of Impact Study Carried out for Mixed Reality Experience Impulse: Digest for General Public. Agog & Anagram. Retrieved on May 28, 2026 via 
https://weareanagram.co.uk/impulse



● Create accountability and 
support systems

● Promote understanding at work
● Learn about ADHD
● Share helpful resources
● Talk openly about ADHD
● Avoid assuming or labelling

● Encourage healthy habits 
and alternatives

● Respect boundaries around 
advice

● Support through awareness 
and empathy

● Provide a safe space to talk

Sierra, A (2026, May 28). Results of Impact Study Carried out for Mixed Reality Experience Impulse: Digest for General Public. Agog & Anagram. Retrieved on May 28, 2026 via 
https://weareanagram.co.uk/impulse



● The Mixed Reality Experience Impulse Improves 
Knowledge About ADHD

● Learning About ADHD Using the Mixed Reality 
Experience Impulse

● Impulse Increases Awareness of ADHD Stigma and 
Supports Attitude Change Over Time

● Impulse Encourages Ongoing Self-Care and 
Support-Seeking Among People with ADHD

● Changes in Attitudes and Behaviours Toward 
Others with ADHD One Month After Impulse

● New Ideas About Helping People with ADHD

● Immediate Behavioural 
Change Toward Others with 
ADHD After Impulse

● Empathy Toward People with 
ADHD Was High Across All 
Groups

● Impulse Shows That Empathy Is 
Key to Behaviour Change 
Toward People with ADHD

● Impulse Successfully 
Created a Strong Sense of 
Immersion for Most 
Participants

Sierra, A (2026, May 28). Results of Impact Study Carried out for Mixed Reality Experience Impulse: Digest for General Public. Agog & Anagram. Retrieved on May 28, 2026 via 
https://weareanagram.co.uk/impulse
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Pine & Gilmore's Progression of Economic Value

Pine, J. (2026, February 3). The Transformation Economy: Guiding Customers to Achieve Their Aspirations. (page 3). Harvard Business Review Press.



Pine's Encapsulation Happens Over Time

Pine, J. (2026, February 3). The Transformation Economy: Guiding Customers to Achieve Their Aspirations. (page 92). Harvard Business Review Press.



Transformation as Identity Change

"All transformation is identity 
change — that aspirants 
desire to go from X to Y." 

- Joe Pine.

Identity as “all the ways you 
can complete the statement 
‘I am...’" 

- Suzy Ross.

Pine, J. (2026, February 3). The Transformation Economy: Guiding Customers to Achieve Their Aspirations. (pages xiv, 56). Harvard Business Review Press.
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Media Fragments that Facilitate Process 
"Over the course of co-creative methodologies, there is a tension 
between product and process. And we chart in the book different 
waves. So at the National Film Board of Canada, for example, in 
the 60s and 70s there was a rejection of product. The Challenge 
for Change prided themselves in making no finished films, or very 
few of them. It was all about these fragments of films, thousands 
of them, that would be employed in community-development 
processes. So it was really privileging process way above 
product. And then there was a bit of a pushback to that in later 
community work that product does matter, and it does have an 
impact and a consequence in the world in ways that these 
fragments maybe don’t. So there’s been a balancing of that. Now 
the people that we spoke to, the contemporary co-creators, would 
argue that they’re both important, and they both need to be in 
balance with one another."

● Cizek, K. & Uricchio, W. (2022) Collective Wisdom: Co-Creating Media for Equity and Justice. The MIT Press.
● Bye, K. (2022, Dec 21). #1160: Interview with MIT Co-Creation Studio’s Book Authors of “Collective Wisdom: Co-Creating Media with Equity and Justice”. Voices of VR 

Podcast. Retrieved on May 30, 2026 via 
https://voicesofvr.com/1160-interview-with-mit-co-creation-studios-book-authors-of-collective-wisdom-co-creating-media-with-equity-and-justice/
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Hegelian Dialectic as described by Fichte: 
Thesis, Antithesis, Synthesis

● Dialectic. Wikipedia. Retrieved on May 30, 2026 via https://en.wikipedia.org/wiki/Dialectic
● The Myth of Thesis-Antithesis-Synthesis. Dialectic Institute. Retrieved on May 30, 2026 via 

https://www.dialecticinstitute.org/white_papers/WP-myth_thesis_antithesis_synthesis.htm



Kuhn: Paradigm Shifts Catalyzed by Anomalies

● Kuhn, T. S. (1996). The structure of scientific revolutions. Chicago, IL: University of Chicago Press.
● Graphic via http://faculty.humanities.uci.edu/bjbecker/revoltingideas/week1d.html



“Crossing the Chasm” into the Mainstream

● Moore, G. A. (1991). Crossing the Chasm: Marketing and selling disruptive products to mainstream customers. Collins Business Essentials.
● Graphic via Mohammed, S. (2017, April 26). Design for "Crossing the chasm" - Strategy & Examples. Medium. Retrieved December 17, 2021, from 

https://shahmm.medium.com/design-for-crossing-the-chasm-1c4d4c68a3f1 
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Everett Rogers’ Diffusion of Innovation Model

Based on Rogers, E. (1962) Diffusion of innovations. Free Press, London, NY, USA. https://en.wikipedia.org/wiki/Diffusion_of_innovations#/media/File:Diffusion_of_ideas.svg



Diffusion Theory & The S-Curve

El-Zoghbi, M, (2021, December 16). Diffusion Theory, the S-Curve, and Why We Need to Go Beyond Inclusion. Retrieved December 18, 2025, from 
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Simon Wardley’s Model of Technology Evolution
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Wardley Mapping

Wardley, S. (2013, January 6). A first map. Bits or pieces? Retrieved May 30, 2026 via https://blog.gardeviance.org/2013/01/a-first-map.html
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Five Episodes on Process Philosophy 

● Bye, K. & Segall, Matt. (2020, December 10). #965: Primer on Whitehead's Process Philosophy as a Paradigm Shift & Foundation for Experiential Design. Voices of VR 
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● Bye, K. & Maxwell, G. (2022, October 27). #1147: Thirteen Philosophers on the Problem of Opposites: Grant Maxwell's Integration & Difference Book & Archetypal 
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https://voicesofvr.com/1147-thirteen-philosophers-on-the-problem-of-opposites-grant-maxwells-integration-difference-book-archetypal-approaches-to-character.
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Dec 10, 2025 from  https://voicesofvr.com/a-process-relational-philosophy-view-on-ai-intelligence-consciousness-with-matt-segall/

● Bye, K. & Davis, A.M. (2025, Dec 6). #1708: How Process Philosophy Centers Experience. A Prismatic Tour of “Whitehead’s Universe” by Andrew M. Davis. Voices of VR 
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● Davis, Andrew M. (Forthcoming in 2026). Whitehead’s Universe: A Prismatic Introduction. Orbis Books.
● Bye, K. & Davis, A.M. (2025, Dec 6). #1708: How Process Philosophy Centers Experience. A Prismatic Tour of “Whitehead’s Universe” by Andrew M. Davis. Voices of 
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Substance Philosophy
Nouns
Things 

Discrete Individuality
Separateness & Independence

Fixity & Stability
Surface-Level Change

Eternity
Passivity & Indifference

Being

Process Philosophy
Verbs
Happenings
Active Relations
Relationality & Interdependence
Innovation & Novelty
Fundamental Change
Temporality
Activity & Participation
Becoming

From Substance to Process (Davis 2026)



Tracing of an Emerging World View
1. Participatory Quality of Process
2. Novelty & the Will to Believe
3. Reconciling Third Integrative Method
4. Discontinuity of Process
5. Development Through Emergent Phases
6. Emergence of a New World View
7. Fractal Quality of Process
8. Forms, Archetypes, & Eternal Objects
9. Qualitative Temporality & Formal Causation
10. Final Causation & Teleological Introduction of Novelty
11. An Exponentially Accelerating Process
12. Concretion of Time & Spatio-Temporal Freedom

Maxwell, G. (2017) The Dynamics of Transformation: Tracing an Emerging World View. Persistent Press



● Maxwell, G. (2022) Integration and Difference: Constructing a Mythical Dialectic. Routledge, Taylor & Francis Group.
● Bye, K. & Maxwell, G. (2022, October 27). #1147: Thirteen Philosophers on the Problem of Opposites: Grant Maxwell's Integration & Difference Book & Archetypal 
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https://voicesofvr.com/1147-thirteen-philosophers-on-the-problem-of-opposites-grant-maxwells-integration-difference-book-archetypal-approaches-to-character.

Maxwell Covers 13 Process Thinkers: 
Spinoza, Leibniz, Hegel, Schelling, Nietzsche, James, 
Bergson, Whitehead, Jung, Deleuze, Hillman, & Stengers
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Bye, K. (2026, April 21). IDFA DocLab Immersive Think Tank Report: Cross-sector insights and reflections on the future of immersive, AI, and interactive art. International 
Documentary FilmFestival of Amsterdam's DocLab. Retrieved May 29, 2026 via https://professionals.idfa.nl/stories/idfa-doclab-immersive-think-tank-report-2026/

"In the spirit of demonstrating that a human 
wrote this report rather than an AI, I, the 
author (Kent Bye), will switch to a first-person 
narrative for the remainder of this section. I 
have strong opinions about AI, based on 
extensive research going back a decade 
which includes in-person interviews with AI 
scholars, historians, and artists."

I can't talk about AI "objectively"
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Bye, K. (2024, May 13). Elemental Theory of Presence + Primer on Experiential 
Design & Immersive Storytelling. Voices of VR Podcast. 
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● Photo via Fludd, R. (1617). Utriusque Cosmi maioris scilicet et minoris metaphysica, physica atque Technica Historia: In duo Volumnina Secundum cosmi Differentiam 
Diuisa. (scanned page 110 of 1036). Aere Johan-Theodori de Bry, typis Hieronymi Galleri. Digital scan via https://archive.org/details/utriusquecosmima01flud

● Aristotle. [350 BCE] (1984). On the Heavens: Book IV. In The Complete Works of Aristotle: The Revised Oxford Translation (pp. 275b30-276a17, 311a15-311b13). 
(J. Barnes, Ed.). Princeton University Press. 

Aristotle on the “Natural Place” of the Four Elements
“Again, a place in which a thing rests
or to which it moves unnaturally, must be the 
natural place for some other body,... fire, in 
whatever quantity, so long as there is no external 
obstacle, moves upward, and earth downward… 
But the heaviness and lightness of bodies which 
combine these qualities is different from this, 
since while they rise to the surface of some 
bodies they sink to the bottom of others. Such 
are air and water... compared together, however, 
the one has absolute weight, the other absolute 
lightness, since air in any quantity rises to the 
surface of water, while water in any quantity sinks 
to the bottom of air.”          
-Aristotle.



● Photo via Fludd, R. (1617). Utriusque Cosmi maioris scilicet et minoris metaphysica, physica atque Technica Historia: In duo Volumnina Secundum cosmi Differentiam 
Diuisa. (scanned page 110 of 1036). Aere Johan-Theodori de Bry, typis Hieronymi Galleri. Digital scan via https://archive.org/details/utriusquecosmima01flud

● Aristotle. [350 BCE] (1984). On the Heavens: Book IV. In The Complete Works of Aristotle: The Revised Oxford Translation (pp. 275b30-276a17, 311a15-311b13). 
(J. Barnes, Ed.). Princeton University Press. 

● Ernest G. Ehlers, E. G., & Britannica Editors  (2025, Dec. 10). Phase: state of matter. Encyclopædia Britannica, Inc.. Retrieved Jan 9 via 
https://www.britannica.com/science/phase-state-of-matter
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Aristotle: “What is its good?”
Purpose, Intention, Teleological 

Impulse, 
Whitehead: Novelty, Creativity

Aristotle: "What is it?”
Blueprint, Math Structure, Design, 

Shape, Archetypes, Plan,
Whitehead: Eternal Objects

Material Cause

Formal CauseFinal Cause

Aristotle’s Four Causes

Aristotle: “What is it made of?” 
Events, Time, Whitehead: Pulses 

of Emotion, Actual Occasions, 
Drops of Experience, Value

Aristotle: “Where does change
(or motion) come from?”

Observable Cause & Effect

Quotes from Falcon, Andrea, "Aristotle on Causality", The Stanford Encyclopedia of Philosophy 
(Spring 2023 Edition), Edward N. Zalta & Uri Nodelman (eds.), Retrieved January 25, 2026 via https://plato.stanford.edu/archives/spr2023/entries/aristotle-causality/.
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Logical Positivism

Rationalism
Idealism

Existentialism

Vitalism

Phenomenalism

[Process 
Philosophy]

● Illustration by Bye, K. (2026, January 26). Elemental Center of Gravity for Philosophical Traditions according to Arthur M. Young’s Geometry of Meaning.
● Table from Young, A.M., (1976). The Geometry of Meaning. (p. 154). Delacorte Press.
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