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Abstract

This study explores the use of Virtual Reality (VR) In exposure therapy for
acrophobia by utilizing the Unity game engine to create immersive simulations that mimic
high environments for therapeutic interventions. It evaluates the effectiveness of VR and
user interaction in providing graduated virtual height exposures, focusing on design

principles such as user comfort and presence. Through both quantitative and qualitative
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Testing and lteration

Testing phases were crucial to evaluate the realism and immersive quality of the
simulations. Feedback from initial test users was gathered to refine the VR environments,
ensuring they accurately represented the scenarios intended for the research. Adjustments
were based on technical performance and user interaction data.

Final Implementation

The final step involved fine-tuning the VR simulations to optimize performance across
different VR platforms and ensuring they were ready for deployment in therapeutic
settings. This included performance optimizations to enhance the visual quality and
Interactivity without compromising the smooth operation on various VR devices.

Result Analysis

The results of the VR simulations, aimed at evaluating the immersive qualities for
research purposes, provided insightful data on user experience and system performance.

Participant Feedback

Participants reported a high level of immersion, with the majority Indicating that the
simulated environments felt convincingly real. Feedback highlighted the effective replication
of altitude, which was essential for the study's aim to explore VR's capability to mimic real-
world scenarios that might trigger acrophobic responses.

Quantitative Data

The effectiveness of the VR simulation was quantitatively assessed using a structured
guestionnaire. Participants rated aspects of the simulation on a scale from 1 to 10 across
three tiers, reflecting increasing levels of virtual altitude and complexity.

Key Findings:

Qualitative Observations

References

[1] Albert Bandura. “Self-efficacy: Toward a unifying theory of behavioral change”. In: Psychological
Review 84.2 (1977), p. 191 (page 41).

[2] Debra Boeldt et al. “Using virtual reality exposure therapy to enhance treatment of anxiety disorders:
Identifying areas of clinical adoption and potential obstacles”. In: Frontiers in psychiatry 10 (2019), p.
476694 (page 72).



	Slide 1

