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Abstract 
Enabled by advances in XR and AI, personalized services are increasingly affecting how individuals perceive, 
interact with, and navigate their realities. The resulting Personalized Realities (PR) may help people to interact 
more effectively with their surroundings, and allow more equitable access to information. However, PRs may 
also disconnect them from a collective understanding through isolated perceptions and perceptual filter bubbles. 
As democratic societies strive for social cohesion and shared knowledge and experiences, individual PRs may 
thus further add to existing social fragmentation. Yet, as PRs are framed as a concern that adapts experiences for 
a single user, they do not capture the full societal implications of a world where personalized mediation of reality 
is ubiquitous. In this paper, we therefore introduce the term Personalized Society (PSoc) to describe societies in 
which people predominantly access information and interact with others through a personalized mediation of 
reality. We discuss the duality of a PSoc, where personalization should be beneficial to the individual but at the 
same time connect people rather than isolate them. We identify key tensions arising in a PSoc and propose initial 
design considerations for fostering social cohesion alongside individual PRs, illustrating these through selected 
scenarios. Finally, we discuss the extent to which regulatory frameworks, such as the Digital Services Act, can be 
applied to protect individual and societal rights in a PSoc. 
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1. Introduction 

Advances in Extended Reality (XR)1 , Artificial Intelligence (AI), and Ubiquitous Computing (UbiComp) 
increasingly bring personalization to the physical world [5]—ranging from smart lights that adapt to 
people’s mood [6], to personalized navigation instructions in XR [7], to personalizing audio input to the 
needs of people [8]. As the capabilities and form factor of XR devices such as head-mounted displays 
improve [9], such personalized services may be available ubiquitously, similarly to when people wear 
prescription glasses or hearing aids nowadays. Research on ubiquitous XR in general (cf. [10, 11, 12]) 
sees benefits in such ubiquitous mediation of physical reality, including seamless information access [10], 
increased accessibility [13] and (remote) interpersonal interactions [14]. However, they also note that 
who controls such interfaces may “determine how users experience the world, how they conceive 
of themselves, and how they regard others” [15, p.99] and thus warn against possible deception and 
manipulation possibilities [16, 14, 17, 18]. 

Personalized XR may also situate people in literal “filter bubbles” that constrain their sensory 
perception to only the content they want to perceive (cf. [5, 4, 19]). We refer to an individual reality2 

that has been modified by a system based on personal data (i.e. data that allows to identify an individual, 
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cf. [20]) a Personalized Reality (PR) [21]. In a more philosophical sense, people already have their 
personal view of the world around them, constrained by their sensory abilities and how they make sense 
of it. Any technology-driven filtering in the sense of PR would work on top of this and hence further 
constrain people’s perception. There is an abundance of situations where constraining one’s perception 
is helpful, e.g., to reduce information overload [22], to reduce exposure to harmful content [23], or for 
strategically widening of one’s own worldview [5]. 

Some speculative visions have illustrated how such PRs may look like in the future with ubiquitous, 
AI-enabled XR technologies widely available [24, 25, 26]. They envision “a reality just for you” [25] 
by “understanding your values from what you do and what you view” [24]. This is not anymore a 
futuristic vision, as devices that may mediate reality in a personalized way are increasingly available 
and capable. For instance, XR glasses such as the Even G2 3 or Pickle 14 have a similar form factor 
as prescription glasses by now. The Pickle 1 is also marketed as “an intelligence that sees with you, 
remembers your life, and learns to understand you”, bearing a similar tone as the aforementioned 
visions. This narrative demonstrates an integration of XR advances with (generative) AI techniques 
may enable mass personalization at very low cost [27]. 

However, these visions and products show the perspective of single individuals while not considering 
a wider view that encompasses social groups and societies. As people actively seek to sense the realities 
of others and to connect with what others experience [28, 29] and democratic societies rely on a 
sufficiently similar access and perception of information [30], individual PR may pose a threat to a 
communal, shared experience of reality (cf. [31]). Thus, researchers have warned that already fragmented 
realities [32] may be further fragmented through a combination of personalization, ubiquitous XR, 
and AI [33, 34, 35]. If everyone perceives their own personalized version of reality, it may become 
increasingly difficult to communicate with others about facts and objects. 

As people are increasingly perceiving personalized perceptions of reality, we can speculatively speak 
of the emergence of a Personalized Society (PSoc). In a PSoc, people rely on personalized access to 
information, experience personalized interactions with smart devices, and communicate with others 
through personalized intermediaries. As this personalization is often targeting individuals (cf. [36]) one 
major challenge in a PSoc is how people can still experience common or connected realities. Thus, in 
this paper we explore ways to ensure that common social realities are not diminished in a PSoc. 

2. Connecting Personalized Realities in a Personalized Society 

In the following, we suggest and explore two different pathways to mitigating these risks or isolated 
perceptions and fragmented realities while retaining the benefits of individual PR: (1) Bridging across 
individual PRs and (2) Integration of social values in PRs. 

2.1. Bridging across individual Personalized Realities 

In a PR, people perceive an adapted version of their original unmodified reality. This means common 
social realities and and shared worlds [37] that had been perceived by multiple people before, may be 
now only partially or not anymore perceived by those people (see Figure 1a). To mitigate the resulting 
potentially harmful societal consequences [38], a look at research on connecting perspectives in XR 
contexts is helpful. To connect individual perceptions of reality (see Figure 1b), methods have been pro-
posed for bridging perspectives in multi-user XR contexts (e.g., co-located or remote collaboration [39]), 
as well as contexts in which some people are bystanders who do not have access to the primary users’ 
content. Here, XR HMDs may create an information asymmetry [40] which could be mitigated by 
informing bystanders, e.g., through awareness cues [41] or asymmetric viewing experiences using large 
displays [42]. Connecting individual perceptions between users of the same system has been studied, 
e.g., in collaborative work or training settings, where individuals selectively exchange curated resources 

3https://www.evenrealities.com/products/smart-glasses. Last accessed February 10, 2026. 
4https://www.pickle.com/1. Last accessed February 10, 2026. 
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(a) (b) 

Figure 1: (a) In a Personalized Society, people experience filtered versions of the common social realities through 
their own PRs. (b) To reclaim some of the lost shared space between people, connections between the PRs enable 
a personalized and common experience. 

aligned with their learning paths, fostering shared understanding while preserving autonomy. For 
instance, in collaborative XR, users may have asymmetric roles and capabilities [39]. Yet, they can be 
made aware of each others intentions with the help of shared verbal and non-verbal communication 
cues [43] that allow them to develop mutual understanding (cf. [44]) and empathy. 

However, when content is personalized for individual users, even if all involved people are in the 
same XR environment, they might not perceive the same content, as each one has an individually 
adapted perspective. To address this issue, we have proposed the sharing of personalized content across 
people [45]. Here, people who share a social context with others may decide which parts of their own 
personalized perspective should be accessible to others and thus connect their perspectives again (see 
Figure 1b). To concretely implement this socially oriented view on PR, a careful balance of individual 
and social benefits is needed. If the sharing or personalized content negatively impacts the usefulness 
for the individual, it might not be perceived as helpful anymore. 

2.2. Including social values in Personalized Realities 

Additionally to methods that are more device or output-dependent, also the personalization algorithm 
itself may be adapted in a way that connects people’s perspectives. For traditional recommender 
systems, researchers have, e.g., proposed algorithms that recommend content preferably from diverse 
opinions over like-minded content to “build bridges” between perspectives [46]. One way to adapt 
the personalization algorithm towards societal goals in PR, could be to include social values in the 
personalization process, similar to what researchers have proposed for Web-based recommender 
systems [47] and XR [48]. In the field of Value-sensitive Design (VSD) [49], values are broadly defined as 
“what a person or group of people consider important in life” [50, p.1]. In the design of personalized 
experiences, these values can be embedded, e.g., through VSD frameworks, participatory workshops, or 
by including people as dedicated value experts [47, 48]. In a PSoc, including social values (i.e. what a 
person or group of people consider important in a social context) in the personalization algorithm might 
be helpful to strengthen connections between people. Here, the connections are rather abstract, as 
there is no direct link between two people’s PR. Instead, if social values such as mutual understanding, 
diversity, or duty are influencing what and how content is personalized, the result may, e.g., increase 
the social connection within the specific social group. Note that the aforementioned definition of values 
does not necessarily mean that social connection and shared world perception may be desired. Different 
groups of people and societies may have different values they may strive for (e.g., individualistic vs. 
collectivistic, or hierarchical vs. communal). Additionally, if the inclusion of social values in PR is 



Figure 2: In a PR experience, there are multiple factors that may influence the personalization algorithm for 
each person. These include, e.g., (Personal) User Data, Company Policies, and Regulation. Including Social 
Values may be one method to make sure the personalized content in individual PR is (to some extent) taking 
into account the social context in which the person is situated. 

forced upon a user by another entity, it may be perceived as paternalistic and will negatively impact 
the perceived autonomy. Thus, the implications of including social values in PRs heavily depend on 
which values are included by whom and to what aim. 

The included social values may then have influence over different aspects of the content displayed in a 
PR. This includes, e.g., the positioning of virtual content so that another person is not obstructed (cf. [51]), 
which parts of other people’s appearance may be visually altered (cf. [52]), or which information from 
other people may be used to personalize one’s own reality (cf. [53]). The concrete implementation of 
the inclusion of social values may work as plugins for XR apps, or in conjunction with (open-source) 
operating systems such as Mentra OS5 for smart glasses, or Meta Horizon OS6 for XR HMD. The value 
descriptions may be created by various social entities, such as individuals, associations, institutions, 
NGOs, or governments. A recent example of including social values into a system is the “Switzerland”-
system prompt for the open-source LLM Apertus, which provides instructions for a Swiss social context, 
such as “Emphasize consensus-building and federalist principles” or “Respect Switzerland’s linguistic 
and cultural diversity”7 . 

3. Opportunities and Challenges in a Personalized Society 

In this section we illustrate how a PSoc may emerge based on technological developments and how the 
discussed connection methods between individual PRs may be helpful in different societal contexts in a 
PSoc. We hence complement the extensive research on ubiquitous XR in general (e.g., [54, 55, 56, 57]) 
and its possible societal implications (e.g., [17, 54, 58, 11, 59]) by focusing on scenarios where such 
ubiquitous, social XR is personalized. 

5https://mentraglass.com/os. Last accessed February 10, 2026. 
6https://developers.meta.com/horizon/. Last accessed February 10, 2026. 
7https://github.com/forpublicai/chat.publicai.co/blob/main/community/system_prompts/switzerland.md 
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3.1. Emergence of a PSoc 

PR experiences have the potential to improve the way people interact with their environment by 
better matching their abilities to the affordances it offers (cf. [38]). Hence, they may increase equitable 
access to everyday services [60] and support people’s decision-making [61]—thereby improving societal 
participation. Yet as PR becomes more widespread, an increasing share of social interactions are mediated 
in personalized ways, giving rise to what we call a Personalized Society (PSoc). This concept allows us 
to examine ubiquitous personalization at a societal rather than individual level. On a technological 
level, participation in a PSoc requires that people have devices which are capable of personalizing their 
perception of reality. Devices such as smartwatches or smartphones provide a rather subtle version 
of personalization, as people need to actively look at the devices to perceive personalized content. 
However, devices such as XR HMDs or smart earphones may mediate a human sense fully (vision and 
hearing, respectively), and thus have the potential to personalize everything a person perceives with 
these senses. 

Current technological developments indicate that a PSoc might not be a vision of the future anymore, 
but a phenomenon that is currently emerging. “Smart glasses” or “AI glasses” (i.e. glasses that allow 
voice interaction with an AI)8 and XR glasses that additionally display virtual content9 by now have 
a similar form factor as prescription glasses. Additionally, the underlying LLMs and AI agents are 
increasingly steered towards personalized responses. For instance, OpenAI CEO Sam Altman describes 
the future of ChatGPT as: “a shift from being all reactive to being significantly proactive, and extremely 
personalized.”10 . Thus, these smart glasses may be the first widely available and comparatively affordable 
devices that allow to access personalized information seamlessly while people perceive physical reality 
at the same time. Thus, we today see the emergence of a (basic form of) PSoc. As the necessary devices 
mature and new ones emerge, they will increasingly enable personalized interactions in everyday life. 
A discussion of PR and PSoc, as well as their benefits and potential harms as well as overall desirability, 
is required before our society reaches the tipping point into a PSoc. 

Open Challenges Today, buying the devices needed to experience PRs presents a financial barrier 
for some people [62], and therefore low-cost access to XR content (cf. [63]) would allow socially broader 
participation in a PSoc. Beyond the cost of hardware, rendering personalized experiences in real time is 
also computationally demanding, and sustained use will likely require subscription fees. As with many 
digital services, lower-cost tiers may be subsidized through advertising and the sale of user data, echoing 
familiar dynamics from social media (cf. [64]) and raising the prospect of a multi-tier system where the 
quality of one’s PR is dependent on one’s economic means. This imbalance may deepen over time. As 
personalized XR becomes more widespread, the unmediated experience of public space may come to 
feel lacking by comparison, making (personalized) augmentation harder to opt out of for those who 
rely on it daily. People without access to these systems may then face a double disadvantage: excluded 
from the benefits of PR while also being left behind as public information and shared infrastructure 
increasingly assume that everyone is connected, a pattern already visible in the imbalanced roll-out of 
digital-only public services [65]. Also, to enable connections between PR in a PSoc for those who use it, 
technical interoperability between PRs systems from different vendors will be needed. In the European 
Union, e.g., this may be mandated by the Digital Markets Act [66]. 

3.2. Inter-personal Communication 

When people have a device that allows personalized mediation for human senses such as sight, hearing, 
or touch, people may also rely on this for inter-personal communication. For instance, personalized 
speech translation could enable talking to another person who speaks a language unknown to oneself. 

8See, e.g., Meta Ray-Ban Glasses https://www.meta.com/ai-glasses/. 
9See, e.g., XREAL One Pro https://www.xreal.com/us/one-pro or Rokid AI Glasses Style https://global.rokid.com/pages/ 
rokid-ai-glasses-style. 

10https://x.com/sama/status/1971297661748953263. Last accessed January 21, 2026. 
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Already today, Apple AirPods11 or Google Translate12 have the functionality to live translate from one 
language to another. Although this works only for a limited set of languages so far, it provides ground 
work for what has been featured in science-fiction literature as a “universal translator”13 that may 
translate any language. Paired with personal data from the primary user, the translation could then 
even include, e.g., explanations of cultural or social references the user is unfamiliar with (in relation to 
their own values), be based on their local dialect, or adjusted to their accessibility needs (cf. [67]). 

Additionally to audio translation, using XR HMD, also signs and text on physical media could be 
translated with virtual overlays (cf.[68]). Knowing the users’ language skills, the translation could be 
adapted to their knowledge level and gradually help them learn the language. Such a personalized 
visual translation could help people to connect better with the local population, especially paired 
with audio translation for personal conversations. For both translation methods, it is important that 
the translations stay faithful to the cultural and social values from all involved cultures to avoid 
mistranslating something. 

Open Challenges One the one hand, personalized translation may connect people with each other 
that would not have been able to communicate otherwise. Yet, on the other hand, this also creates a 
dependency on the controller of this devices and presents opportunities, e.g., for deception where the 
translation has been deliberately altered by a malicious actor (cf. [69]). Additionally, future personalized 
translation methods would need to ensure that dialects and languages variances are preserved, as current 
translations often are limited to certain language variants. Additionally, through a reduced incentive 
to learn foreign languages [70], automatic personalized translations may lead to lower cross-cultural 
understanding [71]. Thus, the research on and design of personalized inter-personal communication 
should look for ways to retain the (cross-)cultural benefits of learning and speaking a foreign language 
in an age of simultaneous automatic translation. 

3.3. Public Institutions 

Beyond language learning, also places that exist for fostering a wider range of education will be affected 
by the increased prevalence of PR in a PSoc. Public institutions such as schools, libraries, and universities 
serve a dual purpose: educating individuals while fostering a sense of shared community among those 
who attend them. Both goals face new pressures in a PSoc. On the individual level, personalized learning 
can cater to learners’ individual needs and learning styles [72]. At the same time, researchers have 
called for a “more inclusive, and participatory democratic education” [73, p.482], where AI-generated 
personalized content complements rather than replaces human teachers. Additionally, PR could also 
help people connect across differences within these institutions, for instance by quietly surfacing shared 
interests that might seed a study group, or offering a student a quick explanation when a peer uses a 
term in an unfamiliar way. 

Open Challenges Public institutions may be greatly challenged in a PSoc because they are attended 
by a heterogeneous group of people that may have very different preferences for their individual 
PRs. While they can provide measures aiming at increasing the social cohesion (e.g., team-building 
workshops), it is unclear how these could extend to the virtual content consumed privately by people. 
For instance, while physical restrictions (cf. smartphone bans [74]) are relatively straightforward to 
enforce, virtual restrictions such as limiting access to certain AI-generated content or PR filters pose 
more difficult challenges. A more restrained approach than bans, could be, for instance, that these 
institutions require for any PR experience that is consumed on their premises to include its social 
values (e.g., based on its vision or guiding principles) in the personalization process. However, such 
a requirement would need to be carefully balanced with individual needs and rights. On a student 
level, there might be social pressure to conform to emerging social norms such as the continuous use of 
11https://support.apple.com/en-us/123185 
12https://blog.google/products-and-platforms/products/translate/language-learning-live-translate/ 
13See https://en.wikipedia.org/wiki/Universal_translator. Last accessed February 12, 2026. 
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XR glasses or personalized virtual avatars. This could deepen existing divides between those who can 
afford or are willing to adopt such technologies and those who cannot or choose not to. Additionally, 
PR could be misused, e.g., for bullying through personalized XR face filters where the bullied person 
has no way of knowing how others see them (cf. [52, 53]). 

3.4. Urban Life 

Also, large social groups at different granularities—from families to neighborhoods, cities, and even 
nation-states—have a shared interest in maintaining some common ground between how their members 
perceive and experience the public spaces they inhabit together. When people walk the streets in 
a PSoc, however, this shared ground may erode substantially. Individuals may follow personalized 
XR navigation cues to reach their destination [7], engage with tailored guided tours of the urban 
environment [75], suppress physical advertisements encountered along the way [76], or even alter the 
appearance of other people around them [17]. As a result, two people standing on the same street corner 
may be inhabiting functionally different realities, yet each may be wholly reliant on their mediated 
perspective to understand and navigate their surroundings. This fragmentation is not inherently 
undesirable. PR overlays can meaningfully help individuals navigate complex environments, surface 
contextually relevant information, and reduce information overload [37]. Moreover, embedding social 
values into the personalization process could enhance these benefits at a community level. For instance, 
a PR system could recommend preferably restaurants owned by local residents, or connect points of 
historical interest in a guided tour to the communities and people who inhabit those places today, 
grounding personalized experience in shared civic identity rather than purely individual preference. 

Open Challenges Several open challenges remain for PSoc deployments in public urban environ-
ments. First, as PR representations of shops, landmarks, and streets become more prevalent, the role 
of physical storefronts as legible, shared anchors of urban life may diminish, with uncertain conse-
quences for local economies and the character of public space. Second, the adoption of PRs wil likely 
be imbalanced: a meaningful portion of the population will either lack access to, or actively decline, 
a personalized mediation of reality. Designing for common experiences between personalized and 
non-personalized realities in the same physical space thus needs to be investigated further. Finally, 
ensuring the safety of all parties in augmented public space remains a pressing challenge. While 
much attention has focused on pedestrian experience, public streets are shared environments involving 
cyclists, car drivers, and other road users. When car drivers, for instance, operate vehicles through 
a mediated view of reality, the stakes of perceptual error or system failure are substantially higher 
(cf. [77]). Establishing appropriate safety guarantees and determining who bears responsibility when 
personalized perception contributes to harm represents a critical open issue for PR systems operating 
at urban scale. 

4. Regulation of Personalized Societies 

In a PSoc, individual PR, connections between them and how people interact with each other and 
their environment are affected by laws that govern virtual and physical spaces. Thus, laws and policy 
recommendations for XR [78, 79], AI [80] and Personalization [47] are as relevant here, as laws and 
policies that govern “offline” life. 

A PSoc does not emerge in a regulatory vacuum. Existing legal frameworks governing social media 
platforms already address algorithmic personalization, recommender systems, and platform account-
ability. These regulatory efforts provide an important starting point for thinking about governance in a 
PSoc, where personalization no longer structures only online information environments but increasingly 
mediates perception of physical reality through XR and ubiquitous AI systems. Recent regulatory 
initiatives, such as the European Union’s Digital Services Act (DSA) [81], aim to increase transparency, 
user autonomy, and accountability in algorithmically curated environments. For instance, Article 



27 DSA requires Very Large Online Platforms to explain how their recommender systems function, 
offer non-personalized alternatives, and make these options easily accessible. While these provisions 
are currently targeted at social media platforms, their underlying principles—transparency, choice, 
and accountability—become even more critical when personalization moves from ranking posts to 
shaping lived perception in a PSoc. In the following, we map key regulatory questions from existing 
personalization domains to the broader concept of ubiquitous personalization in a PSoc. 

4.1. What should not be personalized in a Personalized Society? 

While personalization can be beneficial in many areas of life, there might be things that should or must 
not be personalized. Some information needs to reach everyone in the same way, and the involved 
stakeholders will need to decide where those boundaries lie. For instance, safety-critical cues such as 
emergency exits and hazard warnings must be perceivable by people regardless of their personalization 
settings to avoid potential physical harm. However, there might be exceptions needed where the 
presented information needs to be translated or annotated, such as icons that may not be understood 
cross-culturally [82]. Additionally, there might be information that should not be personalized because 
perceiving them in an un-altered version might be vital for common, shared realities and public discourse. 
This includes, e.g., civic information about access to governmental services, or the communication of 
basic facts about historical and current events and facts. A common reality requires that people have 
a basic, shared understanding of history and current events and facts (cf. Hannah Arendt’s concepts 
of factual truth and common reality [31]). Otherwise, a personalized delivery of these might further 
fragment people’s realities, as researchers have observed on social media [46]. 

4.2. Who is personalizing for whom in a PSoc? 

On contemporary social media platforms, engagement-driven recommender systems optimize primarily 
for business metrics such as time spent, interaction frequency, and advertising revenue [83]. Economic 
incentives within the attention economy shape how personalization is deployed, often privileging 
content that maximizes arousal or engagement over content that promotes well-being or democratic 
health [83, 46]. In a PSoc, this dynamic scales from content ranking to environmental mediation. 
The entity controlling personalization algorithms—platform providers, operating system developers, 
AI service providers, or device manufacturers—would effectively “determine how users experience 
the world, how they conceive of themselves, and how they regard others” [15, p.99]. Thus, when 
personalization becomes ubiquitous across social realities, the normative objectives embedded in these 
systems gain societal weight. If engagement, monetization, or proprietary ecosystem lock-in remain 
the dominant optimization goals, the cumulative effect could shape collective behavior patterns at scale. 
The question is no longer merely who curates a feed, but who curates perceived reality. Consequently, 
governance in a PSoc must address not only the transparency of algorithms but also the institutional 
incentives that guide what personalization is optimized for. 

4.3. What data is being used to personalize content in a PSoc? 

Large online platforms already rely on extensive behavioral signals to personalize content [84]. These 
include explicit inputs such as likes, shares, and follows, as well as implicit signals such as dwell 
time, scroll velocity, repetition of views, or interaction hesitation [84]. Research has documented how 
such signals can exploit cognitive biases, reinforce engagement loops, and contribute to compulsive 
usage patterns [83]. In a PSoc, the scope of input data expands significantly as XR HMD, wearables, 
and ambient sensors may capture additional data such as gaze direction, physiological responses, 
spatial movement patterns, vocal tone, and real-time environmental context [85]. This data is not only 
collected from the primary user of a PR, but also potentially from uninvolved bystanders. Research on 
XR bystanders thus emphasizes the importance of talking their perspective into account when creating 
XR experiences [86]. Personalization in general needs personal data as an input, as we discussed 
earlier, therefore PR experiences will need to have mechanisms in place that allows people to intuitively 



control and understand which data is used by these systems for which purpose— for primary users and 
bystanders. Therefore, regulating data inputs and limiting exploitative optimization criteria becomes 
central to preventing PSoc from amplifying the behavioral vulnerabilities already visible in online 
platform ecosystems. 

4.4. Who retains agency over personalization in a PSoc? 

Current social media systems offer limited user control over algorithmic optimization goals. While 
some regulations mandate transparency or chronological feeds, users typically cannot influence what 
the algorithm optimizes for (e.g., engagement vs. diversity vs. well-being) [84]. Emerging decentralized 
approaches, such as user-selectable or plug-in recommender systems, attempt to address this [87]. 

In a PSoc, agency becomes even more critical. If individuals rely on personalized mediation to navigate 
physical and social reality, the ability to inspect, modify, or override personalization parameters becomes 
a matter of autonomy. Can users select value-aligned personalization modes? Can they audit their 
perceptual filters? Can communities define shared defaults for their members? Without such controls, 
the addictive dynamics observed in social media risk becoming embedded in everyday perception itself. 

Without meaningful agency, individuals in a PSoc risk becoming passive recipients of algorithmically 
mediated realities. Regulatory lessons from social media show that transparency, incentive alignment, 
and genuine user control are therefore not superficial concerns but structural preconditions for ensuring 
that a PSoc enhances participation and connection rather than deepening fragmentation and asymmetric 
control over perceived realities. 

5. Conclusion 

The emergence of a Personalized Society based on current technological developments creates social, 
governance, normative and ethical tensions in which individual and societal interests collide. In this 
paper, we presented some initial methods to mitigate these issues and discussed challenges that need to 
be addressed in a PSoc to guarantee connected social realities. Based on how online personalization is 
regulated nowadays, e.g., on social media, we further discussed how PRs may be regulated to ensure a 
socially oriented future in a PSoc. 

We urge designers, researchers, and regulators of personalized experiences using XR, AI, and UbiComp 
technologies and approaches to consider the societal perspective we presented in this paper, and to 
prioritize connections between individual PRs. We fear that, otherwise, our societies may develop in an 
increasingly disconnected and isolated direction, where the common, shared social realities of people 
will be increasingly replaced by fragmented individual personalized perceptions of reality. 
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