TCU CognitV Solutions VR Exposure Therapy Experience

PO, oLyt A B Authors: Eric Guyette, Anna Jacobson, Ofuchi Akpom, Madi Cole, David Ajanaku

7y Advisor: Dr. Bingyang Wei

Project Goal SciCom Unity
Create a Virtual Reality exposure therapy e Used to create the office environment

experience to help those suftering from e Scripted in C# for character interactions
social anxiety disorder face situations that

may be uncomfortable, but in a safe and
low-risk environment.
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Problem Motivation

More than 31% adults in the U.S. suffer
from social anxiety disorder (SAD) at some
point in their lives.

Traditional SAD treatments, while helpful
for many, often come with some
drawbacks.

e Inaccessible
e EXpensive
e Mental healthcare provider shortage

VR Treatment

VR exposure therapy is an effective n=- | ’
method of mitigating SAD v |
Accessible 24/7 | 7

No need for transportation

Can be done in a comfortable
Use the joystick on the left controller to move towards the door arityenter the meeting

environment
room. Then approach any NPC in the room and introduce youarself. Us&the trigger button

M e nta I h ea Ith care p rOV|d er nOt need Ed under your right middle finger to interact when You're close enough to tRgNPC. Take a

f deep breath and remind yourself that it's okay to feel nervous. Focus on majgtaining eye
contact and speakingiclearly.
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Challenges
e Integrating AI with Unity

e Learning unfamiliar technologies such as
Unity and Convai with no prior
Knowledge

e Changing tech stack
e Debugging without VR headset

Conclusions

Through communication and Agile
methodologies, we were able to deliver an
Al-powered alternative to traditional
therapy for people with social anxiety
disorder.

If given more time, we would implement:
e ADA compliant font and colors

All models being Al

Changing difficulty

Different exposure therapy scenarios
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Convai

e Real-time dynamic audio response to
Player

Al model is trained by inputting a
backstory in the Knowledge Bank
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| think the new policy demonstrates a
level of trust from the company towards
its employees. It shows that the
company values transparency and
accountability, which are essential for
the success of any business.
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