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Introduction

The TRAIVR project is co-financed by the European Commission under the "ERASMUS
+ KA2 - Cooperation for innovation and the exchange of good practices" line, specifically
"KA204 - Strategic Partnerships for adult education". It aims to develop Strategic
Partnerships for adult education with virtual reality as an innovative solution to help

vulnerable groups (refugees and substance users).

The current project aims to bridge the language gap and facilitate rehabilitation for
refugee probationers with substance use issues by developing a VR programme to
enhance their coping skills. Substance use will manifest a lack of problem-solving skills,
and the target group will be identified based on this criterion. VR's interactive learning
environment allows participants to engage in and practice skills, thus providing superior
adult learning opportunities, overcoming language barriers, and maintaining

confidentiality.

Furthermore, the VR scenario's adaptability to various languages makes it cost-effective.
The technique possesses preventative power as the same scenario can be utilized in
standard settings. However, VR development demands substantial effort in content
preparation, scenario creation, VR modelling, and training application for refugee
probationers, necessitating collaborative work. Given that language barriers are
widespread, international attention is crucial for solution implementation. Not only will the
project enhance the management quality of refugee offenders, but it will also propose a
solution and serve as a model for training non-natives. Ultimately, the project's end
product could also be a preventative tool for refugees, equipping them with problem-

solving skills before encountering risky situations.

This report marks the conclusion of the TRAIVR project, incorporating insights gathered
from the needs analysis, theoretical knowledge, and very importantly, the practical
experiences particularly with the pilots, the findings provided by the pilot studies, the staff
training and the training events (C1 and C2). Through all these endeavours, the TRAIVR
consortium have acquired valuable suggestions, recommendations, and identified areas

for improvement in the utilization of VR technology.
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The report is part of the |07 - Assessment of Change in the Stress Management
Skills of Refugee Probationers - based on the pilot studies conducted on substance-
user refugee offenders from Turkey and Portugal between November and December
2023.

Moving forward, it is intended to share the lessons learned from this project to inform
and enrich future initiatives. This report will serve as a foundational document, integrating

our experiences and findings to enhance VR solutions.
Foundations for development

The background data (IO1 and 102) served as the foundation upon which the
development of TRAIVR's manual for scenarios (I03) and the creation of storyboards
and specific details (104) were built. By examining the best practices and up-to-date
literature on VR technology, the TRAIVR consortium gathered valuable insights for
ensuring the efficacy of the intervention, allowing an understanding of the potential of VR

in addressing the project objectives.

Simultaneously, conducting a thorough needs analysis with our target group was
equally crucial. By understanding their unique challenges, preferences, and
requirements, the consortium was able to tailor the approach to VR development to
directly address their needs, ensuring that the interventions were not only grounded in

evidence-based practices but also resonated with the specific needs of the target group.

Moreover, the significance of clear and simple storyboards cannot be overstated. This
tool served as a bridge between researchers and VR developers, effectively conveying
complex ideas and instructions in a manner that is easily understandable and actionable.
By ensuring that the storyboards were concise, visually engaging, and communicated

key concepts effectively, it was facilitated a smooth development process.

In light of this, it is imperative to highlight the importance of ongoing communication
between researchers and developers in order to ensure alignment of objectives,
sharing insights, addressing challenges, and fostering collaboration throughout the

development process. This consistency enables all parties to remain updated, adjust
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promptly to evolving requirements, and mutually drive the project towards a successful

outcome.

After the software was completed, partners tested it during face-to-face transnational
project meetings and provided feedback regarding its functionality, particularly what was
working well and what were areas for improvement (bugs, difficulties, etc). This feedback

was reported to Becure, who swiftly addressed and corrected the issues.

After the consortium validation, user testing was conducted particularly in training
events, in which were provided firsthand feedback on the usability and functionality of

TRAIVR, allowing to identify opportunities for improvement.

Insights collected from staff training, comprehensive stakeholder feedback, and pilots
played a key role in shaping the refinement process of TRAIVR. As a result,
adjustments were made to the scenario design to ensure relevance and engagement,
user interfaces were optimised for intuitive navigation and accessibility, and interactive
elements were fine-tuned. Hence, the consortium was able to enhance the overall

effectiveness and user satisfaction of TRAIVR.

Scenario Assessment Methodology

The TRAIVR partnership is dedicated to ensuring a thorough and effective
assessment of the project’s programme. Hence, an assessment methodology aims
to measure the improvement in specific skills addressed within each scenario, utilising

pre and post-tests.

To achieve this, a thorough identification of the skills targeted in each scenario was
conducted. This involves a detailed analysis of the objectives and learning outcomes
associated with the scenario. Existing assessments that align with the identified
skills were reviewed. These assessments are validated tools widely recognised for

measuring the specific skills targeted in the scenarios.

From the selected assessments, 2-3 questions per skill were extracted to form the basis
of the pre and post-tests. These questions were carefully chosen to gauge the
participants' proficiency in the targeted skills before and after engaging with the TRAIVR

programme.
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Participants' responses to the pre and post-tests are collected and analysed. This data
provides valuable insights into the baseline proficiency of participants and the
potential improvements in skills resulting from their engagement with the TRAIVR

scenarios.

A quantitative analysis is performed on the collected data to measure the statistical
significance of any observed changes. This analysis helps determine the effectiveness
of the TRAIVR programme in enhancing the targeted skills. In addition to skill
development, a more nuanced understanding of participants' experiences and

perceptions regarding the program is included.

In all, this methodology results in two surveys, one to be applied before completing the
program, and the other after its completion. These surveys include the questions
extracted from the assessments concerning skills development, along with the

participant's experiences.

By employing this comprehensive assessment methodology, the TRAIVR programme

aims to provide empirical evidence of its impact on the participants.

The Assessment

Following an extensive review of the skills tackled within the VR scenarios, an evaluation
of various validated assessments applicable to this group was selected. Specifically,
cognitive reappraisal and expressive suppression were key indicators for this
methodology.

These dimensions were specifically chosen for their universality across all scenarios.
Not only do they offer a holistic perspective on participants' cognitive and emotional
states, but they also align with the need for a straightforward and concise

assessment process, recognising potential language barriers among the participants.

These selected skills encapsulate the core of the abilities addressed in the scenarios,

providing robust indicators to gauge the effectiveness of TRAIVR in achieving its

intended goals.
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’Cognitive Reappraisal: Cognitive reappraisal is oriented to the change in the
meaning of the situation; it involves changing the way we look at the stressful
situation to reduce the reaction associated with discomfort. This skill involves the
ability to reframe one's thoughts and interpretations of challenging situations,

fostering adaptive coping mechanisms (Garcia et al., 2023).

»Expressive Suppression: Acknowledging that the management of external
expressions of emotion is integral to successful interactions. This dimension involves
the regulation of outward emotional displays, enhancing interpersonal interactions

and mitigating potential conflicts (Garcia et al., 2023).

In line with this, the Emotion Regulation Questionnaire-Short Form (ERQ-S) (see
appendix 1) was chosen for this purpose. The tool is a 6-item self-report measure of two
key emotion regulation strategies: cognitive reappraisal and expressive suppression.
The ERQ-S is a short form of the 10-item Emotion Regulation Questionnaire (Gross &
John, 2003), the most widely used self-report measure of emotion regulation.

Originally developed in English, the ERQ has since been translated into 37 other
languages (Stanford Psychophysiology Laboratory?, 2023). The ERQ has demonstrated
strong psychometric properties across a range of general community, college, and
clinical settings, and across different countries or cultural groups (e.g., Preece et al.,
2020; Sala et al., 2012; Santos et al., 2021; Eldeleklioglu & Eroglu, 2015; Sadiq & AL-
Hadrawi, 2021; Wang et al., 2020). It is noteworthy to highlight that this tool is also key
in the TRAIVR intervention as it has been validated into Portuguese, Turkish (where
the national trainings will take place) along with Arabic (most refugees nationality,
especially in Turkey) (Santos et al., 2021; Eldeleklioglu & Eroglu, 2015; Sadiq & AL-
Hadrawi, 2021).

Corroborating the construct validity of the ERQ, self-reported scores on the
questionnaire closely correspond with expected emotional experiences and behaviours

as postulated by the theoretical framework (Gross and John, 2003), and much of what

1 https://spl.stanford.edu/papers

Erasmus+


https://spl.stanford.edu/papers

TRAIVR

is known about the role of cognitive reappraisal or expressive suppression in
psychopathology comes from research using the ERQ (e.g., a pattern of low cognitive
reappraisal use and high expressive suppression use on the ERQ usually being

indicative of emotion regulation difficulties; Preece et al., 2018).

In contrast to assessments requiring complex tools or an intricate understanding of
oneself, such as those measuring moral reasoning and refusal skills, the chosen
dimensions allow for a more accessible and streamlined evaluation. Their simplicity
facilitates effective measurement, ensuring that the assessment process remains clear

and comprehensible to the group, overcoming language challenges.
Assessment of change

The assessment mechanisms identified were implemented for the pilot studies,
allowing the partners to effectively monitor the performance and impact of TRAIVR post-
implementation. Specifically, changes in cognitive reappraisal and expressive
suppression were assessed, two key psychological processes targeted by TRAIVR.
Findings indicate improvements in these areas following the completion of TRAIVR,

demonstrating its efficacy in facilitating positive cognitive adjustments.

In addition to assessing cognitive processes, were also evaluated various individual
aspects to gather comprehensive insights into the effectiveness of the methodology.
This included assessing participants’ mood, their perceptions about VR technology, their
level of enjoyment and engagement with the scenarios, and exploring their overall
satisfaction with the intervention. These holistic assessments provided valuable
indicators of TRAIVR's effectiveness in enhancing participants' emotional well-being,

cognitive functioning, and overall engagement with the intervention.

Demographic data

The pilot studies were conducted on ten substance-user refugee offenders from Turkey.
In Portugal, five probationers were targeted without any refugee status conditions. This
is because Portugal does not have specific cases like those in Turkey, where individuals

possess all three specified characteristics simultaneously. It's crucial to note that, due to

10
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this difference, the VR scenarios were designed to effectively accommodate individuals
with all three specified characteristics (probationers + substance-user + refugee), as well

as those who do not exhibit all of them.

The pilot studies in both countries were conducted between November and December
2023. All participants are male, and a significant majority (12) are employed. The
average age of the participants is approximately 34.8 years, with a wide range of ages
from mid-20s to late 50s. This age distribution suggests a mix of participants, providing

a broad perspective on age-related experiences or viewpoints.

The predominant primary language among participants is Arabic, followed by
Portuguese. Other languages spoken include Russian, Urdu, and Swahili. This linguistic
diversity points to the varied cultural backgrounds of the participants and has implications

for communication and interaction within the study.

Marital Status: 5 participants are married, and eight are single, a substantial portion of
the group, and may reflect a younger demographic or those not currently in a marital

relationship.

Most participants have completed primary education, followed by those with secondary
education and a smaller number with higher education. One participant has no formal
education. This spread in educational attainment may reflect different access to
educational opportunities among the participants and could influence their perspectives

and experiences in the study.

VR DATA

12

10

The TRAIVR VR training allows

participants to go through four distinct

Count

scenarios, named after the setting, where .

they take place: the bus stop, café, official 5

institution, and park. Three of the four 5

scenarios —bus stop, the café, and the

employed
student
unemployed

park have a scoring system. Regarding
Employment Status

the pre and post-test analysis in Turkey,

n
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each participant underwent two pilots, allowing for two comparisons. In Portugal,

addressing participants at two different moments posed challenges. Therefore, an

effective approach was adopted, utilising an assessment tool to analyse individuals both

before and after the pilot.

Statistical analysis — Turkey

Game time

Participants' game time per scenario is, on average, 7:45 minutes, with a median of 8:07.

The most time spent was for the café scenario, with one participant spending over 20

minutes in the scenario. The data shows that players spend varying amounts of time in

different game scenarios. The Cafe and Bus Stop scenarios have the longest average

and median times, indicating there might be more engaging or complex parts of the VR

training. The Official Institution, with the shortest average and median times, might be a

simpler or less engaging segment, as participants spend, on average, less than three

minutes. The considerable range between the maximum and minimum times across all

scenarios suggests that player engagement varies widely, which could be influenced by

individual player preferences, game design, or difficulty levels of each scenario.

Park

01:43

Official institution

Cafe

Bus stop

Overall game

Game time: period of time spent in the scenario
(minutes and seconds)

00:00 02:24 04:48

Overall game
Min 01:43

o Max 20:27
m Median 08:07
W Average 07:45

Bus stop
07:49

10:09
10:09
09:33

Figure 1. Game time values
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On average, one participant needs approximately 31 minutes to go through all four
scenarios (more precisely, 31 minutes and 4 seconds, a number resulting from
calculating the average game time per scenario and summing the duration of all
scenarios). The maximum time spent on the VR platform was 33.6 minutes, and the

minimum was 20.5 minutes.

The range between the minimum and maximum times (about 13 minutes) suggests a
variance in how participants engage with or find their way through the scenarios. If the
goal is a uniform experience, the scenarios need adjustments to normalize the time
spent. Furthermore, the variation in times might also reflect differences in user
experience. For example, users who spend more time might be more immersed or

encounter usability issues.

Score

Participants scored an average of 20 points per scenario. The "Overall game" scores
range from 0 to 69, which is the widest range among all scenarios. However, the average
score is relatively low compared to the maximum, suggesting that while some players
may achieve very high scores, many do not. The "Park" scenario has the highest
median and average scores, both at 25, which could suggest that players generally
score well in this scenario. The "Cafe" scenario has the lowest maximum score at 12,
and both median and average scores are also 12. This indicates a low score variability
and suggests that players may find this scenario less challenging or that there's a
lower ceiling for the scores that can be achieved. The "Bus Stop" scenario shows a
wide range of scores from 3 to 65, with an average slightly higher than the median, which
might imply that while some players score very high, the majority score closer to the
median of 22. The Official institution scenario was removed from this analysis, as

participants do not receive score for this scenario.

13
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as it

shows which parts of the game are the most and least challenging for participants. The

data show that there are still opportunities to adjust the difficulty and scoring system to

improve player engagement and satisfaction.

Game score per scenario

0
Park ﬁ 69
12
o~ [ |
3
Bus stop f 65
24
Overall game 0 12
e 20

69

0 10 20 30 40 50 60 70

Overall game Bus stop Cafe Park
Min 69 3 12 0
m Max 0 65 12 69
m Median 12 22 12 25
m Average 20 24 12 25

Figure 2. Game score values

As such, the data indicate that the Café scenario could be scored differently, in order

to allow for variability in game score and to ensure participant engagement.

Furthermore, the Bus stop scenario shows a great variability in terms of scoring, which

means that it might be the most engaging to participants.

Correlation between game time and game score

Since there is a great deal of variability in terms of game time and game score, this

analysis aims to investigate the relationship between the two variables. Understanding

the relationship between the time spent in a game and the scores achieved can help

developers fine-tune game difficulty. If spending more time does not correlate with

higher scores, it might indicate that parts of the game are too difficult or not

intuitive enough, prompting a review of game design to enhance playability.

Furthermore, analysing how time invested affects scores can provide insights into player

engagement. If players are spending a lot of time but not improving their scores,

Erasmus+
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might become frustrated and stop playing. Conversely, if high scores are achieved too

quickly, players might lose interest due to a lack of challenge.

As such, analysing the correlation between game time and game score shows that for
the Café scenario, no correlation could be established due to insufficient variability in the
data. As it is evident in the table above, all participants scored 12 in the game, the only

variable being the game time duration.

The situation is different for the other two scenarios — that is, the Bus stop scenario and
the Park scenario, as both show a relationship between the time spent in the game and
the game score. As such, for the Bus stop scenario, there is a weak negative correlation
(coefficient of approximately -0.115), which suggests that as the game time
increases, the game score tends to decrease slightly. The relationship, however, is
not strong. For the Park scenario, there is a weak negative correlation (coefficient of
approximately -0.128), indicating a slight tendency for the game score to decrease as

the game time increases. Similarly to the Bus stop scenario, the relationship is not strong.

It is important to note that the weak negative correlations suggest there is not a strong
linear relationship between the time spent in the game scenarios and the scores
achieved. This could mean that spending more time does not necessarily lead to
higher scores or that other factors, such as game difficulty or player skill, have a
more significant impact on the scores than time alone. Nevertheless, these values
only measure the strength and direction of a linear relationship between two variables.
They do not imply causation; other factors not included in the analysis might influence

both game time and scores.

Scenario: Bus Stop Scenario: Cafe Scenario: Park

o -3
=) =)

I =

N N

B o

~

=)

N

S
-
I
N

w
o
Game Score
-
N
)
Game Score

Game Score

N
o

-

-

=
N
o

—

o
-
g
o

-
g
kS
=)

0500 1000 1500 2000 2500 3000 0 500 1000 1500 2000 2500 3000 3500 500 1000 1500 2000 2500 3000 3500
Game Time in Seconds Game Time in Seconds Game Time in Seconds

Figure 3: Correlation between game time and game score
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Choices in the VR scenarios

The Café scenario shows the least amount of variability in terms of choices. The dataset
contains information about the choices made by participants in the Cafe scenario for two
trials (First trial and Second trial). Each row represents a participant's choices in a trial,
including their ID, date, and three consecutive choices. As such, there is limited variability
in the choices participants make. Except for three instances out of 21 entries where
participants choose the option "Take drug," all other choices are to "Refuse drug" (see

figure below)

Cafe Scenario
Flow of choices
2023/1118 ds 9.52% (2)
2023/155 ds 9.52% (2)
2023/1569 ds 9.52% (2)
2023/1749 ds 9.52% (2)
2023/1756 ds 9.52% (2)

2023/1920 nkl 9.52% (2) First trial 52% (1)

— Take D % (1
2023/2416 ds 9.52% (2) Refuse Drug 95% (20) ake Drug 5% (1)
Refuse Drug 95% (20)
2023/3111 ds 9.52% (2)
2023/3549 ds 9.52% (2) g o Refuse Drug 95% (20)
Second trial 48% (10) Take Drug 5% (1)
2023/3550 ds 4.76% (1) Take Drug 5% (1)
2023/959 ds 9.52% (2)
ID Date Choice 1 Choice 2 Choice 3

Figure 4: Flow of choices in Cafe scenario

The limited variability of the "Take drug" choice, as represented also in the figure below
can be explained in terms of social desirability bias. This bias occurs when
participants respond in a manner that they believe is favourable or acceptable in the
eyes of others. In this case, the presence of authority figures such as probation
officers might have influenced participants to make choices that they perceive as
more socially acceptable or responsible, which in this context appears to be refusing
the drug. Since the VR training in Turkey was applied with the help of probation officers,
the authority relationship between counsellors and clients might have an effect on the

choices participants make in the trial. This influence can significantly impact decision-

16
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making, leading to less variability as participants might feel compelled to choose the

option they believe is endorsed by the officers.

For the Bus stop scenario, the figure below shows the flow of choices within the same
trial and from one trial to another. As such, 75% of participants chose in the first trial to
help the old man. In the same trial, the second choice was identical for all participants,
as all chose to help the pregnant woman. The third choice for 75% of participants was

to refuse the troubled man, while 25% chose to help him.

Bus stop scenario

Flow of choices
20231118 ds 10% (2)
20231 10% (2)
202301 0% (2)
Help the old man 7% (15)
- : # Refuse troubled man 75% (15)
1‘-‘% /
4 B A
202313549 48 10% (2) SRIEIN0] #
> Refuss the old man 25% (5)
—— Help the troubled man 25% (5)
2023858 ds 10% (2)
[+ Date Choice 1 Choice 2 Choice 3

Figure 5: Flow of choices in the Bus stop scenario

When comparing the first and second trial, it seems that the data shows a strong
tendency to help both the older man and the pregnant woman, with a perfect consistency
in the choice to help the pregnant woman across trials. There is minimal variability in

participants' choices, which could suggest that the scenarios lead participants to

Bus stop scenario - distribution of choices from first to second trial

Refuse troubled man

w
i
o

Help thetroubled man

Other choices g

6 R 10 17

=l
~
IS

Figure 6: Bus stop scenario - distribution of choices from first to second trial

17
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similar conclusions or that strong social norms or biases influence the decisions.
The absence of choices for 'Other choices' might point to a lack of compelling alternatives
to the presented options or a design of the scenarios that does not encourage exploring

those alternatives.

There is a slight increase in the number of participants who chose to help the older
man in the second trial (8) compared to the first trial (7). This could suggest that
participants are slightly more inclined to help as they repeat the scenario, perhaps
due to a growing familiarity with the situation or a change in their decision-making
approach after experiencing the first trial. The number of participants who refused to help
the old man decreased from 3 in the first trial to 2 in the second trial. This further
supports the idea that participants are more willing to help upon repeating the

scenario.

The number of participants who helped the pregnant woman remained consistent at 10
for both trials. This indicates a strong preference for this choice, suggesting that helping
the pregnant woman is seen as a clear priority or socially desirable action by the
participants. There were no participants who selected 'Other choices’ in either trial,
which could mean that the other options presented were not appealing or clear
enough, or that the scenario strongly guided participants towards the options of

helping.

The number of participants who helped the troubled man decreased slightly from the first
trial (8) to the second trial (7). This small change might not be significant but could
indicate a shift in decision-making or a redistribution of priorities when participants are
given a chance to re-evaluate their choices. Conversely, the number of participants who
refused to help the troubled man increased from 2 in the first trial to 3 in the second trial.
Although the change is minimal, it might suggest that some participants who
helped in the first trial decided to refuse in the second, perhaps to explore different

outcomes or because of reconsideration of the scenario context.

The official institution scenario helps players develop a deeper understanding of their
emotions, leading to better decision-making and better self-management.
Emotional intelligence allows players to understand others' emotions, fostering stronger

interpersonal interactions. ldentifying emotions also promotes emotional regulation,

18
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allowing players to make thoughtful, rational decisions, reducing conflicts and promoting

favourable outcomes.

Official institution scenario
Flow of choices
20231118 ds 10% (2)
2023155 ds 10% (2)
20231569 d= 10% (2)
20231749 ds 10% (2)
2023/1756 da.10% (2) Surprise 30% (8)
First frial 509 {10
2023/1920 nkl 10% (2] + I .‘&:“h o — h%( - Talk 20% (4)

2023/2416 ds 103 (2)
2023/3111 ds 10% (2) .

e
Eecond trial 50% (10} Anger 25% (5 ~ Call Guard 75% (15)
2023/3549 ds 10% (2)
2023/950 ds 10% (2} Sadness 15% (3) o Meditata 5% (1)
v Date Choice 1 Choice 2

Figure 7: Official institution scenario - scenario - distribution of choices from first to second trial

Each participant went through two trials where an emotional response (surprise, anger,
sadness, happiness) prompted different reactions (meditate, talk, call guard). The
positive choices (surprise and happiness) remained constant throughout the two trial but
reversed the distribution of values. As such, four participants expressed surprise in the
first trial, as compared to two participants in the second trial. Two participants expressed
happiness in the first trial, as compared to the four in the second trial. "Happiness" and
"Surprise" are associated with "Talk"™ in some instances, indicating a possible
scenario where participants felt more open to communication. "Anger" and
"Sadness" always lead to "Call Guard," suggesting a scenario where negative
emotions prompt a call for help or intervention. Several participants exhibit
consistent emotional responses and actions across both trials (e.g., ID 2023/1569 ds
with 'Anger' and 'Call Guard' in both trials). This could indicate a strong emotional

reaction to the scenario that is not easily swayed by repetition or reflection.

"Call Guard" is the predominant choice, which may reflect the design of the scenario
where calling for assistance or security is the most appropriate response within the

context of the scenario or the most straightforward choice presented. The choice to
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"Talk" or "Meditate" is less frequent, suggesting that these options might be perceived

as less effective or relevant in the scenario.

First trial ‘ Second trial ‘
Surprise 4 2
Anger 2 )
Choice 1 Sadness 2 1
Happiness 2 4
Talk 2 2
Choice 2 Meditate 1 0
Call Guard 7 8

Figure 8: Official institution scenario - distribution of choices

In the Park scenario, all participants went through two trials, with the exception of one
participant who chose to go through the VR scenario three times.

Park scenario
Flow of choices
20231118 ds 8.70% (2)
20237155 ds 13.04% (3}
202371569 ds 8.70% (2)
20231749 ds 8.70% (2)

20231756 ds B.70% (2)

20231920 nkl 8.70%....
Confront 21_74% (5)
2023/2416 ds B.70% (2) First trial 52.17% (12)
202373111 ds B.70% (2)
20233549 4.35% (1) =
" {10 — Ask Help 69.57% (16)
e B.70%2) O Third triad 4.35% (1) —
2023/3550 ds 4.35% (1) -
2023/958 ds 8.T0% (2) Exit 8.70% (2)
D Date Choice

Figure 9: Park scenario - scenario - distribution of choices from first to second trial

In terms of choice variability, it is interesting to note that in the first trial, participants
chose to either "Confront" or "Ask Help." The choice to "Confront" disappeared

altogether in the second and third trials, participants choosing the variant: "Ask

Help" or "Exit."
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Statistical analysis — Portugal

The pilot conducted in Portugal involved 5 people, which does not allow for a similar

statistical analysis as above.
Game time

Participants spent, in average, 7 minutes and 10 seconds in one scenario. For the whole

four scenarios, one participant would need, in average, 28 minutes and 40 seconds.

Game time

Overall

Park

Official Institution

Cafe

Bus scenario

oao0 0z24 0&48 0712 0936 1200 1424 1648

Bus scenario Cafe Official Institution Park Overall

M ax 14:53 10:11 02:30 10:22 14:53
EMin 07:50 07:23 01:56 06:33 01:56
mMedian 09:14 08:28 02:16 07:06 07:47
= Average 10:04 08:41 02:14 07:40 07:10

Figure 10: Game time (Portugal)

Game score

The average score for the Bus Stop scenario is 16.4, which is higher than the average
score for the Park scenario, which is 11. This suggests that on average, players scored
higher in the Bus Stop scenario. The median score for the Bus Stop scenario is 13,
compared to a median score of 7 for the Park scenario. The median being lower than
the average in both scenarios suggests a right-skewed distribution, meaning there are
some higher scores pulling the average up more than the median.
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The minimum score in the Bus Stop scenario is 8, while for the Park scenario, it's 4. This
indicates that the lowest scores were higher in the Bus Stop scenario than in the Park
scenario. The maximum score in the Bus Stop scenario is 37, compared to 32 in the
Park scenario. Both scenarios have relatively high maximum scores, but the Bus Stop

scenario has the highest score overall.

The difference between the average and median scores, as well as the range between
the min and max scores, suggests that the score distribution is likely not symmetrical for
either scenario. The larger range and difference between the average and median in the
Bus Stop scenario might imply more variability in scores compared to the Park scenario.
The data might imply that participants find the Bus Stop scenario slightly easier

or more straightforward, allowing for higher scores on average and fewer low

scores.
Game scores
16,4
Average Median
m Bus stop 16,4 13 8 37
m Park 11 7 4 32

Figure 11: Game scores for two scenarios *the Café scenario has a constant score of 12 and the Official

Institution does not have a score.
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Correlation between game time and game score

Bus Stop - Time and Score: The correlation coefficient is Busstop-ti -0,29418
approximately -0.294. This indicates a weak negative Park-time -0,47044
correlation between game time and game score in the Bus Stop  Overall 0,16154
scenario. As time increases, the score tends to decrease slightly, but the relationship is

not strong.

Park - Time and Score: The correlation coefficient is approximately -0.470. This
suggests a moderate negative correlation between game time and game score in the
Park scenario. Here, as the game time increases, the game score tends to decrease at

a more noticeable rate than in the Bus Stop scenario.

Overall: The overall correlation coefficient is approximately -0.162. This indicates a very
weak negative correlation when combining the data from both scenarios. This weak
correlation suggests that when considering all the data together, there is a slight
tendency for game scores to decrease as game time increases, but the

relationship is not strong and other factors could be influencing the game score.

These coefficients suggest that there is some degree of negative relationship where
longer game times might be associated with lower scores, particularly in the Park

scenario. However, it's important to note that correlation does not imply causation.
Choices in the VR scenarios

For the purpose of this analysis, three graphs were generated in order to understand the
flow of choices within each VR scenario. It is important to mention that in Portugal, each
participant underwent one trial, which does not allow for analysis regarding the changes

from one trial to the other.

In the Bus stop scenario, all five participants in the pilot made the same choice to help
the old man. This unanimous decision may suggest a strong social norm or a clear
benefit in helping the old man that resonates with all participants. Similarly to Choice 1,
in the second choice, all participants also chose to help the pregnant woman. This could

be indicative of a social bias towards helping those who are seen as vulnerable or in
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need of assistance. In the third choice, there is a variation in the responses. P1, P3, and
P5 chose to help the troubled man, while P2 and P4 chose to refuse the troubled man.
This variation might reflect a more complex scenario where the "correct" choice is less
clear or where individual differences in decision-making become more pronounced
(Figure 12).

In the Café scenario, participants P1 and P3 consistently refused the drug across all
three stages. This could indicate a strong personal stance against drug use, adherence
to a rule, or a reaction to the scenario that discourages drug-taking behaviour. This was
not the case with participant 5 who consistently took the drug at all stages, which may
imply a more favourable attitude towards the drug, a willingness to take risks, or a lack
of concern for potential negative consequences. The majority choice at any stage is to
refuse the drug, with three refusals in the first and third stages and four in the second.
This could indicate that the scenario is designed to encourage refusal or that there is a

strong social norm against taking the drug in the given context (Figure 13).

In the Park scenario (Figure 14), there are two reactions elicited by participants, namely

Ask help (three choices) and Confront (two choices).

And lastly, in the Official institution scenario (Figure 15), majority of participants (P1,
P3, P4, P5) chose to 'Talk' regardless of whether the emotion was positive or negative,

which could suggest a preference for communication in dealing with emotional situations.

Bus stop scenario
Flow of choices

P120% (1)

P2 20% (1}
Help the troubled man 60%
3}

P3 20% (1) Help the woman

Help the old man 100% (5) A mp% ; s}lﬂm

P4 20% (1)
Es)mss troubled man 40%

P5 20% (1)

o] Choice 1 Choice 2 Choice 3

Figure 12: Bus stop scenario - flow of choices
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Cafe Scenario
Flow of choices

. P1 20% (1)

Refuse Drug 60% {3}

Refuse Drug 60% (3)
mmm“ I Take Drug 40% (2)

D Choice 1 Cholce 2

Figure 13: Cafe scenario - flow of choices

Park scenario
Flow of choices

. P120% (1)

Figure 14: Park scenario - flow of choices
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Refuse Drug 60% (3)

Take Drug 40% {2)

Choice 3

Ask Help 60% {3)

Confront 40% (2)

action
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Official institution scenario
Flow of choices

P1 20% (1
i l Happiness 20% (1)

P2 20% (1)
P3 20% (1) Talk 80% (4)
Anger 60% (3)
P4 20% (1) ’
P5 20% (1} . Surprize 20% (1) Call Guard 20% (1)
ln] Emaotion Response

Figure 15: Official institution scenario - flow of choices

Emotion Regulation Questionnaire-Short Form (ERQ-S)

In Portugal pilot study a pre- and post-assessment was used to directly assess the
experiences and skill development of the probationers. These assessments are
designed to offer insights into the cognitive changes observed before and after
engaging with the TRAIVR scenarios.

A quantitative analysis is performed on the collected data to measure the statistical
significance of any observed changes. This analysis helps determine the effectiveness
of the TRAIVR programme in enhancing the targeted skills. In addition to skill
development, a more nuanced understanding of participants' experiences and

perceptions regarding the program is included.

In all, this methodology results in two surveys, one to be applied before completing the
program, and the other after its completion. These surveys include the questions
extracted from the assessments concerning skills development, along with the

participant's experiences.

By employing this comprehensive assessment methodology, the TRAIVR programme

aims to provide empirical evidence of its impact on the participants.
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Following an extensive review of the skills tackled within the VR scenarios, an evaluation
of various validated assessments applicable to this group was selected. Specifically,

cognitive reappraisal and
) ) Change in Cognitive Reappraisal Scores
expressive suppression delir

Test
Cognitive Reappraisal Avg (Pre)

were key indicators for 6.5 —— Cognitive Reappraisal Avg (Post)

this methodology.

6.0
These dimensions were 55|
g g
specifically chosen for s
»n 5.0f L
their universality o
. o 45
across all scenarios.

Not only do they offer a &0r .
holistic perspective on 35F-F \

participants'  cognitive 30l

and emotional states, but

Q> Qv @ > P
Participants

they also align with the
need for a straightforward and concise assessment process, recognising potential

language barriers among the participants.

These selected skills encapsulate the core of the abilities addressed in the scenarios,
providing robust indicators to gauge the effectiveness of TRAIVR in achieving its

intended goals.

In contrast to assessments requiring complex tools or an intricate understanding of
oneself, such as those measuring moral reasoning and refusal skills, the chosen
dimensions allow for a more accessible and streamlined evaluation. Their simplicity
facilitates effective measurement, ensuring that the assessment process remains clear

and comprehensible to the group, overcoming language challenges.

Cognitive Reappraisal: Cognitive reappraisal is oriented to the change in the meaning
of the situation; it involves changing the way we look at the stressful situation to reduce
the reaction associated with discomfort. This skill involves the ability to reframe one's
thoughts and interpretations of challenging situations, fostering adaptive coping

mechanisms (Garcia et al., 2023).

Respondents' answers are scored on a 7-point Likert-type scale ranging from 1 (strongly

disagree) to 7 (strongly agree). The scoring takes the average of all the scores in each
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subscale of cognitive reappraisal and expressive suppression. The higher the score, the

greater the use of that particular emotion regulation strategy; conversely, lower scores

Change in Expressive Suppression Scores
represent less frequent use. 8 P PP

o. Test
Expressive Suppression Avg (Pre)
—— Expressive Suppression Avg (Post)

Pre-test:  Scores varied
significantly (2.8 to 6.8), with
a mean of 4.88, suggesting a 5t

(<))
T

moderate to high use of

Average Score

cognitive reappraisal
strategies among 3}

participants.

N
T

Post-test: Scores became

more closely clustered (3.2to -

S y ) > o
5.0) with a lower mean of Participants
4.16. This indicates a reduction in the use of cognitive reappraisal strategies post-

intervention.

The post-test scores are more clustered (ranging from 3.2 to 5.0) compared to the pre-
test (ranging from 2.8 to 6.8). This indicates a convergence in participants' responses,
suggesting that the intervention had a somewhat uniform effect in terms of reducing the

variability in their use of cognitive reappraisal.

The intervention has reduced the overall tendency to engage in cognitive
reappraisal across participants, as indicated by the lower average score and the
narrower score range post-test. This could imply that the intervention either made
participants less reliant on reinterpreting their emotional experiences or shifted

their emotional regulation strategies.

The data suggest that the intervention had a measurable impact on participants'
emotional regulation strategies, particularly in reducing the use of cognitive reappraisal.
This could reflect the nature of the intervention, its effectiveness, or the adaptability
of the participants to the strategies promoted during the intervention.
Understanding these changes is crucial for evaluating the intervention's effectiveness

and for planning future strategies or interventions in similar contexts.
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Expressive Suppression: Acknowledging that the management of external
expressions of emotion is integral to successful interactions. This dimension involves the
regulation of outward emotional displays, enhancing interpersonal interactions and

mitigating potential conflicts (Garcia et al., 2023).

Pre-test: More consistent scores (3.25 to 4.75) with a mean of 4.05, indicating a

moderate use of expressive suppression.

Post-test: A much wider score range (1.0 to 7.0) and a higher mean score of 4.45. This
suggests not only an increased use of expressive suppression on average but also

greater variability in how participants used this strategy after the intervention.

The intervention seems to have led to an increase in the average use of expressive
suppression, along with more varied responses among participants. This
increased variability and higher average score could suggest that the intervention
had diverse effects on participants' tendencies to suppress their emotions, with
some possibly becoming more inclined to suppress their emotions while others

less so.

VR data and the ERQ-S tool

There could be a correlation between the VR scenarios and changes in emotional
regulation strategies. For instance, the unanimous decision to help in the Bus Stop
scenario could correlate with a decrease in cognitive reappraisal, as participants might

feel less need to reassess their initial, altruistic impulse.

In the Café scenario, participants' drug refusal could correlate with an increase in
cognitive reappraisal. Here, individuals might reassess the situation, recognizing the
social and personal implications of drug use. This decision aligns with societal norms
against drug consumption. Also, expressive suppression could be observed as
participants might conceal any curiosity or peer pressure influenced emotions to maintain

their stance against drug use.

In the Park scenario, the varied responses of seeking help or confronting the situation
could be linked to different levels of cognitive reappraisal. Those who seek help might
reassess the situation as beyond their control, requiring external assistance. In contrast,

those who confront may reappraise their ability to handle the situation themselves.
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Expressive suppression could be significant in both cases, either to hide vulnerability

when seeking help or to maintain composure during confrontation.

In the Official Institution scenario, the preference for dialogue could suggest a decrease
in cognitive reappraisal, as participants might feel more comfortable expressing
emotions in a structured setting, reducing the need to reassess or reframe their
emotional responses. Expressive suppression might be lower in this scenario, as the

environment encourages open communication and emotional expression.

In conclusion, scenarios requiring social norm adherence or conflict management elicit
higher cognitive reappraisal and expressive suppression, reflecting the participants'

adjustment to complex social interactions.

Also, VR scenarios impacted emotional regulation strategies, with participants adjusting
their cognitive reappraisal and expressive suppression levels based on the social

complexities and emotional demands of each scenario.

Observation/Evaluation Form

Pre-Session
Participants generally exhibited a calm or neutral emotional state (8 out 11), with a high
willingness to engage (7 out of 11). Most reported being confident in their technological

familiarity, suggesting a positive attitude towards engaging with the VR content.

During Session
The high engagement and active interaction (10 out of 11) with VR content indicate that
the VR experience was well-received. The predominant emotional response was

enjoyment (10 out of 11), which aligns with the high engagement levels.

Post-session, most participants remained calm or neutral, with some excitement. A
significant willingness to participate in future sessions was observed, indicating a positive

overall experience.
The VR experience appears to have been engaging and enjoyable for most participants,

as indicated by their active interaction and positive emotional responses. The readiness

and technological confidence observed pre-session might have contributed to the high

30

Erasmus+



TRAIVR

engagement levels. The willingness to participate in future sessions, despite some
experiencing discomfort or less engagement, suggests a generally positive reception of
the experience.

One participant mentioned that have some nausea after using the VR. Some participants
mentioned that couldn't find the time bar on the game, that the clock is not visible. Also,
some participants said that although they wanted to help the men in "Bus station"

scenario to find the watch, it was really hard to find it increasing the frustration.

Conclusions

The 107 Data Analysis Report acknowledges language barriers as a significant aspect
of the VR program for refugee probationers. The program aimed to bridge language gaps
and to facilitate rehabilitation by developing a VR program adaptable to various
languages, thereby enhancing coping skills among participants with substance use
issues. This adaptability to different languages was seen as a cost-effective approach

and essential for engaging participants from diverse linguistic backgrounds.

The report highlights the program's methodology, which incorporated surveys before and
after program completion to understand participants' experiences and perceptions. This
approach was specifically designed to be straightforward and concise, recognizing the
potential language barriers among participants. The chosen dimensions for assessment,
such as cognitive reappraisal and expressive suppression, were selected for their
universality and simplicity. This was done to ensure that the assessment process

remained clear and comprehensible to all participants, overcoming language challenges

Overall, the report suggests that language barriers were anticipated and addressed in
the design of the VR program and its assessment methodology, aiming to make the

program accessible and effective for participants with diverse language backgrounds.

The primary aim of the program was to enhance coping skills among refugee
probationers with substance use issues. The adaptability of the VR scenarios to various
languages and the interactive learning environment were crucial in achieving this goal.
This setup provided an engaging way for participants to practice and develop new skills

in a supportive, confidential setting.
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The program focused on developing specific emotional skills such as cognitive
reappraisal and expressive suppression. The shift in ERQ-S scores post-intervention
indicated that participants were learning to reframe stressful situations more

positively and manage their emotional responses more effectively.

Also, the program's design, which accommodated multiple languages, helped bridge
language gaps. This adaptability ensured that participants from various linguistic

backgrounds could engage with and benefit from the VR content.

Observational data and participant feedback indicated high levels of engagement
and enjoyment. The VR scenarios, like the 'Park' or 'Café', provided relatable and
interactive settings that facilitated active participation and learning. Participant choices
in VR scenarios provided insights into their social behaviors and preferences, which

could be used to further tailor the program to their needs.

In conclusion, the TRAIVR program appeared to successfully engage refugee
probationers and enhance their coping skills, particularly in emotion regulation.
The adaptability to language barriers and the focus on relevant social scenarios further
added to its effectiveness. However, the varying levels of engagement and the individual
differences in learning and response to the program suggest that ongoing adaptation

and personalization would be beneficial for maximizing its impact.
Suggestions and points for improvement

One significant observation made during the implementation of TRAIVR is the
dependency on specific hardware configurations. As TRAIVR is designed to be
operated using VR headsets connected to a computer, this may present logistical
challenges. The need for a compatible computer with adequate processing power and
graphics capabilities may impose constraints on the accessibility of the solution. Not all
users may have access to or be familiar with the type of PC required, thus limiting the

potential user base and hindering widespread adoption.

Moreover, the smooth implementation of TRAIVR relies on stable and high-speed Wi-
Fi connectivity. However, some offices may not have robust Wi-Fi infrastructure in

place, leading to potential connectivity issues and disruptions during usage.
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Recommendations

The development of TRAIVR has provided the partnership with valuable insights and

recommendations for future initiatives:

> Robust understanding of the background through thorough research, needs analysis,
and staying updated with best practices and current literature is essential.

»Clear and concise storyboards are critical in guiding the development process and

facilitating effective communication between researchers and developers.

’Continuous testing and refinement based on user feedback and evaluation results

are essential.

’ Comprehensive training and support resources for professionals are key to ensure a

smooth implementation.

’The incorporation of scenarios where participants can make their own decisions is a

valuable feature.

’Scenarios where participants can interact with the environment adds a layer of

immersion and engagement.
»Attention to hardware requirements and connectivity issues is crucial.

»Develop a long-term sustainability plan for the methodology to ensure its continued

availability should be considered.

In conclusion, the development and implementation of TRAIVR have enabled the
partnership to adhere to best practices in the field while addressing the needs of our

target audience effectively.
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As a result, partners are proud of the outcomes achieved and remain committed to
disseminating the insights gained to inform and enhance future initiatives. Through
TRAIVR, was not only progressed the use of virtual reality in rehabilitation of
probationers in situations of vulnerability but has also delivered impactful and innovative

solutions for the benefit of individuals and communities.

34

Erasmus+



&

TRAIVR

References

Eldeleklioglu, J. & Eroglu, Y. (2015). A Turkish adaptation of the Emotion Regulation
Questionnaire.  International Journal of Human sciences. htips://www.j-
humansciences.com/ojs/index.php/IJHS/article/view/3144/1467

Garcia, F. E., Vergara-Barra, P., Concha-Ponce, P., Andrades, M., Rincén, P., &
Valdivia-Devia, M. (2023). The Emotion Regulation Questionnaire: Psychometric
Properties and Prediction of Posttraumatic Consequences during the COVID-19
Pandemic in Chilean Adults. International Journal of Environmental Research and Public
Health, 20(4), 3452. https://doi.org/10.3390/ijerph20043452

Gross, JJ., & John, O.P. (2003). Individual differences in two emotion regulation
processes: Implications for affect, relationships, and well-being. Journal of Personality
and Social Psychology, 85, 348-362.

Preece, D. A., Becerra, R., Robinson, K., & Gross, J. J. (2019). The Emotion Regulation
Questionnaire: Psychometric Properties in General Community Samples. Journal of
Personality Assessment, 1-9. doi:10.1080/00223891.2018.1564319

Sadiq, J., & AL-Hadrawi, H. (2021). Reliability and validity of the Arabic version of the
Emotion Regulation Questionnaire (ERQ) scale. Turkish Journal of Physiotherapy and
Rehabilitation, 23(3), 7334.

Sala, M. N., Molina, P., Abler, B., Kessler, H., Vanbrabant, L., & van de Schoot, R.
(2012). Measurement invariance of the Emotion Regulation Questionnaire (ERQ). A
cross-national validity study. European Journal of Developmental Psychology, 9(6), 751—
757. doi:10.1080/17405629.2012.690604

Santos, A. C., Simdes, C., Daniel, J. R., & Arriaga, P. (2021). Portuguese validation of
the cognitive emotion regulation questionnaire short version in youth: Validity, reliability
and invariance across gender and age. European Journal of Developmental Psychology.
https://doi.org/10.1080/17405629.2021.2011201

Wang, D., Yuan, B., Han, H., & Wang, C. (2020). Validity and reliability of emotion
regulation questionnaire (ERQ) in Chinese rural-to-urban migrant adolescents and
young adults. Current Psychology. doi:10.1007/s12144-020-00754-9

35
Erasmus+


https://www.j-humansciences.com/ojs/index.php/IJHS/article/view/3144/1467
https://www.j-humansciences.com/ojs/index.php/IJHS/article/view/3144/1467
https://doi.org/10.3390/ijerph20043452
https://doi.org/10.1080/17405629.2021.2011201

\/
;
TRAIVR

Annexes
Demographic Form
Participant ID?
Age: Gender: [1 Male [J Female [ Other:
Marital Status Offence type
Country of Origin:
Duration of Displacement (years/months):
Current Residence/Camp:
Legal Status: [1 Asylum Seeker [J Recognized Refugee [ Other:
Primary language:
Other languages:
Highest Level of Education Completed:

e [1No formal education

e [ Primary education

e [1Secondary education

e [ Higher education
Current Employment Status: [1 Employed [J Unemployed [ Student.
2 Please use the same ID number as the one used on VR Software
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Emotion Regulation Questionnaire — Short form
(ERQ-S)

Instructions and items

We would like to ask you some questions about your emotional life, in particular, how
you control (that is, regulate and manage) your emotions. The questions below involve
two distinct aspects of your emotional life. One is your emotional experience, or what
you feel like inside. The other is your emotional expression, or how you show your
emotions in the way you talk, gesture, or behave. Although some of the following
questions may seem similar to one another, they differ in important ways. For each item,

please answer using the following scale:

1 2 3 4 5 6 7
strongly neutral strongly
disagree agree

1. When | want to feel more positive emotion (such as joy or amusement), | change the way
I'm thinking about the situation.

2. I keep my emotions to myself.

3. When I want to feel less negative emotion (such as sadness or anger), | change the way

I'm thinking about the situation.
4, I control my emotions by not expressing them.
I control my emotions by changing the way I think about the situation I'm in.

6. When I am feeling negative emotions, I make sure not to express them,

2 hitps://drive.google.com/file/d/1QmJ7TVbHzspDPpZ4cBfy1fsuXoAvTLEc/view
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Observation/Evaluation Form

Participant ID3

Initial Emotional State:
0 Calm/Neutral
O Anxious
O Excited
O Other:

Willingness/Readiness to Engage:
[0 Eager
[0 Hesitant
O Indifferent
O Other:

Pre-session Technological Familiarity/Confidence:
[0 Confident

0 Some Confidence

O Little to No Confidence
1 Not Assessable

Notes/Comments:

3 please use the same ID number as the one used on VR Software
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During Session
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Engagement with VR Content:

O Highly Engaged
O Engaged

[0 Disengaged

O Other:

Emotional Response During VR Experience:

O Enjoyment
O Discomfort
O Indifference
[ Stress

O Other:

Interaction with VR:

O Active Interaction
[ Passive Interaction
[ No Interaction

1 Other:

Notes/Comments:
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Post-session

Other
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VR Data
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ID,Date,Scenario,Game Time,Game Score,Choice 1,Choice 2,Choice 3,Choice 4
P1,06/12/2023,Park,7:45,7,Ask Help

P1,06/12/2023,Cafe,7:23,12,Refuse Drug,Refuse Drug,Refuse Drug

P1,06/12/2023,Bus Stop,10:9,11,Help the old man,Help the pregnant woman,Help the troubled man
P1,06/12/2023,0fficial Institution,2:10,Null,Happiness,Talk

P2,06/12/2023,Park,7:6,5,Ask Help

P2,06/12/2023,Cafe,9:6,12, Take Drug,Refuse Drug,Refuse Drug

P2,06/12/2023,Bus Stop,7:50,13,Help the old man,Help the pregnant woman,Refuse troubled man
P2,06/12/2023,0fficial Institution,2:30,Null,Anger,Call Guard

P3,06/12/2023,Park,10:22,4,Ask Help

P3,06/12/2023,Cafe,10:11,12,Refuse Drug,Refuse Drug,Refuse Drug

P3,06/12/2023,Bus Stop,14:53,13,Help the old man,Help the pregnant woman,Help the troubled man
P3,06/12/2023,0fficial Institution,2:16,Null,Surprise,Talk

P4,06/12/2023,Park,6:37,7,Confront

P4,06/12/2023,Cafe,8:19,12,Take Drug,Take Drug,Take Drug

P4,06/12/2023,Bus Stop,9:14,8,Help the old man,Help the pregnant woman,Refuse troubled man
P4,06/12/2023,0fficial Institution,1:56,Null,Anger,Talk

P5,06/12/2023,Park,6:33,32,Confront

P5,06/12/2023,Cafe,8:28,12,Refuse Drug,Take Drug,Take Drug

P5,06/12/2023,Bus Stop,8:17,37,Help the old man,Help the pregnant woman,Help the troubled man
P5,06/12/2023,0fficial Institution,2:21,Null,Anger,Talk
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Hsip the oid man

Heip the pregrant woman

Fnfuse troul

Park " 1 | Confront
Park 22 % | Aak Halp:
Fark = 5 | Ext
Park T @ | Aak Halp:
Tarte 1zan 12 | Refuse Drug Frefuse Drug Frfuse Drug
Fark =3 31 | Ext
Park 1448 21 | Ask Haip
Cate 18 12 | Aefuse Drug Frfuse Drug Frfuse Drug
Park w0 @ | Confront
Caxle 1733 12 | Takem Cirug Refuse Drug Refuse Drug
Bus Stop ALt 23 | Heip the oid man | Heip the pregrant woman | Heip the trobied man
Cificial Instibuiion | 204 Anger Tall Guard
Bus Shop na 8| Haptheid man | Halp the pregrant womar | Fefuse robied mar
‘Do instiution | 416 BUpnse Wl Tak
Park okl 1 | Confront
Cate 140 12 | Refuse Drug Takm Drug Refuse Drug
Park "E @ | Confront
Cate mar 12 | Aefuse Drug Frfuse Drug Frfuse Drug
Bus Sop s 3 | Refuse tha okf man | Halp the pregrant worman | Refuse ol
Cificial Instibution | &11 Haopdn e Call Guard
Bus Shap ALk 13 | Haip the oid man Hap the pregrant waman | Asfuse trou bles man
‘Oficial instiution | X1 Sumprise Tak
Fark = 25 | Ext
Cate hd 12 | Refuse Drug Refuse Drug Refuse Drug
Park KB 18 | Confront
Cate om0 12 | Aefuse Drug Frfuse Drug Frfuse Drug
Park X 2% | Ask Help.
Tl Tl 12 | Refuse Brug Refuse Dug Refuse Drug
Bus Shap L] & | Azfuss the oid mae | Halp ths pregrant woimews | Haip the troubled moe
Bus Shop Ll & | Refuse the cld man | Halp the pregrant woman | Help the trosbled mos
‘Onced nstiution | X1 Happinees Call Guard
Park Lt 33 | Ask Help.
Bus Stop Ll 13 | Heip the oid man | Heip the pregrant woman | Refuse troubied man
Ol instiution | X6 ‘Sadrass. Call Guard
Lall 33 | Ask Help:
Tate ra 12 | Refuse Drug Refuse Drug Refuse Drug
Park el 2% | sk Haip
Cate 048 12 | Aefuse Drug Frfuse Drug Frfuse Drug
Park " a7 | Ask Helg
Tl £ 12 | Rrfuse Brug Rrfuse g Rrfuse Drug
Fark L3 0 | susk Haip.
Tarte 1888 12 | Refuse Drug Rrefuse Drug “Tabn Cirug
Park ) 53 | Aak Help:
Cate Lald 12 | Refuse Drug Refuse Drug Refuse Drug
Fark ] 3 | Confront
Cate A% 12 | Refuse Drug Recuse Drug Refuse Drug
2. 3% | Halp the oid man Help the pregrant woman | Refuse troubled man
2. Burprise ol Guard
) 13 | Refuse the obfl mar | Hep the pregrant worman | Refuse troubied man
2. Haopinees Tak
2. 18 | Haip the oid man Hap the pregrant waman | Asfuse trou bles man
2. BuUEnsE Call Guard
= 23 | Heip the oid man | Heip the pregrant woman | Heip the troubied man
2. Hrger Call Guard
2. 28 | Aak Help:
= 12 | Refuse Drug Refuse Drug Refuse Drug
2. 4 | Refuse the cld man | Halp the pregrant woman | Help the trosbled mos
= Anger Call Guard
= 24 | Ask Haig
= 12 | Aefuse Drug Frfuse Drug Frfuse Drug
= 3 | Heip the oid man | Heip the pregrant woman | Feduse trou bied man
] Haopinees Tak
= 5 | sk Heip
2. 12 | Refuse Drug Refuse Drug Refuse Drug
2. 11 | Ask Help:
2. 12 | Refuse Drug Refuse Drug Refuse Drug
=, 39 | Ask Haip
= 12 | Aefuse Drug Frfuse Drug Frfuse Drug
= 41 | Halp the oid man Help the pregrant woman | Refuse troubled man
2. Sadress. Call Guard
2 1o2s 21 | Ask Heip
= 104G 12 | Refuse Drug Frfuse Drug Frfuse Drug
. i) 36 | Heip the oid man | Help the pregrant woman | Refuse troubied man
24.! =14 Sadnass Call Guard
=
3.
4.
4.
24.!
4.
24.!
24
3.
4.
4.
24
7.
7.

=T Snger ol Guard

L] 23 | Help the oid man Help the pregrant woman | Help the trowsbled man
1:08 Surprise Call Guasd

10 27 | Refuse the okf man | Haip the pregrant worman | Refuse trou bied mas
= Haopdness Tak

g OF | Ask Help

BT 12 | Rrfuse Brug Rrfuse g Rrfuse Drug

ALt 28 | Meip the oid man | Heip the pregrant woman | Refuse troubied man
] Haopiness Tall Guard

Rk 22 | Halp the oid man Help the pregrant woman | Refuse troubled man
=17 Arger Call Guard

Rk 6% | Halp the oid man Help the pregrant woman | Refuse troubled man
15 Burprise ol Guard
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This document reflects the views only of the author, and the Commission cannot be held responsible for any use which may be made
of the information contained therein.
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