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Background

Study design

• In cognitive restructuring (CR) 3, patients learn to
identify, question and adapt negative automatic
thoughts (ATs)1, 2. CR in face-to-face sessions is
complex for patients due to the high cognitive abilities
required.
• Virtual reality might help with CR by real-life
experience of situations that may trigger ATs in situ.
Therefore, we developed “Lunchroom Zondag”, a
virtual reality (VR) application which may trigger
negative ATs.
• Emotions resulting from negative ATs can result in
physiological arousal indicated by subjective
distress, increased heart rate and skin conductance4.

• Experimental crossover design
• Healthy student sample (16-35 years old, no
epilepsy, no CBT treatment in previous year)
• Aim: 40 participants
• 2 stimulus sets (A and B), each consisting of 3
scenarios that will be presented either in VR or F2F
• Participants receive both VR and F2F CR with order
of delivery mode and stimulus set being randomized
• Arousal measured in every group
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Research Question
Does exposure to situations that may trigger negative AT
in Lunchroom Zondag result in higher subjective and
physiological distress compared to classic face-to face
CR?

Measures of arousal

Self-report measures
•
•
•
•
•

VR
Stimulus set A

• Subjective perception of arousal
• Heart rate (HR)
• Skin conductance (SC)

Depression and anxiety (HADS)
VR sickness (SSQ)
Negative ATs (DAS-A)
Positive and negative affect (PANAS)
User satisfaction (SUS)

The application
• Lunchroom Zondag was developed in co-creation
between game developer IJSfontein, ARQ centre for
psychotrauma, and the Vrije Universiteit using a
participatory design.
• The application is developed for use in face-to-face
settings.
• Clients play a waiter in a “Lunchroom” and are
exposed to 16 different scenarios (e.g. all of a
sudden, people are laughing – at you?).
• Via their dashboard, the therapist can see what the
clients see and observe how they react.

Project status
• Initial usability pilot completed in 2018
• Focus groups with therapists completed in 2018
• Recruitment for pilot with physiological measures
will start in summer 2019
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