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Virtual Reality in Mental Health Care



Elaborative theurapeutic management

A treatment method with proven efficiency

Therapy accessible to everyone

An adaptive technology

The future of non-drug treatment methods

What is Virtual Reality Exposure Therapy?



Introduction

INTRODUCTION

Mental Heath 2.0

Mental health refers to a person’s condition with regards to their psychological and
emotional well-being. Managing mental health issues requires appropriate action and
care.
Today the mental health treatment field is going through a structural change, that
puts emphasis on non-drug alternatives to traditional drug treatment in order to
minimize negative side effects that drugs use may create. In the forefront of this
change, Virtual Reality Therapy is acting as a leading technique.
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Summarized, virtual reality can be described as an application that allows a user to
interact with virtual environment.
In a theurapeutic context, virtual reality is an alternative and optimized method that
is based on CBT-priciples. Virtual Reality makes it possible to recreate axiety
provoking environments, that triggers dysfunctional emotions among patients.
Working with these emotions, eventually makes desensitization possible, which is the
psychological process where the patients responses to these anxitiey provoking
stimuli diminishes after repeated exposure.

VRET: a new approach in mental health treatment



• What is Virtual Reality VRET?
• VRET techniques
• Advateges of VRET
• Research about VRET

Part I : Virtual Reality Exposure Therapy VRET

• How to become a therapist specilized in VRET ?
• What training is required?
• Why become one?

Part II : Become an expert on VRET
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AGENDA

• Discover virtual reality environments in images –
• The C2Care Treatment programs

Part III: Immersion in Virtual Reality

Solutions
Contact

Part IV : C2CARE – Your VRET partner



Virtual Reality Exposure Therapy
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Until recently, there were two techniques to

confront the fears: In reality or by imagination.

These techniques are limited, since it may be hard

to access the desired environment , or to imagine

them. This is why clinicians and reserachers has

turned to Virtual Reality, to get access to these

exposure situations.

This is how the 4:th wave of CBT was born –

Virtual Reality Exposure Therapy.

CBT is to this date, the only of therapies that has

been validated scientifically. Recommended by the

health authorities, these therapies use cognitive

and behavioral methods to treat mental disorders.

The principle is logic: patients gradually confronts

the stimuli that generates dysfunctional emotions,

until they eventually overcomes them, or experice

a reduction in negative emotions. This process is

called habituation.
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WHAT IS VRET?

4:th wave of cognitive beavioral therapies



Virtual Reality Exposure Techniques

Habituation : exposure until significant decrease
in dysfunctional response (anxiety, craving..)

Repetition : until the dysfunctional response
dissapears

Systematic desensitization : relaxation in virtual
reality followed by an exposure

Activation of the limbic system upon exposure to 
synthetic stimuli

Gradual change : progressive exposure to stimuli
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Efficiency
Same theurapeutical benefits as 

In-vivo exposure

Fast
Speeds up the 

process

Ergonomical
Multi patient use

Control
Therapist is in full  control

of the sessions 

Confidential
The session takes place inside 
the medical office

Accessible
Immediate immersion into
exposure environments

Safe
No real dangers in 
the environments

Playful
Increases engagement
in therapy
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The advantages of Virtual Reality



Virtual Reality (VR) enriches scientific research with a new paradigm 

involving  human-computer interaction. The scientific studies about VR 

has multiplied during the last years. 

In the field of Psychopathology, numerous studies from a therapeutic 

perspective provides convincing evidence that this method is effective.

A lot of interest from the academic community has ben put into 

studying the patients transition of learning from the virtual world to 

daily life. 

Thanks to these results, we have necessary scientific guarantee for 

these applications

+
SCIENTIFICAL RESEARCH
ON VRET
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Méta-analyse “TERV présente une stabilité dans le temps aussi importante que les thérapies classiques, 

efficacité égale tcc dans la prise en charge des troubles anxieux (Opris, 2012)”

Agoraphobia (North, 1994)
Significant decrease in anxiety and avoidance

Acrophobia (Emmelkamp, 2002)
VRET VS CBT
Equal efficiency

Arachnophobia (Garcia-Palacios, 2003)
Significant decrease in anxiety and avoidance
Maintaining skills for 6+ months

Social Phobia( Geraets, 2019).
Significant decrease in anxiety about social interactions, depressive symptoms and 
significant improvement in quality of life.

On Vietnam War veterans (Rothbaum, 2011)
Significant decrease in anxiety and depressive symptoms, maintained at 
6+ months

(Roy, 2016) 
Significant reduction in tonsil activity in war trauma

#10

SCIENTIFICAL RESEARCH ON VRET- ANXIETIES

Phobias Post Traumatic Stress Disorder



7

#11

SCIENTIFICAL RESEARCH ON VRET - ADDICTIONS

Substances

Tobacco :

Lee and al. (2003)
In virtuo exposure was as effective as in in vivo exposure to promote cravings

Alcohol :

(Ghita, 2018)
TERV effective in the short and long term, maintenance of abstinence at 3+ years

(Cho al., 2008)
Significantly greater motivation for change in the group (VRET) therapy,  compared 
to conventional therapy

Gambling (money):

(Chretien, 2018)
Significant reduction of dysfunctional thoughts via VR-therapy than by 
imagination

Gambling



BECOME A VIRTUAL REALITY THERAPIST
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To effectively use virtual reality exposure software, it is recommended to have the 

knowledge of the fundamentals of behavioral techniques. More particularly, the 

techniques of exposure are the theoretical bases which will be most essential to you 

in the practice of VRET. 

VRET training courses provide, in addition to the methods essential in virtual reality, 

the fundamentals of cognitive behavioral therapy.

+
REQUIRED TRAINING

Book a training: 

Online training, C2Care, 1,5h (techniques and medical)
Book at: Myc2care
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https://my.c2.care/login
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Méta-analyse “TERV présente une stabilité dans le temps aussi importante que les thérapies classiques, 

efficacité égale tcc dans la prise en charge des troubles anxieux (Opris, 2012)”

Virtual reality is on the verge of becoming mainstream. Increasingly used in
hospitals and clinics, this tool is being implemented in multiple treatment
environments. Training and equipping yourself with this technology today
means responding appropriately to the requirements of tomorrow. Since more
and more establishments are equipping themselves with VR-devices, the
specifications for recruiting therapists are changing to meet the requirements
of current clinical practice.

Virtual reality offers a vast range of exposure environments, making
up for the shortcomings of in vivo exposure. From the therapist's
office, the patient can be virtually exposed to a plane trip, at the top of
a building, facing a spider or transported into a universe for relaxation
without a time loss due to difficult or even impossible accessibility of
these phobogenic environments and / or stimuli.
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WHY BECOME A THERAPIST SPECIALIZED IN 
VIRTUAL REALITY?
A skill for the future Time is money

Today, mental health is increasingly considered by public authorities. The
impact of mental disorders is finally recognized as a disease in its own right.
This consideration results in the multiplication of care systems and training for
healthcare professionals. Virtual reality is fully part of cognitive behavioral
therapy, recognized as the only therapy with scientific validity.

Stand out, be innovative and treat patients

Non-drug therapies are increasing in popularity, and for good reasons.
Facing the risk of negative consequences of medication, professionals
and patients are looking for alternative solutions. VRET is part of this
process and complements the therapists trained with this method.

Favor non-drug treatments



IMMERSION INTO THE C2CARE VIRTUAL 

REALITY ENVIRONMENTS
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ANXIETY PROBLEMS

Social Phobia

Specific Phobias

The software functionalities allows a gradual change of exposure so the
patient can be confronted with the feared situation controlled and safely.
Some options among many are: Visual and verbal interactions with
avatars, modification of facial expressions of virtual characters, and for
the patient to do presentation in front of an audience. A module
dedicated to school phobia offers the possibility of exposing a young
audience to their most resistant anxieties.

The environments have been designed with emphasis to prioritize
phobogenic situations. For each target phobia, the therapist will have the
possibility of gradually changing the exposures. Virtual reality optimizes
the accessibility of environments, situations, objects or animals by
overcoming the limits of exposure in vivo. Specific phobias are also
treated thanks to adapted environments: insects, animals, heights,
airplanes, enclosed spaces, driving, etc. This software has been
developed to meet the therapeutic needs of the most common phobias.
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ANXIETY PROBLEMS

Agoraphobia

PTSD

Agoraphobia, whose active dysfunctional processes make in vivo
exposures complicated, finds a solution with the C2Phobia software.
City, public transport, shops are virtual places in the software where
patients can be gradually exposed in order to regain normal social and
professional functioning. The therapist will benefit from optimal control
over the exposure situations and their graduation.

The treatment of Post-Traumatic Stress Disorder is based on the need to
visualize the context of birth of the trauma. One of the most relevant
responses to this “challenge” is virtual reality. C2Care has developed
environments that recreate the most widespread trauma contexts. In
order to meet the individual needs of each patient, there are functions to
add photos and videos to customize environments. Treatment by
bilateral visual stimulation is also a technique that can be transposed into
virtual reality, which therapists can benefit from with the C2Care
solution.
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ADDICTIONS

Substance addiction

Gambling addictions

This application helps finding relevant answers through its different
functionalities: exposure to multiple underlying causes of cravings for
cigarettes, alcohol, marijuana and cocaine. Synthetic stimuli in this app
creates dysfunctional thoughts and beliefs related to addiction, to
maximize cognitive restructuring potential. To even better work on the
problems that the behavioral response creates, add cardiac coherence
exercises to the temptations given in the application

This application makes it possible to place the patient into a virtual
casino. This interface solves the practitioner’s problem by accompanying
the patient into a real-life gambling environment. Here the practitioner
can follow the cognitive and behavioral changes experienced by the
patient in this environment. Craving stimuli that is presented in this app
ranges from slot machines, facial expressions of the avatars present in
the gambling environment and more.
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TCA

Dysmorphobia

Food craving

In this app – the Silhouette Test has been reproduced to a virtual
environment. The immersion presented in the VR-environment promotes
accuracy to the evaluation by acting as an additional qualitative
diagnostic tool. Thanks to this test, you can assess the severity of the
dysmorphophobia or get informed about irrational body-expectations by
the patient. In order to correct cognitive distortions linked to body
image, an environment reproducing a virtual body that can be modulated
by BMI in front of a mirror is included in the C2Nutri application. This
application also makes it possible to increase awareness of the disorder
by confronting the patient with his real silhouette in comparison with the
self-perceived silhouette.

Simulating food craving made possible thanks to VR. Here the patient
can be exposed to supermarket shelves, multiple food stimuli (sweet,
salty), apartment full of foods. The patients will be able to benefit from
cognitive and behavioral treatment. Being placed in front of food stimuli
and temptation situations – whose accessibility is maximized by virtual
reality. patients will be able to apply the therapeutic strategies taught by
the practitioner. The “ecology” of the environments will facilitate the
transfer of learning and thus optimize the patient’s personal and mental
empowerment.
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TCA

Nutritional education
As a care giver, you are through the C2Apps connected to malnutrition
able to compose “e-meals”, that gives you immediate feedback on
nutritional knowledge of the patient. This makes you able to assist in the
assessment and reintroduction of “banned” foods for the patients, by
exposing them to the food craving. This learning module is a
multidisciplinary tool. It’s use is conceived through the prism of
nutritional education and adapted for different professionals: nutritionist
doctor, dietitian, psychologist, nurse. In addition, this application is
intended for a large patient base: people suffering from obesity or
anorexia, bulimics, compulsive eaters and diabetics …
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RELAXATION

Manage emotions and relax

Multi-sensoriality thanks to virtual reality

Numerous environments offered will allows you to initiate positive
emotions and establish a state of tranquility. Optimize your mindfulness,
sophrology, hypnosis or relaxation sessions with environments resulting
from the collaboration between our scientific team and specialists.
Whether they take on a pathological character or even simply be are a
shadow in the daily lives of your patients, the symptoms of stress and
anxiety is treated in the C2Hypno app.

In order to facilitate patient support and meet their needs, C2Hypno
offers multiple environments (mountain, sea, forests, parks, etc.). The
virtual places visited are enriched by auditory stimuli consistent with the
environment (birdsong, sound of waves, etc.) and will facilitate
immersion and the feeling of presence.
You can customize the applications with the hypno option: activate a
soft and soothing speech or enhance your session with classical music.



C2Care – your VRET partner
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We develop, under the guidance of university medical teams and 
healthcare professionals, therapeutic software based on exposure 
therapy.

All software are classified as Class 1 Medical Devices.

We have developed several care modules, a teleconsultation platform 
and have the ambition to develop new innovative solutions, with the 
aim, always, of simplifying access to health care, and in particular 
mental health.

ABOUT C2Care
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OUR SOLUTIONS

More than 180 
environnements in VR

VR-training MyC2Care to facilitate 
the use of the software

• Produced in collaboration with more
than 25 teams of academics

• VR scenes customizable according to
the patient’s needs

• Patient follow up

• Support for easy and quick integration

• Training of your teams (health
establishments)

• Distance support

• A dedicated platform for the therapist

• Launch and follow-up of facilitated
exhibitions

• Access to all environments and all updates
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Public or private health establishments Nursing homes and care homes

Individual Group therapy Distance treatment

Multiple usage scenarios

Solutions adapted to healthcare professionals

Independent health professionals



VIRTUAL REALITY AT THE SERVICE 
OF HEALTH

Do you want to equip yourself?
Contact us

Bât A - 1er Étage 
Place Besagne, 83000 Toulon
France
contact@c2.care

+33 04 83 57 51 58

www.psy.c2.care
CREATE AN ACCOUNT

https://my.c2.care/login
mailto:contact@c2.care
https://psy.c2.care/en/

