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Health-Aware Engagement Framework (HAEF) and a 3D Virtual Mall Pilot Study Feng Liu = Mercer University
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KEY INTERPRETATION

Contextual reminders and visible exit support were associated with shorter individual sessions and intentional exits.

Most participants who left later returned; cumulative time per user and perceived engagement did not significantly differ.

This pilot does not establish long-term health benefits or reduced problematic use.

Healthy disengagement is a positive interaction-design outcome — not a failure of retention. DOI: 10.1145/3822516.3837794
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