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Our brain’s plasticity rapidly adapts our senses in VR, a phenomenon leveraged by techniques such a 
redirected walking, hand redirection, etc. However, while most of HCI is interested in how users 
adapt to VR, we turn our attention to how users need to adapt their senses when returning to the 
real-world. We found that, after leaving VR, (1) participants’ hands remained redirected by up to 7cm, 

indicating residual proprioceptive distortion; and (2) participants incorrectly recalled the virtual 
location of objects rather than their actual real-world locations (e.g., remembering the location of a 
VR-extinguisher, even when trying to recall the real one). We discuss the lingering VR side-effects 
may pose safety or usability risks.
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