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INTRODUCTION

At C2Care, we provide professionals with an
innovative tool to support patients in managing
emotional difficulties such as specific phobias,
anxiety, addictions, and social phobias. Our
solution is based on CBT and brief techniques,
which are considered among the most effective

approaches according to scientific criteria.

Patients can face their fears in situations that
are difficult to reproduce within a healthcare
setting and benefit from an immersive and
interactive tool that enables engaging and

personalized work.
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Thanks to many years of collaboration with university hospitals,

hospitals, and clinics, we continuously improve our solutions to meet

professionals’ needs and integrate the latest technological and scientific

advances, ensuring innovative, cutting-edge solutions for optimal

support.



OUR KEY AREAS




SPECIFIC PHOBIAS

Virtual reality has been used for more than 30
years by psychologists and psychiatrists to

expose patients to their phobias.

It helps overcome the logistical limitations
associated with in vivo exposure while

maintaining the effectiveness of this approach.

Through progressive exposure that can be
adjusted according to the user’s anxiety level,

they can progress at their own pace and

develop new responses to the object of their

phobia.
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SOCIAL PHOBIAS

Our environments recreate a wide range of
specific situations: speaking in public during a
work meeting, in a classroom or lecture hall,
attending a job interview, going on a date,
attending a party with friends, or talking to a

stranger.

Thanks to artificial intelligence, patients can
interact with the virtual characters they
encounter in these environments, providing a

unique opportunity to practice interacting with

strangers in a realistic and controlled setting.
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ADDICTIVE BEHAVIORS

Our immersive environments recreate everyday
situations in which patients may typically use a
substance or engage in addictive behavior. The
integration of triggers associated with these
behaviors makes it possible to work specifically
on automatic thoughts and related behavioral

patterns.

By interacting directly with virtual characters
associated with the addictive behavior, patients
can address its social dimension and be
exposed to situations similar to those

encountered in real life.
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GENERALIZED ANXIETY

Anxiety can manifest in very different contexts from
one person to another. It is therefore essential to offer
a wide variety of situations in order to adapt exposure
and address different aspects of anxiety. For this
reason, C2Care offers numerous immersive
environments that allow users to progress at their own

pace.

As a complement to exposure situations, C2Care also
offers environments dedicated to relaxation and

cognitive stimulation. Immersive settings such as a

forest, the Northern Lights, or an underwater

experience can promote calm and emotional OUR ENVIRONMENTS

regulation. Puzzle games can also be used to work on

attention, memory, concentration, and cognitive Underwater Forest Northern

) Asian Garden Seaside
Experience Walk Lights

flexibility in an immersive environment.
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WHY IS IT EFFECTIVE?

1 SENSE OF PRESENCE
2 REPEATED EXPOSURE
3 PROGRESSIVE DIFFICULTY
4 PERSONALIZED EXPOSURE

5 ENGAGING AND INTERACTIVE



HOW THE SOFTWARE WORKS

Step 1 Step 2 Step 3

| comfortably seat the | select an environment and | monitor the patient’s
patient and put the VR start the exposure. progress in real time and
headset on them. adapt the scene according

to their needs.
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