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Motivation
Introduction

Extended Reality (XR) is a quickly developing field.

EULAs appear to do a poor job at communicating user concerns.

How can we help keep children informed?
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What Did We Research?
Introduction

How difficult are EULAs to 
understand?

What user risks/rights are 
commonly identified in XR 

EULAS?

What guidelines can simplify 
XR EULAs in line with the 

needs of children?



Related 
Work

XR Concerns Accessible EULA Designs

XR collects large volume of data

Online harassment

Privacy concerns

XR-specific data collection

Summaries/paraphrasing

Textured agreements

Narrative pictograms

Lack of child-centered research
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We ran 18 sample XR EULAs 

through seven different 

readability algorithms.

To read most EULAs, users 

must be in at least 11th grade.



Thematic Analysis Manually read through 18 EULAs and 

identified common themes and patterns

Created list of representative keywords and 

used MaxQDA to automatically search
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Frequency of appearance for each 

identified concern

Thematic 
Analysis

Data

Liability

Kid-specific Physical

Miscellaneous

Organized by the high level themes 

we identified



Guidelines 
and 

Prototyping

Guidelines Prototyping

Guidelines to be use in the 
development of new XR EULAs

Topics based on thematic analysis

Fake hodgepodge of real EULAs

Used as a base to apply our finished 
guidelines to
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Unity EULA Demo

Other TopicsHealth Concerns Data Collection and 
Retention

Child-related 
Concerns

Prototyping



Explore increasing 
the ʻgamification’ 

of the EULA

Create a more 
finished EULA 

demo room

Future Work
Assess the 

effectiveness of 
different EULA 
presentations

Collaborate with 
Children for future 

design sessions 



Questions?


