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Highlights of Project EVER
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Implementation

Ea r|y Detection ¢ Electronic assessment on integrated mental health and risk
of taking drug

d nd P Feve ntion e Community / school based assessment

Activity-based low-intensity resilience building intervention
modules

Educational workshop with virtual reality experience
Low intensity counseling and drug risk management

Drug free virtual reality motivational enhancement

H|gh |nte nsity e Career skills training program
¢ Cognitive Behavioural Therapy and Positive Psychology
Therapy

counseling
¢ Clinical mental health and medical support service




Early identification and assessment




Early identification and assessment




Early identification and assessment
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Interventions for high risk youths




Therapeutic interventions with
virtual reality experience aid

- ' g ! What we think affects
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Local
community

~ + Stepped — care
model — Resource
conservation

 Early detection of
drug abusers and
mental health
patient

Existing
services

e Mutual support on
services (Mental
health + Drug
rehab + Medical)

e Establish a new
intervention
approach aid (VR)

/
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Benefits of Project Ever

Professional
development

» Developed
protocol and
assessment
platform can be
sustained

* Products to be
shared




Development of VR experience

Background

Virtual Reality Exposure Therapy (VRET) emerged since 1990s with
technology advancement (Maples-Keller, Bunnell, Kim & Rothbaum,
2017)

It consisted of auditory, visual, and tactile cues within an interactive
computer-generated environment( Wiederhold, & Wiederhold, 2010)

Increasing research evidence supporting the feasibility and
effectiveness on the use of VRET on difference mental health
conditions including anxiety related disorder, schizophrenia, acute
and chronic pain, addition, eating disorders and autism (Maples-
Keller, et al., 2017)

Crucial components: Sense of presence




Development of VR experience

Rationale
VR experience for public education

Expose to a social situation when they
experience peer pressure to take drug

Possible sensory experience after taking
drug



Development of VR experience

Rationale

VR experience for counselling and relapse
prevention

Provide an opportunity for participants to expose
the situations when they experience pressure to
take drug in high risk place

Pressures from peer, work, family and daily life



Features of VR experience
(non-clinical)

« Pay attention on physical reaction

* Focus on worker's debriefing:
- REVRERTHNEZZSEE? IRSEE? HEE?
— VRiziE - SFERBEM—iEEm?
- VREERaT -  SFERBKSEEEMRE/ER?
— STRVREERBRIRAEEKR
— WRE FRREESIFR - (RSN EIE?
- REGIRHIERREEEERZ?
— VREZREEZII/RIBIMNE K= E TG ?

- RHECL) ERkEZEE - 2) BREGRSRENMDE - 3) ABEHE
BREBEEA?




VR experience




Features of VR experience
(Clinical)

Pay attention on physical reaction

* Counseling (CBT)

_ REVREERDHEIESHE ?

- AVRERTHBERZEERETEP  MWEENZEME? (EEEA
QIE@EEZ&EH)

- TEEF - REEERBE —ERENSIE - MMENIERE ?

- HREH—ERENSE  E2GIENRKEESmuER ?

- e FBREEE . TIEENRBE T FB2NENEE

— R FRIBERITREARAZBEER

— WEE S fERHEEESEN B E)EEE (Automatic thoughts)
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A validation Study on a Sense of
Presence in a Chinese Sample in HK

« To examine the psychometric properties and
factor structure of the Traditional Chinese
version IPQ(E # 2 = E B R[G5, Virtual Reality
Authenticity Questionnaire)

« To examine the validity of the Traditional
Chinese version IPQ by investigating Its
relationships with self-reported measure on
subjective distress level and outcome measures
on VR exposure

 Motivation, Visualization, Concentration



IPQ(ERESEE RS, Virtual Reality
Authenticity Questionnaire)
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Case Study
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Limitation of VR Production

Physical reaction
Gender

Age

Effects after taking drug
VR technology



Products to be sustained
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Online Comprehensive Assessment System
for Youth Behoviour ond Mentol Health
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Questions and Answers
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