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Virtual Settings

The virtual settings are not just communication tools

Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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ore than 3000 different App.s dedicated to the e-Mental Health
(2017-May)

Headspace is a
gym membership
for your mind
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Virtual Settings applications have already demonstered to have the potential for
instance to improve the quality of health care.

Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Virtual Settings

WEVER Virtual Settings are not simply a technology but a
/ complex technological and relation process
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Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Virtual Settings

Number of published papers
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Source: www.scholar.google.it. Retrieved the 10-June-2017
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Virtual Settings

The Virtual Settings can be defined as

“Real or simulated Environment in which a perceiver experiences
telepresence”

where telepresence can be described as the “experience of Presence in
an environment by means of a communication medium”

ik TETHULAD)

Steuer, J. (1992). Defining virtual reality: Dimensions determining telepresence. Journal of
communication, 42(4), 73-93.
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One of the most cited factor underlying the potentials of VS is the
concept of “Sense of Presence”

Usually presence is defined as the “sense of being there” (Steuer, 1992)

Or as the “feeling of being in a world that exists outside of the self”
(Riva, & Waterworth, 2003)

& FiETHULAD)

lisselsteijn, W. A., Lombard, M., & Freeman, J. (2001). Toward a core bibliography of
presence. Cyberpsychology & Behavior, 4(2), 317-321.
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Moreover, it is now widely acknowledged that Presence can be
considered as a neuropsychological phenomenon (Riva, 2004 for a
revision).

¢ ViRTHULAE)

lisselsteijn, W. A., Lombard, M., & Freeman, J. (2001). Toward a core bibliography of
presence. Cyberpsychology & Behavior, 4(2), 317-321.
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In particular, the Presence can be modeled as a defining feature of the Self,
elated to the evolution of a key feature of any central nervous systems
Riva, 2003)

S [
N J

The embedding of sensory-referred properties into an internal
functional space.

N VIRTHULAER)

Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Meaning-as-comprensibility refers to extent to which the event fits with
our view of the world (e.g., as just, controllable, and nonrandom),
whereas meanig-as-significance refers to the value or worth of the event
for us (Janoff-Bulman, 1997).

& FiETHULAD)

Janoff-Bulman, R., & McPherson Frantz, C. (1997). The impact of trauma on meaning: From meaningless
world to meaningful life.
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sychologial Effects that should be considered in order to understand the
VS potential

4 N

Deindividuation dynamics

Real Self Disclosure

Ghost Emotions

Reputational Heuristics

Collective Intelligence Heuristcs

Bubble effect and Echo chamber effect
Derealization by means of sensorial stimulation
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Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Such a state produce a tendency to adopt local social norms, and to conform
more to the social pressure, in order to “reduce” the deindividuation state.

N VIRTHULAER)

Postmes, T., Spears, R., & Lea, M. (1998). Breaching or building social boundaries? SIDE-effects of
computer-mediated communication. Communication research, 25(6), 689-715.
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Real Self Disclosure is elicited by computer mediated communications
(CMC) while the Actual Self Disclosure is reduced.

Such a phenomenon is beyond the awareness of the subjects, and is the
opposite of what happens in real environments (i.e., face to face interactions).

. ViRTHUL AD)

Joinson, A. N., & Paine, C. B. (2007). Self-disclosure, privacy and the Internet. The Oxford handbook of
Internet psychology, 237-252.
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Phantom Emotions are the product of two psychological phenomena

Y~ N
/ 1. The natural tendency, based on personal needs and wishes, to fantasize (i.e., organize the
\&ity) and close gaps in subjectively important information in ambiguous situations;

2. And the common use of a made-up persona to represent one's identity in virtual
environments.

An individual online genuinely experiences an emotion - be it attraction or
repulsion, lust, love, hate, or jealousy, for adaptive reasons - although these
emotional sensations are based, in principle, on false objective foundations.
Moreover, not only is the external information inaccurate (or entirely false), but
the personal emotions are elicited (or triggered) by illusionary objects momentary
believed to be authentic and real.

=
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Barak, A. (2007). Phantom emotions. Oxford Handbook of Internet Psychology, 303.
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Reputational Heuristics biases our on-line behaviors, reasoning and social
perception.

/" Goed Reputation Bad Reputation
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In virtual environments reputation tend to polarize and in general to be
maintained (has a certain inertia), because of the absence of other reliable cues
provided by the communication environment.

N TRTHULAB)
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Duradoni, M., Bagnoli, F., & Guazzini, A. (2016, September). Non-trivial reputation effects on social decision making in
virtual environment. In International Conference on Internet Science (pp. 115-122). Springer International Publishing.
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Collective Intelligence Heuristics biases humans’ tendency to
cooperate/compete with others.
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Human Beings

Cooperation
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Rational Agents

Difficulty of the proble>m

The harder the task is perceived, the greater will be the tendency of the
subject to cooperate with others.

N VIiRTHULAB)

Stefanelli, F., Imbimbo, E., Bagnoli, F., & Guazzini, A. (2016, September). Collective Intelligence Heuristic: An
Experimental Evidence. In International Conference on Internet Science (pp. 42-54). Springer International Publishing.
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leter Bubble eﬁ‘ect and Echo chamber effect

Filter Bubbles result from personalized searches when a website algorithm selectively guesses what
information a user would like to see based on information about the user (such as location, past click-
behavior and search history). As a result, users become separated from information that disagrees with their
viewpoints, effectively isolating them in their own cultural or ideological bubbles.

An Echo Chamber is a metaphorical description of a situation in which information, ideas, or beliefs are
amplified or reinforced by communication and repetition inside a defined system.

ViRTHUL AB)

Pariser, E. (2011). The filter bubble: What the Internet is hiding from you. Penguin UK; Flaxman, S., Goel, S., & Rao, J.
M. (2016). Filter bubbles, echo chambers, and online news consumption. Public Opinion Quarterly, 80(S1), 298-320.
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Derealization and Dissociation
induced by means of sensorial stimulation

VIRTHULAB)

Aardema, F., O'Connor, K., Cété, S., & Taillon, A. (2010). Virtual reality induces dissociation and lowers sense of
presence in objective reality. Cyberpsychology, Behavior, and Social Networking, 13(4), 429-435.
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The Virtual Settings as “False Friends”

X /N \ VS allows structuring experiences like a special and protected
4
” environments. In short, the subjects feels safe in the virtual situation and,

% .\ stpported by the system, can face the feared context at his own pace and
' without risks.
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Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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The Virtual Settings as “False Friends”

Bowlby’s “Safe Base”, or Kelly’s “as if”, i.e., a place where is possible to

The virtual scenario is, actually, a “safe base” that the WEB offers to the subject
and from which he/she can freely explore, experience, feel, live, revive feeling
and/or thoughts being these either current or past.

By means of this training, the person realises that the world and the self that
he/she assumed as something absolutely fixed, given, ended, actually is not more
than a simulation, an interpretation that can be altered (Tart, 1990).

N ViRTHULAD)

Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Virtual Settings

The Virtual Settings as “False Friends"”

VS allows Role-Playing

A basic strategy used, likewise, in all therapy orientations is role-playing, e.g., Moreno’s
psychodrama, Wolpe and Lazarus’ behavioural role-playing, Kelly’s fixed role therapy.

The fact of being able to get out of one’s own skin and place in some other’s person skin or some
“other self” seems essential to achieve a change of beliefs, or said from Watzlawick’s perspective,
to be able to change an event from one class to another.

Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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The Virtual Settings as “False Friends”

VS allows to grade the situation in such a way that the subject can move forward from the easiest
T performances to the most difficult ones.

72

;' \ VS allows to Grade Experience

-7
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Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Virtual Settings

The Virtual Settings as “False Friends”

VS allows a “potential” effective assessment of all possible sources of
personal efficacy that are contemplated by Bandura

VS is an excellent source of information concerning personal efficacy in the performance achivements ambit,
since numerous contexts for practically assuring the success to the patient in each of his/her “virtual
experiencies” can be designed and, moreover, difficulties, challenges or occasional failures to be overcomelater
on by the patient can be planned.

According to Bandura, once strong expectations of efficacy have been established through repeated succes, the
probable negative impact of occasional failures will be reduced

Q‘L‘t:—si
Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Virtual Settings

The Virtual Settings as “False Friends”

VS allows persons to go beyond reality

Q&L‘t'si
Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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The Virtual Settings as “False Friends”

VS exposure to external stimuli is more immersive

VS exposure is also usefull for ethical issues

a a
Ethical Legal

K g
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Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.



”pﬂ@qp»»._

Forum Droghe, CNCA, CTCA, Cesda
Summer School 2017 - Firenze 9 Settembre tt ;£§pm.c

Virtual Settings

The Virtual Settings as “False Friends”

In general
Simulation of the reality, through a process of experiencing and re-

"’ xperiencing the same situation (even coming from a simple imaginary task
conducted by chat or videoconference)

Virtual
Training Lab

AN

permits gerating new internal models (or modifying existing models) about
the world, and about subject’s possibilities in his/her interaction with that
world

T 1’

Riva, et al. (2004). Cybertherapy Internet and Virtual Reality as Assessment and Rehabilitation Tools for
Clinical Psychology and Neuroscience.
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Questions are Welcome!
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