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Figure 1: Overview of the AI-generated future self system that simulates di�erent life paths based on participants’ major
life decisions. Upon providing the system with two options, each participant was able to converse with an age-progressed,
photorealistic avatar representing their future selves making those decisions, as well as a novel alternative based on their
personal goals and values.

Abstract
Major life transitions require high-stakes decisions, yet humans
struggle to forecast how their future selves will live with the conse-
quences. To augment this limited capacity for mental time travel, we
introduce AI-enabled digital twins that have "lived through" simu-
lated life scenarios. Rather than predictive systems that claim to fore-
cast optimal outcomes, these simulations extend human prospective
cognition by rendering alternative futures vivid enough to support
deeper deliberation without presuming to know which path is truly
best. We explore this approach in a randomized controlled study
(N=192) using multimodal synthesis (facial age progression, voice

cloning, and large language model dialogue) to create personalized
avatars representing participants 30 years forward. Participants
aged 18-28 articulated pending binary decisions (e.g., Whether to
pursue graduate school or enter the workforce) and were randomly
assigned to control (guided imagination) or one of four avatar condi-
tions varying in con�guration: single-option, balanced dual-option,
or expanded three-option including a system-generated novel alter-
native. Results revealed asymmetric persuasive e�ects: single-sided
avatars signi�cantly increased shifts toward the presented option,
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