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“If there is light in the soul, there will be beauty in the person.
If there is beauty in the person, there will be harmony in the house.
If there is harmony in the house, there will be order in the nation.

If there is order in the nation, there will be peace in the world.”

— Confucius, 551-479 BC

To my beloved family.






Contents

Summary vii
Samenvatting xi
1 Introduction 1
1.1 Motivation . . . . . . . .. 2
1.2 Main Research Question and Hypothesis . . . . . . ... ... 4
1.3 Research approach . . . . . . ... ... ... ......... 8
2 Technology-supported social skills training systems: A sys-

tematic literature review 11
2.1 Introduction . . . . . . ... .. ... 12
2.2 Methods . . . . . . . ... 13
2.2.1 Search procedure . . . . ... ... ... ... ... .. 13
2.2.2 Inclusion Criteria . . . . . . . ... ... ... ..... 15
2.2.3 Exclusion Criteria . . . . . . .. ... ... ... .... 15
224 Coding . . . . . . . . e 16
2.2.5 Statistical Analysis . . . . . . ... ... ... ... .. 18
23 Results. . . . .. . 18
2.3.1 Systems, versions and basic attributes . . . . . . . .. 18
2.3.2 Technologies applied and target group . . . ... . .. 20
2.3.3 Targetskills . . . . . .. ... ... 21



ii CONTENTS
2.3.4 Size and functionality . . . . . . .. ... ... 21
2.3.5 Ewvaluation . . ... ... ... ... ... ... 23
2.3.5.1 Assessment . . . .. ... ... ... ..., 23
2.3.5.2 Experimental design . . . . . ... ... ... 23
2.3.5.3 Results of experiments . . . . ... ... ... 24
2.4 Discussion and Conclusion . . . . . .. ... ... ... .... 24
3 Simulating the inner voice: A study of sound parameters 29
3.1 Introduction . . . . . . . . .. ... 30
3.2 Methods . . . . . . . . ... 31
3.2.1 Participants . . . . .. ... 31
3.2.2 Procedure . . .. ... ... ... 32
3.2.3 Dataanalysis . . . ... ... ... L. 32
3.3 Results. . . . . . . . . 33
3.4 Conclusion and discussion . . . . . . ... ... ... ..... 35

4 Virtual reality negotiation training system with virtual cog-

nitions 37
4.1 Introduction . . . . . . . . . ... 38
4.2 Related work . . . . . . . ... 38
4.2.1 Self-efficacy . . . . .. ... 39
4.2.2 Stream of consciousness . . . . . ... ... ... 40
4.3 System . . . . .. 41
4.4 Method . . .. . . . . 45
4.4.1 Participants . . . . . . ... 45
4.4.2 Materials and Measures . . . . . ... ... ... ... 45
4.4.3 Procedure . . . . . .. ... 46
4.5 Results. . . . . . . . . 47
4.5.1 Self-efficacy . . . . . . . ..o 47
4.5.2 Negotiation knowledge . . . . . . . ... ... .. ... 48
4.5.3 Perceived Utility . . . ... .. ... ... ... ... 48

4.6 Discussion . . . . . ... 49



CONTENTS iii

5 Simulated thoughts in virtual reality for negotiation training

enhance self-efficacy and knowledge 51
5.1 Introduction . . . . . . . . . . . ... ... 52
5.2 Background theory and hypotheses . . . . .. ... ... ... 55
5.3 Research approach . . . ... ... ... ... ......... 57
5.4 System, content and training . . . . . ... ... ... 57
54.1 Generalidea . . . . . . . .. ... 58
5.4.2 Content generation of self-motivational cognitions . . . 61
5.4.3 Training . . . . . . . ..o 64

5.5 Method . . . . . .. .. ... 65
5.5.1 Participants . . . . . .. ... 65
5.5.2 Materials and measures . . . . . . . ... ... ... .. 67
5.5.2.1 Primary outcome measurements . . . . . . . . 67

5.5.2.2  Secondary outcome measurements . . . . . . 69

5.5.2.2.1  Negotiation behaviour and performance 69

5.5.2.2.2  Perceived utility . . .. ... .. .. 69

5.5.2.2.3  Co-variation measurements . . . . . 69

5.5.3 Procedure . . . . ... ... ... 70
5.5.4 Data preparation and analysis . . . . . ... ... ... 71
5.5.4.1 Data preparation . . . . . . . ... ... ... 71

5542 Analysis . . . .. ... 0L 72

5.6 Results. . . . . . . . ... 75
5.6.1 Pre, post, and follow-up . . .. ... ... ... .... 75
5.6.2 Training sessions . . . . . . . . . .. ... 79
5.6.3 Perceived utility . . . . . ... ... 80

5.7 Discussion and conclusion . . . . . ... ... ... ... .. 81

6 The effect of adaptive simulated thoughts in virtual reality
on user’s eye-gaze behaviour, ownership perception and plau-
sibility judgement 87
6.1 Introduction . . . . . . . ... ... ... .. 88
6.2 Theory and Hypotheses . . . . . . . . ... ... ... .... 90



iv

CONTENTS

6.3 System . . . . . .. 93
6.4 Method . . . . . . . . . ... 98
6.4.1 Participants . . . . . . .. ... 98
6.4.2 Materials and measures . . . . . .. ... ... ... .. 99
6.4.2.1 Primary measures . . .. ... ... ..... 99

6.4.2.2 Secondary measures . . . . . . . . ... ... 99

6.4.3 Procedure and apparatus . . . . . ... ... ... ... 100
6.4.4 Data preparation and analysis . . . . . ... ... ... 101
6.4.4.1 Data preparation . . . . . ... ... ... .. 101

6.4.4.2 Analysis . . . . .. ... oL 101

6.5 Results. . . . . . . . . . .. 102
6.6 Discussion . . . . . . .. 106
6.7 Conclusion . . . . . . . ... 109
Conclusions and Discussion 111
7.1 Conclusion . . . . . . ... ... 112
7.2 Limitations . . . . . . . ... 115
7.3 Contributions . . . . . .. ... ... L 116
7.3.1 Scientific Contributions . . . . . . . ... ... ... .. 117
7.3.2 Societal Contributions . . . . ... ... ... ..... 118
7.3.2.1 Users . . ... . . . ... 118

7.3.2.2 Developers & designers . . . . . .. ... ... 118

7.4 Future work . . . . . . .. ... ... 119
7.5 Take away message . . . . . . . . ... .. 120
Search queries for the systematic literature review 123
Tables of characteristic of the systems 125

The list of the papers included in the systematic literature

review 135



CONTENTS v

D The list of sentences recorded in sound parameters setting
experiment 149
E The text of negotiation training session three 151
E.1 The text of negotiation training session three (English) . . . . 152
E.2 The text of negotiation training session three (Chinese) . . . . 165
F Questionnaire items for utility 177
G The negotiation attitude scale and an example of a filled-out
questionnaire 179
H Knowledge and strategies taught in negotiation training video183
I Frequency of the targeted interval for self-motivational state-
ments used in the three negotiation training sessions 187
J Example scripts of virtual cognitions for virtual reality spider
exposure 189
K Questionnaire items for sense of ownership and plausibility 197
Bibliography 199
List of Figures 229
List of Tables 231
Acknowledgement 235
About the Author 239

List of Publications 241






Summary

Social skills are important for people to advance in life. Therefore, social
skills training has obtained considerable attention. Both traditional and
digital methods exist to improve people’s performance in social interaction.
Among these approaches, social skills training systems that use technologies
such as mobile applications, robots, and virtual reality, play an important
role. Frequently, these training systems impart knowledge and information to
users or provide them with opportunities to learn by doing or by observing. In
this thesis, we propose and investigate a novel training method that aims at
simulating the thinking process by providing people with an artificial stream
of thoughts (i.e., virtual cognitions) that they may experience during social
interaction. Through this approach, users will not only learn what they should
do and how they should do it, but also understand why they should behave
in a certain way. Moreover, the method also aims at stimulating users’ beliefs
about their capabilities of engaging in social interaction, i.e., their self-efficacy.
The main research question of this thesis, therefore, is: how can we develop
a virtual reality exposure system with virtual cognitions that affect people’s
behaviour and beliefs during the training, and what impact does such a system
have on its users afterwards?

The first step in addressing this research question was conducting a
systematic literature review of the state-of-the-art in technology-based social
skills training systems. A total of 122 studies (with 113 systems) was identified,

classified, and analyzed to find potential opportunities and gain inspirations for

Vil



viii SUMMARY

designing and evaluating social skills training systems. The results suggested
that most of the training systems were screen-based applications, with virtual
reality technology being the most frequently observed. From a functionality
perspective, the review found that support for learning-by-doing was the
most observed function in these systems. Although the studies reported
overwhelmingly positive results regarding the systems’ impact, most studies

only used a quasi-experimental design based on self-report measures.

The systematic review showed that most of the existing systems only work
as a platform for users to learn by doing, without informing them why they
should behave in a certain prescribed way. The aim, therefore, was to extend
these traditional systems with virtual cognitions that would provide this
information. Consequently, the next step of the research was to investigate
how these cognitions could be delivered. As our virtual cognitions intend to
mimic, to some extent, an individual’s inner voice, we investigated its sound
parameters by letting people simulate their inner voice. Taking into account
that people’s inner voice relates to their outer voice, the work explored people’s
perception of their simulated inner voice by considering several core sound
parameters of their outer voice. Participants were invited to set key sound
parameters to match their own voice recordings with their perception of either
their own inner or outer voice. The results indicated that people’s sound
perception was different between inner and outer voices. Also, individual
variations were found for the perception of inner and outer voice differences.
After examining these sound parameters, the concept of an artificial inner
voice was used to create virtual cognitions for training. The guidance we
wanted to provide through virtual cognitions was letting people have (1) the
appropriate information to deal with the current situation; (2) the ability to
interpret the current situation; and (3) enough confidence and willingness to
continue dealing with the upcoming situation. Hence various types of virtual
cognitions were identified. For example, those that offered information on a
topic, reflections on the current situation, motivational encouragement, and

instructions.
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The following part of the research focused on whether virtual reality social
skills training with virtual cognitions combined with simulated speech could
affect people’s beliefs and behaviour. For this, two empirical studies were
conducted. The first was a pilot study that followed a pretest-posttest design,
without a comparison group. It established the feasibility of the system. As
the results were promising, it justified a more extensive study to control for
confounding variables. The second study, therefore, was set up as a randomized
controlled trial. Besides studying the effectiveness of the system, it examined
the impact of self-motivational statements included in virtual cognitions. The
results showed that virtual reality social skills training with virtual cognitions
significantly increased people’s self-efficacy and enhanced their knowledge
about negotiation, while self-motivational statements even further improved

self-efficacy. Furthermore, these effects remained after multiple weeks.

After establishing the general effect of the training system and the impact
of different types of virtual cognitions, the work moved on with investigating
the effect of matching virtual cognitions with people’s visual attention. Access
to a broad range of sensory cues could promote the sense of presence in
virtual reality, especially when multiple sensory stimuli are synchronized
with each other. This idea was examined in the final empirical study. It
compared virtual exposure with eye-gaze adaptive virtual cognitions and with
non-eye-gaze adaptive virtual cognitions. The findings indicated people’s
eye-gaze behaviour was more likely to follow instructions embedded in eye-
gaze adaptive virtual cognitions than non-eye-adaptive virtual cognitions.
Additionally, eye-gaze adaptive virtual cognitions had a positive effect on

people’s perceived ownership of the virtual cognitions.

In summary, this thesis demonstrates the possibility of generating virtual
cognitions that simulate the thinking process that people might have. The
findings show that providing virtual cognitions in virtual reality can affect
people’s beliefs and behaviour. Moreover, adapting the virtual cognitions to
an individual’s eye-gaze can have a guiding effect on their eye-gaze behaviour.

These studies together outline the blueprint for not only a novel, but also
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a quite promising training method that improves people’s self-efficacy and
operationalizes theoretical knowledge concepts in the setting of a realistic
scenario.



Samenvatting

Sociale vaardigheden zijn belangrijk voor mensen om verder te komen in het
leven en daarom heeft het ontwikkelen van sociale vaardigheden aanzienlijke
aandacht verworven. Er bestaan zowel traditionele als digitale methodes om
mensen te helpen bij het verbeteren van hun sociale interacties. Bij deze
methodes spelen trainingssystemen een belangrijke rol, waarbij gebruik wordt
gemaakt van technologieén zoals mobiele applicaties, robots en virtual reality:.
Deze trainingssystemen brengen vaak kennis en informatie over aan gebruikers
of stellen gebruikers in staat om te leren door te doen of door te observeren.

In dit proefschrift stellen we een nieuwe trainingsmethode voor, en on-
derzoeken we deze. De trainingsmethode heeft tot doel het denkproces te
simuleren door het bieden van een kunstmatige gedachtestroom (d.w.z. virtuele
cognities) die mensen zouden kunnen ervaren tijdens sociale interactie. Door
deze aanpak leren gebruikers niet alleen wat ze zouden moeten doen en hoe ze
zouden moeten handelen, maar leren ze ook waarom ze zich op een bepaalde
manier zouden moeten gedragen. Bovendien richt deze methode zich ook op
het stimuleren van de overtuigingen in hun eigen vermogen om deel te nemen
aan sociale interactie, dat wil zeggen hun zelfeffectiviteit (“self-efficacy”).
Daarom is de hoofdonderzoeksvraag van dit proefschrift: hoe kunnen we een
virtual reality systeem met virtuele cognities ontwikkelen die het gedrag en
de overtuigingen van mensen tijdens de training beinvloeden en welke impact
heeft zo'n systeem na gebruik op gebruikers?

De eerste stap in het beantwoorden van deze onderzoeksvraag was het

el
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uitvoeren van een systematisch literatuuronderzoek om een overzicht te krijgen
van de stand van de techniek van trainingssystemen voor sociale vaardigheden.
Er werden in totaal 122 studies (met 113 systemen) geidentificeerd, geclas-
sificeerd en geanalyseerd om potentiéle kansen te vinden en inspiratie op te
doen voor het ontwerpen en evalueren van trainingssystemen voor sociale
vaardigheden. De resultaten suggereerden dat de meeste trainingssystemen
schermgebaseerde applicaties waren, waarbij virtual reality-technologie het
vaakst voorkwam. Functioneel gezien bleek uit de review dat ondersteuning
voor ‘leren door te doen de’ meest voorkomende functie was in de systemen.
Hoewel de studies grotendeels positieve resultaten rapporteerden met be-
trekking tot de impact van de systemen, gebruikten de meeste studies alleen

een quasi-experimenteel ontwerp op basis van zelfrapportagemetingen.

Uit het systematische literatuuronderzoek bleek dat de meeste bestaande
systemen alleen fungeren als een platform voor gebruikers om te leren door
te doen - zonder hen te informeren over de redenen waarom ze zich op een
bepaalde voorgeschreven manier moeten gedragen. Het doel was daarom
om deze traditionele systemen uit te breiden met virtuele cognities die deze
informatie zouden verstrekken. Daarom was de volgende stap om te onder-
zoeken hoe de virtuele cognities geleverd konden worden. Omdat onze virtuele
cognities tot op zekere hoogte de innerlijke stem van een individu beogen na
te bootsen, hebben we de geluidsparameters onderzocht door mensen hun
innerlijke stem te laten simuleren. Rekening houdend met het feit dat de
innerlijke stem van mensen betrekking heeft op hun uitwendige stem, verk-
ende dit onderzoek de perceptie van mensen van hun gesimuleerde innerlijke
stem door verschillende basis geluidsparameters van hun uitwendige stem te
variéren. Deelnemers werden uitgenodigd om deze geluidsparameters in te
stellen om hun eigen stemopnames te matchen met hun perceptie van hun

eigen innerlijke en uitwendige stem.

De resultaten gaven aan dat de geluidsperceptie verschillend was voor de
innerlijke en uitwendige stem. Er werden ook individuele variaties gevonden

voor de perceptie van verschillen in de innerlijke en uitwendige stem. Nadat
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de geluidsparameters waren vastgesteld, werd het concept van de innerlijke

stem gebruikt om virtuele cognities voor de training te creéren.

De begeleiding welke we via virtuele cognities willen bieden, bestaat uit
mensen de juiste informatie geven om (1) met de huidige situatie om te gaan,
(2) het vermogen te krijgen om de huidige situatie te interpreteren, en (3)
voldoende vertrouwen en bereidheid te ontwikkelen om door te gaan met de
aanstaande situatie. Daartoe werden verschillende soorten virtuele cognities
geidentificeerd. Voorbeelden hiervan zijn het bieden van informatie over een
onderwerp, reflecties op de huidige situatie, motiverende aanmoedigingen en

instructies.

Het volgende deel van het onderzoek richtte zich op de vraag of virtual
reality sociale vaardigheidstraining met virtuele cognities in combinatie met
gesimuleerde spraak de overtuigingen en het gedrag van mensen zou kunnen
beinvloeden. Hiervoor werden twee empirische onderzoeken uitgevoerd. De
eerste was een pilotstudie die een pretest-posttest ontwerp volgde zonder
controlegroep. Dit stelde de haalbaarheid (“feasibility”) van het systeem
vast. De resultaten waren veelbelovend en rechtvaardigen een uitgebreider
onderzoek waarbij de invloed van mogelijke alternatieve verklaringsfactoren

worden geminimaliseerd.

De tweede studie was daarom opgezet als een gerandomiseerde gecon-
troleerde studie. Naast het bestuderen van de effectiviteit van het systeem
onderzochten we ook de impact van zelfmotiverende verklaringen in virtuele
cognities. De resultaten toonden aan dat virtual reality sociale vaardighei-
dstraining met virtuele cognities de zelfeffectiviteit van mensen significant
verhoogde en hun kennis over onderhandelen verbeterde, terwijl zelfmotiv-
erende virtuele cognities de zelfeffectiviteit nog verder verbeterden. Bovendien

bleven deze effecten na meerdere weken bestaan.

Na het algemene effect van het trainingssysteem en de impact van ver-
schillende soorten virtuele cognities te hebben vastgesteld, ging de studie
verder met het onderzoeken van het effect van het afstemmen van virtuele

cognities op de visuele aandacht van mensen. Toegang tot een breed scala
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aan sensorische signalen zou het gevoel van aanwezigheid in virtual reality
kunnen bevorderen, vooral wanneer meerdere sensorische stimuli met elkaar
worden gesynchroniseerd.

Dit idee werd onderzocht in de laatste empirische studie. Deze studie
vergeleek virtuele cognities die inspelen op het kijkgedrag (adaptieve virtuele
cognities) met virtuele cognities welke geen rekening houden met het kijkge-
drag. De resultaten laten zaten zien dat mensen vaker de instructies ingebed
in de virtuele cognities volgden wanneer deze inspeelden op het kijkgedrag.
Bovendien hadden deze adaptieve virtuele cognities een positief effect op de
beleving dat dit gedachtes waren van de persoon zelf.

Samenvattend laat dit proefschrift de mogelijkheden zien van het genereren
van virtuele cognities die het denkproces simuleren. De bevindingen laten
zien dat het verschaffen van virtuele cognities tijdens de virtuele ervaring de
overtuigingen en het gedrag van mensen kan beinvloeden. Bovendien kan het
afstemmen van de virtuele cognities op de kijkrichting een leidend effect hebben
op het kijkgedrag van de individu. Deze studies schetsen samen de blauwdruk
voor een nieuwe en veelbelovende trainingsmethode die de zelfredzaamheid
van mensen verbetert en theoretische concepten operationaliseert in de setting

van een realistisch scenario.
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1

Introduction




2 INTRODUCTION

1.1 Motivation

Social interactions fill our daily lives, a tracking survey conducted by Mehl
and Pennebaker [1] estimates that people spend between 32% and 75% of
their waking time on social interactions. Social skills can affect academic
achievement and peer acceptance in childhood [2], as well as job performance
and salary in adulthood [3]. A report released by the Pew Research Center
indicated that from 1985 to 2015, the number of jobs in the US labour market
that requires strong social skills increased by 83%, from 49 million to 90
million [4]. Although social interactions are so common and important, it
can be quite challenging for people to manage them well [5,6]. In the UK,
the overall annual loss of production due to expected social skills deficits
is anticipated to reach 8.4 billion pounds per year by 2020 [7]. Difficulty
with social interaction can also become pathological; for example, people that
suffer from a social anxiety disorder. This is one of the most common anxiety
disorders, with a lifetime prevalence estimate as high as 9.3% for the Dutch
population [8] and 12.1% for the US population [9].

Given the impact of weak social skills on everyone’s daily life, various self-
help books have been published [5,10,11] and courses have been given [12—-14]
to help people in dealing with this disorder. In recent years, a large number
of social skills training systems have also emerged. Although these training
systems are recognised as beneficial thanks to their accessibility and low
cost [15-19], several limitations undermine their efficacy. First, their goal
is usually to offer people opportunities to practice or to impart knowledge.
While the former aims at creating simulated training and learning scenarios,
the latter focuses on teaching people what to do and how to act. However,
these systems do not help people in operationalising the theoretical concepts
and principles they learned into a realistic situation [20]. Second, training
systems often neglect the importance of the individual’s own motivation and
willingness to engage in social interaction. This, however, has been highlighted

as an essential component of social skills [21]. Fortunately, there are strategies
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to improve people’s beliefs about their capabilities, i.e. their self-efficacy, thus
increasing their motivation and willingness to engage in social activities [22].
For example, according to social cognitive theory [23], people’s self-efficacy can
be affected by four factors: mastery experience, vicarious experience, verbal
persuasion, and emotional and physiological states. Among them, mastery
experience is often regarded as the most effective factor because it provides
direct evidence of one’s capabilities [24,25]. However, mastery experience
comes with a risk: it can also expose a person to failure experiences, which
can lower one’s self-efficacy. One way to tackle this problem is to provide
guidance in the form of appropriate instructions, explanations, or reflections.
Not only could this guidance affect people’s understanding of how to act, but
also the way they perceive the process and result of the experience - and both

of these aspects could lead to a successful experience in the end.
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Figure 1.1: The framework of the training system

Thus, our vision, as shown in Figure 1.1, is to let people explore social

interactions, both perceptually and cognitively, from a first-person perspective.



4 INTRODUCTION

The perceptual experience is achieved through a virtual reality environment.
The cognitive experience is realised in the form of virtual cognitions, i.e. a
stream of thoughts that simulates the thinking process during social interaction
(e.g., a simulated inner voice [26]). Virtual cognitions consist of guided learning
and motivating statements. We believe that a virtual experience with virtual
cognitions can enhance people’s knowledge of managing social interactions,
improve their ability to operationalize this knowledge into a realistic scenario,
and perhaps most importantly, increase their self-efficacy.

Virtual Reality (VR) exposure has been studied for several years, showing
beneficial outcomes for different kinds of training and therapies [27-29]. A
major part of the research and development focused on evoking rich perceptual
experiences (such as presence and immersion) with advanced visual and
auditory displays, and haptic and tactile feedback [30-33]. Incorporating
virtual cognitions into the VR-environments is an interesting opportunity
to evoke cognitive experiences for further advancement of the training. The
development of virtual cognitions like inner voices for such a purpose is yet a

rather unexplored research area.

1.2 Main Research Question and Hypothesis

The following main research question has driven the research presented in
this thesis:

How can we develop a virtual reality exposure system with virtual cognitions
that fosters people’s behaviour and beliefs during the training, and what impact

does such a system have on its users afterward?

From this research question, one sub-question and four hypotheses were
derived. Taken together, they provide an answer to how we should create
these virtual cognitions, adapt them to the system, and to what extent the
system can affect people’s behaviour and beliefs. This section elaborates on
the positions taken in this thesis and how they are supported by previous
research.
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In the past decades, a large number of social skills training systems have
been developed to improve people’s social skills. Many technologies have
been employed, such as a robot, serious game, video modelling, and virtual
reality [34]. Many social skills have been targeted by these systems, for
instance, public speaking, job interview, negotiation, and so on [19,35,36].
These systems also provide various functions to offer different interventions,
such as role-playing, imparting knowledge and modelling, etc. Owing to this
variety of systems, before developing a new one, it is necessary to first get an
overview of the state of the art of technology-supported social skills training
systems. Therefore, this thesis first examines how the existing studies worked
in designing, developing and evaluating training systems, following the first

sub-question presented below.

Question 1: What kind of social skills training systems have
already been developed and what are they composed of?

Although the literature reports on a variety of social skills training systems,
these systems seem to focus exclusively on skill development. They typically
teach learners what to do or how to behave during social interaction in a
learning-by-doing manner. Although feedback is provided, to the best of
our knowledge, no system exists that informs learners in real-time about
the reasons as to why they should behave in a certain prescribed way. The
latter would be beneficial for learners as thoughtful and timely guidance
could be vital for the effectiveness of the learning experience [20]. Besides
understanding, little attention has been paid to people’s beliefs about their
own capabilities, e.g. their self-efficacy, which determines how they feel, think,
behave, and motivate themselves to participate in social interactions [37].
This thesis envisions a system that focuses on people’s understanding of social
interaction and self-efficacy, allowing people to explore social interaction, both
perceptually and cognitively, from a first-person perspective. The cognitive
experience is realised in the form of virtual cognitions, i.e. a stream of

thoughts. It works as a kind of inner voice, simulating the thinking process
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during social interaction [26]. In order to provide such virtual cognitions,

knowing how to simulate the inner voice is essential.

It should be noted that the sound characteristics of one’s inner and outer
voice seem to be dissimilar but related. Much research shows that there is a
link between inner and outer voices. For example, Vygotsky et al. show that
the inner voice is the result of a gradual internalisation of the outer voice [38].
Likewise, Filik and Barber suggest that a person’s inner voice resembles their
outer voice, even down to the regional accent [39]. Therefore, one way to
simulate the inner voice is to consider several core sound parameters of one’s
outer voice. Although the inner voice seems to have a close relation, even
similarities, with the outer voice, Brocklehurst and Martin [40] also found
that stuttering people believed their inner voice as not stuttered, which means
a person’s inner voice might hold different sound characteristics from their

outer voice. Given these considerations, this thesis hypothesises that:

H1. People perceive their inner voice to sound different from

their outer voice.

According to social cognitive theory [23], mastery experience and vicarious
experience can alter people’s self-efficacy. In the context of negotiation training,
this thesis takes the stance that virtual cognitions can provide guidance and
instructions to enhance the mastery and vicarious experience, thus affecting a
user’s self-efficacy. It allows users to passively experience how a successful
negotiation process unfolds from a first-person perspective. It provides a
source of information that imparts knowledge of negotiation, reflects on the
situation at hand, and explains why they should behave in a certain way. For
virtual cognitions, we will focus on the simulation of speech that can evoke the
vicarious experience of the “inner voice”. This thesis hypothesises that virtual
reality negotiation training with virtual cognitions combined with simulated
dialogues can enhance people’s negotiation knowledge and self-efficacy, leading

to hypotheses 2:

H2. Virtual reality negotiation training with virtual cognitions
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combined with simulated dialogues improves negotiation knowledge
and self-efficacy of negotiation compared to no training.

Next to mastery and vicarious experience, people’ s self-efficacy can also
be affected by verbal persuasion [23]. This thesis focuses on persuasion in the
form of self-motivating statements that can foster people’s self-efficacy. Many
studies support the effectiveness of self-motivating statements. For example,
reading aloud positive self-statements increased people’s self-esteem and
decreased feelings of inadequacy [41], and even helped to relieve depression [42].
Moreover, Hatzigeorgiadis et al. [43] indicated that using motivational self-
talk can increase people’s self-efficacy and even enhance their performance in
tennis. Therefore, this thesis hypothesised that adding one more component -
self-motivating statements - to virtual cognitions can verbally persuade people,
thus further improving their self-efficacy. This leads to hypothesis 3.

H3. Virtual cognitions with self-motivational statements im-
prove self-efficacy more than virtual cognitions without self-motiva-

tional statements.

Although providing virtual cognitions during virtual reality exposure
could provide several benefits to users, it also provides an additional source
of information that requires attention, which brings new factors into play,
including selective attention and divided attention. One way to monitor a
user’s attention is through tracking eye-gaze movement [44]. This thesis takes
the stand that synchronising virtual cognitions to users’ eye-gaze can enhance
the effectiveness of the instructions embedded in virtual cognitions on their
behaviour. Wickens et al. [45] suggest that when exposed to multiple and
incongruent sources, people might be forced to divide their attention across
multiple information sources, which imposes additional cognitive load that
interferes with their experience. Whether people select, focus and process
the content of virtual cognitions determines whether and to what extent they
affect people’s behaviour. If virtual cognitions are coherent with other stimuli,

people might be able to pay more attention to their content, and consequently,
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follow up on instructions embedded in virtual cognitions, for instance, “Try
to look at the spider a bit longer”. Based on these considerations, this thesis

hypothesises that:

H4. People’s eye-gaze behavior is more likely to follow the in-
structions embedded in eye-gaze adaptive virtual cognitions than

non eye-gaze-adaptive virtual cognitions.

1.3 Research approach

The first research question, exploring the state of the art of technology-
based social skills systems, was studied through conducting a systematic
review in this field. Following a comprehensive search and two-rounds of
screening, 122 publications with 113 systems were identified, characterised
and analysed to identify potential opportunities and gain inspirations for the
design and evaluation of social skills training systems. What we derived from
this review served a starting point for the next step. More details can be
found in Chapter 2.

To test the first hypothesis, an empirical study that explored people’s
perception of their simulated inner voice and outer voice was conducted. Using
specially developed audio recording and modification software, 15 participants
set key sound parameters to match their own voice recording with their
perception of either their own inner or outer voice. They modified seven
sound parameters of the recordings: pitch, speed, echo, and volume with the
frequency band (20-320Hz, 320-1280Hz, 1280-5120Hz, and 5120-20480Hz).
More details and results can be found in Chapter 3.

The second hypothesis was tested in an experimental setting, with a
waitlist design. 48 participants were recruited and randomly assigned to two
conditions: a waitlist group and a training group. First, they were asked to
make voice recordings, modify the sound parameters and complete an online
questionnaire collecting demographic information and pre-test measures. The

pre-test measures consisted of questions regarding self-efficacy, negotiation
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performance and behaviour, self-esteem, as well as a negotiation knowledge
test. After that, the participants in the training group were given the virtual
reality negotiation training with virtual cognitions consisting of three con-
secutive sessions. Meanwhile, the participants in the waitlist group were not
given any negotiation training. All participants were asked to fill in online
questionnaires that measure their negotiation self-efficacy and complete a
negotiation knowledge test both before and at the end of the experiment. The

study and the corresponding results are described in detail in Chapter 4.

The third hypothesis states that virtual cognitions with self-motivating
statements have a positive effect on people’s self-efficacy, compared to virtual
cognitions without self-motivating statements. This hypothesis was also tested
in an experimental setting, simultaneously with the last experiment, but in
a between-subject design. After recording, modification and completing the
questionnaires, using the same procedure as the above study, 48 participants
received the training with virtual cognitions, either with or without self-
motivating statements. After the training, participants were asked to complete
the questionnaires and tests that measure their self-efficacy of negotiation,
negotiation knowledge, negotiation behaviour and performance, and the utility

of the system. More information can be found in Chapter 5.

The final hypothesis was also tested in an empirical study. To explore the
effect of adapting virtual cognitions to individuals’ eye-gaze, exposure with
eye-gaze adaptive virtual cognitions were compared with exposure with non
eye-gaze-adaptive virtual cognitions in a within-subjects experiment (n = 24).
In the non-adaptive condition, participants heard randomly chosen virtual
cognitions, while in the other condition, participants were exposed to the
virtual cognitions adapted to participants’ eye gaze to steer their attention
toward or away from the animals in the virtual world. During the exposure,
the system automatically counted the number of eye-gaze shifts participants
made after hearing the instructions embedded in virtual cognitions. After
each exposure, participants completed a questionnaire about their perception

of plausibility and their sense of ownership of virtual cognitions. The study
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and its findings are presented in detail in Chapter 6.

Chapter 7 presents a general discussion and conclusion drawn from the
various studies in this thesis. Moreover, this chapter also puts forward a
reflection and suggestions for future research based on the limitations and

contributions of this work.



CHAPTER

2

Technology-supported social skills train-

ing systems: A systematic literature re-
view

11



12 TECHNOLOGY-SUPPORTED SOCIAL SKILLS TRAINING SYSTEMS: A SYSTEMATIC LITERATURE REVIEW

2.1 Introduction

Social interactions permeate every aspect of our life as they occupy a
considerable part of most people’s waking life [1]. Unfortunately, for some,
it is challenging to function well in situations such as public speaking [46],
negotiations [5] and job interviews [47]. Social skills impediments can have
various negative impacts. It can hamper peer acceptance and academic
achievement for children, bring about vocational difficulties for adults, cause
an economic loss for organizations, and even lead to life-threatening situations
for soldiers [48]. Extreme examples of people with difficulties are those
with social phobia or autism spectrum disorder. Given the impact of social
interaction on everyone’s daily life, self-help books [49,50] and face to face
training [51] have been developed. For clinical cases such as social anxiety
disorder, various therapies have also been proposed, including social skills
training (SST), cognitive-behavioural therapy (CBT) or even medication [52].
Typically a teacher or a therapist performs this conventional social skill
training in person. The access is often mainly limited to people with serious
disabilities or the elite, owing to their high cost [53]. Furthermore, creating
adequate and controlled social interaction is difficult [54]. Since they carry
the promise of cost-effectiveness and controllability, it is not surprising that
researchers have flocked to study technology-supported systems for social
skills training and therapy. In the past decades, a wide range of systems have
been reported in the literature, applying a variety of technologies, including
but not limited to immersive virtual reality (VR), augmented reality, robots,
and screen-based software. Although the number of such systems and studies

is considerable, state of the art about them seems still unclear.

This chapter aims to present an overview of technology-supported social
skills training systems from the scientific literature. Previous reviews can be
categorized into three main types. First are the reviews that focus primarily on
the treatment methods or theories underlying therapy for social skills [55-58].

They do not take a system or technology perspective. Second are the reviews
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that describe social skills training only applying a specific technology, such
as virtual reality or robots [59-61]. Third are the reviews based on social
skills training systems but targeting a specific group, such as children with
autism [58,62-64].

This study intends to cover various technologies, to target a wide range
of audiences and skills, to consider both treatment- and therapy-oriented
training systems, as well as both general teaching- and practice-oriented
training systems. To the best of our knowledge, this is the first survey with
this particular scope. There are several merits to be discussed. First, this study
can serve as a state of the art overview of the field. Consequently, this chapter
could be a starting point for readers looking for future research directions
or answers to questions regarding state of the art. For example, questions
about which technologies, skills, and target audiences are most actively being
studied? In addition to this, the chapter outlines what functions are often
included in these systems, and how these systems are evaluated.

To this end, this chapter addresses the following three research questions:

1. How have these systems been developed? e.g., which types of tech-
nologies have been used? Which group of population or social skills do these
systems target to most?

2. Which functions do these systems provide and how do they relate to
the different applied technologies, target skills and target groups?

3. What is the overall perception of the efficacy of these systems on social

skills training?

2.2 Methods

2.2.1 Search procedure

A systematic review was conducted using Scopus and Web of Science, two
widely used abstract databases. The search query consisted of three major
components: 1. targeting social skills, 2. describing a technology-supported

system with the purpose of training, 3. reporting an empirical evaluation of
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the system. The list of search terms for the social skills concepts included
synonyms for social skills, such as social capability, and social competence, as
well as terms for specific common social skills, for example, public speaking,
interview skills, or negotiation. The search terms for technology-supported
systems included synonyms and common technologies, such as computer aided,
computer based, virtual agents, and mobile applications. Appendix A shows
the detailed search queries. Reviews, surveys and meta-analysis papers were
excluded as the last step. The search for English language publications was
first conducted on October 02, 2017 and then updated on December 16, 2018.

Database search Additional sources
(N =1682) (N=10)

Y A
Records after automatic duplicate removal

(N =1343)
Y .
Records screened on Title and Abstract | Manual dupl|cates'removed + Records
_ > excluded on Title and abstract
(N =1343) (n = 1073)

A 4

Records removed after full-text review
(N =141)
[Full-text not available for 8 paper]

Full-text reviewed
(N =270)

\ 4

Y

Record included in analysis
(N =121)

Figure 2.1: PRISMA-Diagram for the filtering process

The search resulted in a total of 1682 conference papers, journal articles,
and book chapters. Reference lists of the included papers were checked
for potential papers; it resulted in 10 further papers. After automatically
removing the duplicates, 1338 papers remained for further selection.

As shown in Figure 2.1, a two-step review was carried out: screened based
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on the title and abstract and screened based on the full-text version of the
papers. There were two coders active in this study. At each step, a coder
performed the entire review while the other coder served as a control to
determine inter-rater agreement. The control consisted of a random sub-
sample of records that were double coded. The inter-observer agreement was
calculated using a Kappa-metric [65]. For the selection based on title and
abstract, a random sample of 400 papers was used for the double coding,
resulting in an agreement of 0.91. For the second round, a random sample of
50 papers was used, resulting in an agreement of 0.98. Both showed acceptable
levels of reliability and were considered sufficient to move on to the next step

of selection.

2.2.2 Inclusion Criteria

We included articles that: (1) were available and accessible in a full-text
version of the paper, written in English, (2) included a technology-supported
system with the purpose of (3) training social skills, and (4) described an
empirical study.

For criterion (2), all types of digital medium were included (i.e. iPads,
Computers, Head-mounted displays, Robots). Systems could also have a
human component. Regarding criterion (3), the training is not limited to
therapy or treatment but also includes general teaching, education or practice.
Furthermore, the training could target a behaviour, cognition or motivation

related to social interactions [66].

2.2.3 Exclusion Criteria

Simply providing information in a digital format was not considered
sufficient (e.g. a normal curriculum, but just online [67]). Also, papers about
entirely human-based training were excluded (e.g. [68]). Furthermore, as a
training system, they should offer something extra in terms of experience or
interactions (e.g. excluding [69]). Moreover, systems that were solely used

to measure or test skills were excluded (e.g. [70]). As for criterion (4), to
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ensure that systems were actually developed and functional at some point,
papers that did not include an experimental or observational evaluation of

the training systems were excluded (e.g. [71]).

- Technology supported social skills training systems
Target group }- lliness General population Healthcare professional
> § Negotiation Job interviews Facial expression
c
o
O Targetted Social skill Public speaking Communication Eye gaze
Emotion recognition Teamwork Social scenario handling
Immersive VR Robots Serious games
Applied Technology
Virtual environment Video modeling
.S Level of Autonomy }— Wizard of Oz Adaptive script Fixed script
L B — T
g Briefing Goal setting Scheduling Role playing
= Modeling Self-observation Monitoring Real-time guidance
Functions
Knowledge/instructions Learning by doing Encouragement
System feedback Learning assesment Debriefing
4 N\ [ ) ) ) )
‘ Assesment }- Self-report Bio-physiological measurement || Behavior measurement
g —
= No control group Waiting list / Absence of intervention
> = Experimental design
<>° Alternative intervention Compared to typically developing participants
w 5
¥ ) ’ Outcome ‘— Negative Promising Statistically significant positive

Figure 2.2: Taxonomy of technology-supported social skills training system

2.2.4 Coding

Figure 2.2 shows the taxonomy used for coding the data extracted from
the papers. Each block represents a core concept related to the training
system and the evaluation of it. The blocks have attributes, addressing the

characteristics of each system and the evaluation. General information about



2.2 METHODS 17

the system such as system name, authors, year of publication, the reported

location of the study etc. was collected directly from the paper.

As shown in Figure 2.2, eight attributes were collected to categorize
systems and to obtain a better comprehension of the social skills training
systems. They are the technologies applied by the system, the target group
of the system, the target skills of the system, level of autonomy of the
system, functions provided by the system, the types of assessment used in the
experiments, experimental design, and the results of the experiments. Most

attributes are self-explanatory. Some need some further clarification.

A crucial task in the coding process was identifying the training system
by functional elements, i.e., functions. Functions were the building blocks
that made up the interventions of the training system, e.g. a function that
allowed users to role-play an interviewee attending a job interview. The
functions considered were chosen from both classical therapy and teaching
methodologies [55, 72, 73]. Figure 2.2 shows a list of the functions. Note
that these functions were only considered when the technology-supported
system provided them and not when the external environment, e.g. a human,
embodied them. For instance, when a person at the start of training gave the

user a thorough explanation, it was not regarded as a function of the system.

Secondly, the systems were categorized into four types based on the
technology employed. A distinction was made between immersive virtual
reality, robots, screen-based applications and a remaining category for other
technologies. The screen-based application category was again subdivided
into three popular paradigms: serious games, virtual environments/agents,
and video modelling. Thirdly, the level of autonomy attribute illustrates the
autonomous level of the system. It was categorized into three types: Wizard-of-
Oz, Fixed scripts, and Adaptive scripts. Wizard-of-Oz is a popular paradigm
for designing social skills training systems. When interacting with a Wizard-
of-Oz prototype, people believe the system operates autonomous, where, in
fact, an unseen human operator fully or partially controls the system. With

fixed script systems, all users received a similar pre-defined system response.
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With an adaptive script, on the other hand, the system’s response depended
more on users’ input. Often this required the use of either some database or
artificial intelligence algorithms. Fourthly, the evaluation design attribute,
four types were considered depending on whether the intervention group was
compared with: a waiting list, an alternative intervention, typically developing

(TD) person, or no control group.

2.2.5 Statistical Analysis

We conducted a descriptive analysis with R version 3.4.2. All the review
data, the R scripts, and output files can be found online’.

2.3 Results

Tables in appendix B show the records of the technology-supported social
skills training systems that the review examined. Sometimes the same version
of a system was used in multiple studies, but with unique experiments [74-77].
In these cases, all studies were included in the table, while only one system
was counted. If multiple papers presented the same version of a system with
the identical experiment(s), only the latest record was included. In total,
the review identified 122 studies (121 papers, one paper has two studies, the
references for all papers are provided in appendix C.) describing 113 systems.
Coding these systems on their key attributes led to the characterization

presented in Table 2.1.

2.3.1 Systems, versions and basic attributes

Systems had 1.05 versions on average, while more than 96.3% only had
one. Therefore, most systems seem to have been one-offs without being part

of a long-term scientific improvement cycle. Only four systems had two or

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
ee7efb66-cef8-49c8-9ale-383e47d58e09.


10.4121/uuid:ee7efb66-cef8-49c8-9a1e-383e47d58e09
10.4121/uuid:ee7efb66-cef8-49c8-9a1e-383e47d58e09
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more versions, for example, the “Automated social skills trainer” with three
versions [15,78,79].
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Figure 2.3: Distribution of records over the years.

The investigation also looked at where the research was carried out. If this
was not explicitly stated in the paper, the first author’s institution location
was taken. North America was responsible for about half of the studies.
Moreover, the USA, China, The Netherlands, UK and Israel were the top 5
contributors.

Furthermore, the review examines how the number of published studies
changed over time. A gradual increase of papers over the years is shown in
Figure 2.3. The figure shows a drop for 2018. Likely, the searched abstract
databases might not have included all published 2018 papers at the time of
the investigation. The data shows a different uptake in technology adoption.
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Both for immersive VR and screen-based VR, an increase in papers is visible
(Figure 2.4), with the former lagging behind the other. The recent trend of
more affordable VR equipments might explain this.

2.3.2 Technologies applied and target group

As shown in Table 2.1, the most common type of system for social skills
training is a screen-based system (71.7%, 81/113). Among them, the virtual
environment was most often used (28.3%, 32/113). Nevertheless, in respect
of a specific technology, virtual reality technology that covers both immersive
virtual reality (20.4%, 23/113) and virtual environment (28.3%, 32/113), also
accounted for almost half of the systems. Other types of technology were
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Figure 2.4: Evolution of immersive VR vs Virtual Environments
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serious games (18.6%, 21/113), robots (8.0%, 9/113), and video modelling
(4.4%, 5/113).

Of the 113 systems, 59.3% (67/113) were aimed at people with a specific
medical or psychological disorder. Among these, people on the autism spec-
trum were the most common (73.1%; 49/67), and 67.2% (45/67) of these
systems target children specifically. Besides this, about a quarter of the stud-
ies were targeting the general population (23.9%; 27/113). Finally, another
popular target audience was health-care professionals. Understandably, a
large number of health care jobs rely on patient interaction. As can be seen in
Table 2.1, 15.0% (17/113) of the systems targeted health care professionals.

2.3.3 Target skills

The most common targeted skill of the training systems is communication
(38.1%, 43/113), with the rest divided fairly evenly over skills like negotiation
(7.1%, 8/113), job interviews (7.1%, 8/113), public speaking (10.6%, 12/113),
and facial expression (12.4%, 14/113), etc. Another finding is that 66.4%
(75/113) of systems focused on macro skills, compared to 11.5% (13/113) and
22.1% (25/113) for micro and a combination of both respectively. Evidently,
systems often targeted skills like public speaking, job interviews, and negotia-
tion holistically, instead of choosing to focus on specific elements such as eye

contact and emotion recognition.

2.3.4 Size and functionality

The average system offered 3.11 functions (SD = 1.13) with a range from
one to seven. There is a considerable difference between the most and the
least frequently provided functions. Four functions that are provided often in
classical therapy or conventional therapy-oriented social skills training [80]
seemed to appear less often in the technology-supported systems. These are
briefing (1.8%, 2/113), scheduling (0.9%, 1/113), goal setting (0.9%, 1/113)
and debriefing (0%, 0/113). For most cases, the whole training program still

might have offered these functions; however, a person might have carried them



Table 2.1: Distribution of key attributes

% % % %
Applied technology Job Interviews 7.1 | Scheduling 0.9 | Biophysiological measurement 3.3
Immersive VR 20.4 | Communication 38.1 | Role playing 63.7 | Other 8.2
Robot 8.0 | Eye gaze movement/eye contact 15.0 | Modeling 22.1
Screen Based Facial expression 12.4 | Self-Observation 7.1 | Experimental control
Serious Game 18.6 | Emotion/facial/body language recognition 15.0 | Monitoring 6.2 | Yes(absence of intervention) 22.1
Virtual Avatar 28.3 | Teamwork/shared decision making 4.4 | Real-time guidance 4.4 | Yes(compared to alternative) 10.7
Video Modeling 4.4 | Social scenario handling 13.3 | Imparting knowledge/Instructions 54.0 | Yes(compared to TD person*) 2.5
Other 20.4 | Other 26.5 | Learning by doing 90.3 | No (single group) 64.8
Encouragement, praise and rewarding 23.9
Target group Level of Autonomy Performance feedback and reflection  34.5 | Results of experiment
[lness 59.3 | Wizard of Oz 8.8 | Learning assessment 0.9 | Positive (Statistically significant) 59.0
Healthcare professional ~ 15.0 | Adaptive interaction 10.6 | Debriefing 0 Positive (without statistically support) 38.5
General Population 23.9 | Fixed interaction 1.7 Negative (Statistically significant) 0.8
Other 1.8 | Other 8.8 Negative (without statistically support) 1.6
Targeted Social Skills Functions Assessment
Negotiation 7.1 | Briefing 1.8 | Self-report 63.9
Public speaking 10.6 | Goal setting 0.9 | Behavior observation 48.4

TECHNOLOGY-SUPPORTED SOCIAL SKILLS TRAINING SYSTEMS: A SYSTEMATIC LITERATURE REVIEW
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*TD person: Typically developing person
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out, e.g., a trainer that provided the debriefing. Consequently, the review
did not count them as system functions. On the other side of the spectrum,
functions like learning by doing (90.3%, 102/113), role-playing (63.7%, 72/113)
as well as imparting knowledge (54.0%, 61/113) seem much more popular.

Moreover, by looking at the number of functions used when targeting
a certain social skill, we found the systems focusing on facial expression
to provide the largest number of functions (M = 3.6, SD = 0.8), while the
systems targeting the teamwork and shared decision-making skills provided the
fewest functions (M = 2.2, SD = 0.8). Besides, from the perspective of the
target group, the average number of functions provided by systems targeting
clinical population, health-care professional, and the general population was
3.1, 2.9, 3.3, which was quite close to each other. Nevertheless, except these
three typical population, the systems targeting the other population offered
much fewer functions (M = 2.0, SD = 0.0). When investigating the number
of functions provided by the systems employing different technologies, the
systems employing video modelling technology were designed with the largest
number of functions (M = 4.4, SD = 1.1).

2.3.5 Evaluation

2.3.5.1 Assessment

The most used form of assessment for the studies included in this review was
self-reporting (63.9%, 78/122). This included reports about their experience,
anxiety, self-efficacy, and social skills. Another common form of assessment was
behavioural observations (48.4%, 59/122). Bio-physiological measurements
(3.3%, 4/122) were less frequently reported. They included measurements like

blood pressure, heart rate, and stress-levels through skin conductance.

2.3.5.2 Experimental design

The majority of the experiments described in the study were quasi-
experiments (71.3%, 87/122). Often the evaluations did not include a follow-up
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assessment (80.3%, 98/122). Still, 19.7% (24/122) of the studies had a follow-
up assessment. Among them, 58.3% (14/24) were done within four weeks;
while 25% (6/24) of the studies measured after more than half a year. The
average sample size of the studies was 34.8 participants, ranging from 2 to
421 participants; respectively, 22.4 participants for studies with a single-group
design, 27.8 participants per group for the studies with a comparison or control
group. A considerable number of these studies might have been underpowered
when considering a 5% level of significance, 80% statistical power to detect at
least a large effect size (0.80 Cohen’d) [81,82]. Only 17.7% of the studies with
a single-group design, and 27.9% of the studies with a multi-group design
seems to have had an adequate sample size, taking a group size of 28 1 and

26 2 as the cutoff respectively.

2.3.5.3 Results of experiments

Table 2.1 shows that 97.5% of the studies suggested that the system had a
positive impact. 59.0% (72/122) reporting a statistically significant positive or
improvement result, while 38.5% (47/122) indicated the system shows promise
without underlying hypothesis testing support. Only 2.5% of studies reported
negative results, from which one study based on statistical hypothesis testing.
Of the studies that had a randomized controlled trial design, 85.7% (30/35)
reported statistically significant positive or improvement results on measures

such as conversational skills rating scale [83] and liebowitz social anxiety
scale [84].

2.4 Discussion and Conclusion

This study proposed a taxonomy, which researchers can use to position

their work. Furthermore, in line with the research questions, the findings allow

LGroup size is based on a significant test for a product-moment correlation coefficient with a large effect
size (Cohen 1992) [81].

2Group size is based on a significant test for difference between two independent sample means with a
large effect size (Cohen 1992) [81].
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for three main conclusions. Firstly, although the review found that social
skill training systems use a variety of technologies, two-thirds of the systems
were screen-based applications; from which, virtual reality was studied most
frequently. The most targeted social skill for these training systems was
communication skills, with more than one-third of the systems developed to
train it. Secondly, the function learning-by-doing was provided by most of
the systems. Besides, the systems focusing on facial expression provided the
largest number of functions, while the systems employing video modelling
technology were designed with the most functions. This indicates that these
systems were the most extensive. Finally, 97.5% studies reported the systems
to have a positive impact, such as improving people’s feeling, cognitions,
emotions or behaviour. Among these studies, there were 30 studies with
a randomized controlled trial design that reported statistically significant

improvements.

Besides the above, there are some other interesting findings. The review
found a continuous growth in the number of systems developed each year.
Evidently, research into these systems is still ongoing and attracting more
momentum. The application of technologies such as robots [85], augmented
reality [86], and combination of virtual reality and brain-computer interfaces
[87] seem the latest to attract attention in this field. Besides technology
diversification, a broadening of the target audience is also possible, as most
systems in the review focused on a clinical population targeting people with
social anxiety and autism. While the review found systems targeting health
care professionals, it also found systems that target other professions such as
software engineers [88], law enforcers [89], and crisis managers [90]. Potentially,

more jobs that depend on social skills could benefit likewise.

Additionally, developers can also extend on the system’s functionality. Only
one-third of the systems provided feedback functionality, despite meta-analysis
research [91] having identified that receiving feedback on one’s performance
as one of the essential components in social skills training, next to practising.

Similarly, the function, “positive reinforcement”, which includes encourage-
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ment, praise and rewarding is critical for achieving a positive impact on
the improvement of social skills [92]. However, less than a quarter of the
systems offered this and therefore is another opportunity for extending current

systems.

For the design of the evaluations, the review shows that most studies used
a quasi-experiment design, almost two-thirds of the research only conducted
a single group study, without a comparison or control group. Furthermore,
roughly 70% to 80% of the evaluations had an insufficient sample size making
them underpowered. Still, well-powered studies with a true experimental
design are essential for studying causal effects, and therefore, for extending
scientific understanding about the impact of these systems. Likewise, more
long term follow-up studies, as they were rarely reported, would also help
understanding lasting effects. Furthermore, despite the popularity of self-
reported measures, they received criticism for their measurement bias potential
[93]. Therefore, researchers should consider including other types of measures

as well.

Of course, the review also has several limitations that could be noticed
when considering its implications and generalisation. First, although the
search included several synonyms, some authors might still have used other
terms, making it impossible to claim the review to be exhaustive. Despite
the possibility that the review ignored some papers, the broad search query,
and the subsequently large number of systems identified makes the study’s
general observations likely to be reliable and representative for peer-reviewed
literature in this area. Second, the review only considered systems reported
in the literature, ignoring potentially commercial systems not reported in the
searched literature. Third, the often reported publication towards positive
results [94-96], makes that overwhelmingly positive evaluation reports should
be considered with some caution. Finally, the review has only used descriptive
statistics and refrained itself from apply inferential statistics. Still, the review
with the papers and systems identified could form the basis for future meta-

analysis.
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To sum up, this review presents a comprehensive overview of the state of
the art of technology-supported social skills training systems and identifies
some of the characteristics, challenges, and trends in this field. Taken together,
it offers inspirations for developing new social skills training systems and serve

a starting point for further research.
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CHAPTER

Simulating the inner voice: A study of

sound parameters

This chapter is based on the article published as “Simulating the inner voice: A study of sound
parameters” by Ding, D., Neerincx, M.A. and Brinkman, W.P. in Annual Review of Cybertherapy And
Telemedicine 2018, p.166.
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3.1 Introduction

Possibilities are, when you are reading this first sentence, you are hearing
your own voice speaking in your head even if you are not saying anything out
loud. This phenomenon is commonly called “inner voice”, “inner speech” or
referred to as “verbal stream of consciousness”. Heavey and Hurlburt [97] found
that in their sample, around a quarter of people’s conscious waking life contains
an inner voice. Much research work asserts that inner voice has a positive effect
on many cognitive functions, such as self-regulation [98], self-reflection [99],
and so on. Meanwhile, the stream of consciousness, already proposed by
psychologist William James [100], refers to a continuous succession of thoughts
in the conscious mind. It is also a narrative technique, intended to mirror
people’s internal psychological world and the way internal thoughts form in the
mind. James Joyce’s Ulysses [101] casts the thoughts and conscious experiences
of characters in words in a first-person perspective, just as capturing the inner
voice of characters. Based on these considerations, we propose creating virtual
cognitions that work as a kind of inner voice or personalized voice-overs
when people are in a virtual environment. Like virtual environment aims
at replicating an environment by artificially creating sensory experiences,
virtual cognitions aim at replicating thoughts by artificially creating cognitive
experiences. Some replication successes have already been reported. However,
these studies focus on replicating the physical body in virtual reality. For
example, the rubber hand illusions or virtual body transfer illusions let people
regard parts, or even their entire virtual human body as their own [102,103].
Interesting, therefore, is to examine possible parallels for virtual cognitions
to elicit an internalized mind illusion. Presenting and manipulating virtual
cognitions may be a useful way to affect people’s behavior and beliefs for

training or therapeutic purposes.

Exposing people to virtual cognitions, presented as an inner voice, requires
the simulation of such a voice and therefore understanding of the underlying

sound parameters. Much research shows that there is a link between people’s
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inner and outer voices. On one hand, taking a developmental perspective,
Vygotsky et al. [38] argue that inner voice is the result of a gradual inter-
nalization process of outer voice, while Watson [104] claims that inner voice
develops with the reduction of self-directed outer voice. On the other hand,
taking a functional perspective, Hickok et al. [105] propose that when people
speak, an internal copy of the sound of their voice is created simultaneously
with the overt sound. Scott [106] goes a step further, putting forward and
testing a theory that the internal copy of people’s voice can also be generated
without overt sound. He also believes that the mechanism the inner voice
makes use of is the one mostly applied for processing outer voice. He sees
the inner voice as the results of the internal prediction of the sound of one’s
own voice. Moreover, Filik and Barber’s findings [39] suggest that people’s
inner voice resembles the features of their outer voice, even their regional
accent. The work presented here, therefore, explores people’s perception of
their simulated inner voice by considering several core sound parameters of
their outer voice. Although as described above, the inner voice seems to
have a close relation, even similarities, with the outer voice, Brocklehurst and
Martin [40] also found that stuttering people believed their inner voice was
not stuttered, which means people’s inner voice might hold different sound
characteristics from outer voice. We, therefore, hypothesize that people’s
sound parameters settings are different depending on the type of voice - inner

or outer voice.
3.2 Methods

To investigate the sound characteristic of the inner voice, an empirical
study was conducted. The study was approved by the human research ethics

committee of Delft University of Technology (Application ID: 20).

3.2.1 Participants

15 participants (11 males, 4 females) were recruited throughout the uni-

versity campus via e-mail or approached personally. Their ages ranged from
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23 to 36 (M = 26.1, SD = 3.52).

3.2.2 Procedure

By using a specially developed audio recording and modification software
tool, the participants first read aloud nine sentences (Appendix D) while their
voice was recorded. After that, the experimenter explained the concept of
an inner voice to the participants and several examples of the inner voice
phenomenon (Appendix D) were given to help participants to have a clear
understanding of this concept. Next, the participants had 2-3 minutes to
recall their inner voice experience. After this, participants listened back to
their previously recorded sentences and set key sound parameters to match
their recording with their perception of either their own inner or outer voice.
They modified seven basic audio effects and common digital audio-processing
features [107] of the recordings: pitch, speed, echo and volume of sound
with the frequency band (20 — 320H z, 320 — 1280H z, 1280 — 5120H z, and
5120 — 20480H z). The modification data of the parameter settings was

collected as input for the statistical analysis.

3.2.3 Data analysis

To analyze the participants’ parameter setting data, multi-level models
were used. Models were built in R version 3.4.2. All the experiment data,
the R scripts, and output files can be found online’. Model 1 was the basic
model that only included participants as a random intercept. Model 2 was
built on Model 1 and added voice type as a fixed effect. Finally, Model 2
was extended by adding voice type as a random effect (Model 3). All models
fitted assumed normal distribution, except models fitted on the echo settings.
Here a Poisson distribution was assumed. The analysis compared the ability
of the models to fit the data.

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
57d78b85-c9ae-4d9e-81£9-23d065913d52.


10.4121/uuid:57d78b85-c9ae-4d9e-81f9-23d065913d52
10.4121/uuid:57d78b85-c9ae-4d9e-81f9-23d065913d52
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3.3 Results

To investigate the consistency of participants’ parameter settings across
sentences, Cronbach’s alpha was calculated for all nine sentences for each
parameter, and for both inner voice and outer voice. The results show
consistency for the same parameter, and for participants’ settings for each
sentence both inner voice and outer voice. Coefficient alpha of inner voice
ranged from 0.62 to 0.93 (M = 0.83,5D = 0.10). Coefficient alpha of outer
voice ranged from 0.69 to 0.93 (M = 0.87,SD = 0.09).

Table 3.1 and Table 3.2 show the results of multi-level analysis. For
parameter speed, Model 3 was the most appropriate (p < 0.01), while for
the sound volume of frequency band 1280-5120Hz, Model 2 was the most
appropriate (p < 0.05). Except for these two parameters, Model 1 was not
outperformed by the extended model for other parameters. As the results show,
none of 95% confidence intervals of the standard deviation for random intercept
included zero, indicating that a significant variation between participants in

setting the parameters in general.

The results of multilevel analyses showed that participants set the speed,
echo and the volume sound for the frequency band 1280-5120Hz differently
when considering inner voice or outer voice. This suggests that people’s
sound parameters setting is different when it comes to the type of voice.
Furthermore, the finding of a significant fixed effect indicates that the difference
in volume perception for the frequency band 1280-5120Hz was consistent across
participants. Here, participants set the volume higher for outer voice than
inner voice. While for speed and echo the finding of a significant random
effect suggests deviation across participants for setting inner and outer voices.
It also suggests for speed and echo consistency on an individual level, i.e.
an individual using the same speed and echo settings across his or her own
nine voice recordings. For example, some participants consistently raised the
speed for their inner voice and lowered it for their outer voice, while others

consistently did this the other way around.
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Table 3.1: Multilevel analysis results of the parameters settings for Pitch, Speed, Volume of
sound with frequency band (20-320Hz, 320-1280Hz, 1280-5120Hz, and 5120-20480Hz)

D Lower Upper

Parameter df 2 value 95%  mean goo
P1: Pitch

M1: Random Intercept 0.02 0.03  0.05
M2: Fixed VoiceType 1 030 0.59

M3: Random VoiceType 2 493 0.08

P2: Speed

M1: Random Intercept 0.02 0.03 0.06
M2: Fixed VoiceType 1 097 0.33

M3: Random VoiceType 2 11.80 0.003 0.03 0.06 0.10
P4: Volume of sound with

frequency band (20-320Hz)

M1: Random Intercept 0.100 0.14 0.21
M2: Fixed VoiceType 1 2.00 0.16

M3: Random VoiceType 2 024 0.89

P5: Volume of sound with

frequency band (320-1280Hz)

M1: Random Intercept 0.05 0.08 0.13
M2: Fixed VoiceType 1 3.01 0.08

M3: Random VoiceType 2 1.21 0.55

P6: Volume of sound with

frequency band (1280-5120Hz)

M1: Random Intercept 0.09 0.14 0.20
M2: Fixed VoiceType 1 7.02 0.01 0.01 0.05  0.09
M3: Random VoiceType 2 333 0.19

P7: Volume of sound with

frequency band (5120-20480Hz)

M1: Random Intercept 0.11 0.16 0.23
M2: Fixed VoiceType 1 052 047

M3: Random VoiceType 2 0.28 0.87
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Table 3.2: Multilevel analysis results of the parameter settings for Echo

Lower Upper
Parameter mean 5%

95%
P3: Echo
M3: Random voice type Fixed Intercept -2.99 -1.91 -0.84
effects voice type -2.45 -0.97 0.51
Random Intercept 1.23 1.93 3.04
Effects  voice type 1.56  2.48  3.93

3.4 Conclusion and discussion

Although the phenomenon of “inner voice” has been studied for decades,
controversies concerning the nature and function of inner voice persist. In this
study, we employed a parameters modification experiment to gain a better
understanding of (1) the relationship between inner and outer voices; (2) the
sound characteristic of the inner voice; and (3) simulated internal thoughts in
virtual reality to further enable the creation of virtual cognitions. This study
has some weaknesses. First, the sample size of our experiment is limited, and
the participants are all university students or employees. Second, the study
is an indirect perception study, asking participants to replicate the sound of
their voice to the best of their abilities. It assumes that people can replicate
their voice by modifying these parameters. Third, although the findings give
some insight into differences between the inner and outer voices, they do not
tell much about the accuracy of the replication. Future work might therefore
examine this by asking people for example to rate sound recordings on an
analogue scale from not very accurate to very accurate. Still, of course, such
examination remains difficult because of the intensely private nature of the
inner voice.

Despite these limitations, the study provides some insight into the phe-
nomena of the inner voice needed to create virtual cognitions. Based on the
results of this study, some conclusions can be drawn. First, these findings
indicate that people perceive their inner voice to sound different from their

outer voice. Second, individualization in the perception is observed for the dif-
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ference between inner and outer voices. For developers who want to simulate
inner voice in a virtual environment, these findings suggest that inner voice
must be modulated separately from outer voice. The volume setting for the
frequency band of 1280-5120Hz can be based on group perception, whereas
for speed and echo settings it might require individualization. Interesting
is also the absence of systematic differences for various bandwidths, except
the 1280-5120Hz band. The 1280-5120Hz band roughly overlaps with the
1000-5000Hz band where humans have been found to be most sensitive [108],
and therefore most capable to distinguish between inner and outer voices.

Recently, Craig et al. [109,110] propose using avatar therapy to let individ-
uals talk with a computerized representation of their inner voice hallucination,
aiming at reducing the frequency and severity of auditory hallucinations. It
might be interesting to examine whether consistency can be found in the
sound parameters settings of these recreated voices, and how they relate to
people’s own inner and outer voice perception. Moreover, as this study found
individual differences how people perceive inner and outer voices, future work
might focus on individual factors that could predict these variations as a next
step in understanding how inner voice is shaped.

To conclude, this study opens up research into inner and outer voices
perception and ways to simulate these voices. It has the potential of exposing
people to thoughts and ideas, with applications in entertainment, education
and health domains.



CHAPTER

Virtual reality negotiation training sys-

tem with virtual cognitions

This chapter is based on the article published as “Virtual reality negotiation training system with
virtual cognitions” by Ding, D., Burger, F., Brinkman, W.P. and Neerincx, M.A. in International Conference
on Intelligent Virtual Agents, pp.119-128. Springer, Cham, 2017.
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4.1 Introduction

Negotiations are very commonplace in many kinds of interpersonal rela-
tionships and being able to negotiate successfully is hence a crucial social skill.
Despite this, people may choose to avoid negotiations because of a lack of
skills or motivation. While many self-help books have been published on the
topic, electronic solutions, so-called negotiation skills training systems, are
becoming a viable alternative due to their accessibility and low cost. Existing
training systems seem, however, to focus exclusively on skill development.
Learners are typically taught what to do or how to behave in a negotiation
situation in a learning-by-doing manner. Although feedback is provided, to
the best of our knowledge, no system exists that informs learners about the
reasons as to why they should behave in a certain prescribed way. The latter
would be beneficial for learners as thoughtful and timely guidance is vital
for the effectiveness of the learning experience [20]. Besides understanding,
little attention has also been paid to people’s self-efficacy, which affects their
motivation to engage in negotiation. People’s beliefs about their capabilities,
e.g. their self-efficacy, determine how they feel, think, behave, and motivate
themselves to participate in social interactions [37].

To enhance people’s knowledge and self-efficacy, we put forward a virtual
reality training system that allows people to passively experience a one-on-one
negotiation while being exposed to a stream of thoughts of one of the virtual
negotiators. These simulated thoughts, i.e. virtual cognitions, are a set of
pre-recorded voice-overs that provide understandable guided learning and
motivating statements. Users perceive the negotiation from a first-person

perspective, hearing themselves talk and think during the negotiation.

4.2 Related work

Compared to human-human training or traditional therapy, using a

computer-based system for negotiation training is more cost-effective and
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controllable. There are many examples of negotiation training systems that
have the potential to address the limitations of traditional negotiation training
(see [111] for a game-based example and [112] for an agent-based example).
These systems aim at skill development by giving users hands-on negotia-
tion experience. In this paper, however, we examine a training phase prior to
this, focusing on building negotiation understanding and self-efficacy by using

virtual cognitions.

4.2.1 Self-efficacy

Self-efficacy is one’s perceived capability to execute a certain task or reach
goals [113]. Multiple sources influence self-efficacy. The primary source is
enactive mastery experience. If individuals have completed a task in the
past, they are more confident in their ability to do it again in the future.
Instead of obtaining such mastery experiences in the real world, individuals
can also gain experiences by actively performing specific tasks in virtual
environments [19, 114]. These experiences in virtual environments can affect
people’s self-efficacy belief in the same way that experiences in the real world
do [115].

The second source of influence is a vicarious experience provided by social
models. Observing people similar to oneself succeed raises observers’ beliefs
that they can master comparable activities. This effect has also been shown
to hold when observing virtual agents perform in a virtual environment [116].
Also, enactive mastery and vicarious experience can be mixed in virtual reality
by experiencing a virtual doppelganger from a first-person perspective [117].

Verbal persuasion in the form of encouragement and discouragement about
individual’s performance or capability to perform [118] is another powerful
source to develop self-efficacy. Similar to the real world, when individuals
receive encouragement in a virtual environment by listening to a virtual
coach or hearing a conversation between virtual avatars, people’s beliefs can
change [119].

Wood, et al. [120] point out that positive self-statements can backfire if
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they do not match the person’s current belief or need. This can be explained
by social judgment theory [121] as it provides a framework for the design of
strong persuasive messages. Based on a person’s beliefs, messages are classified
into latitudes of acceptance, non-commitment, and rejection. Messages that
target the latitude of non-commitment can establish the largest belief change,
as messages falling into the latitude of acceptance are already close to people’s
beliefs, and messages falling into the latitude of rejection are likely to be
rejected or even strength current beliefs. Therefore, to establish persuasive
messages, a system needs to take into account a person’s current self-efficacy

level and the categorization of potential persuasive messages.

4.2.2 Stream of consciousness

Psychologist William James [122] coined the term stream of consciousness
in 1890, to describe that thoughts can be regarded as a continuous stream
and “part of a personal consciousness” (p. 225). In literature, the stream
of consciousness is a narrative technique that reproduces people’s internal

psychological world, presenting mental observations and commentary (e.g.
[101]).

Human behavior, attitudes, and cognitions are extensively influenced by
people’s conscious thoughts. Much research work asserts that inner voice,
also known as internal monologue, plays various important roles in cognitive
function, such as self-regulation [98], self-reflection [99] and, importantly,
learning [123]. Helping learners to use inner voice during learning can con-
tribute to reducing anxiety and increasing both confidence and communicative
competence [124].

Based on these considerations, we propose the use of virtual cognitions to
work as a kind of inner voice or personalized voice-over to present conscious

thought to the user during the negotiation training.
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4.3 System

Table 4.1 is an excerpt from the scripts of our negotiation dialogs and
virtual cognitions that users heard when they were immersed in our VR
negotiation training system. The conversations were set between the user, in
the role of an employer (ER), and a virtual employee (EE), sitting across from
the user. Users heard the external dialog as shown in Lines 1-3. Lines 4-6 show
the virtual cognitions that users heard as part of an internal monologue. They
introduce the relevant negotiation knowledge, describe the current situation,
and reflect what users heard and what they should do and why. Line 5
illustrates a self-motivating statement, which users also heard during the
training as one key factor of virtual cognitions. Although users played the
role of the employer negotiating with an employee, they did not actively
contribute to the negotiation. Instead, they heard pre-recorded audio while
seeing a virtual self. For this, they wore a head mounted display. Their body
movement was captured to synchronize it with their virtual body which they
could see in a virtual mirror to enhance the body ownership illusion and sense

of agency over the virtual body [103,125].

The system delivered three training sessions, each addressing different
negotiation topics and each set in a specific workplace scenario: (1) stages in
negotiations (scenario: continuously being late for work); (2) best alternative
to a negotiated agreement (scenario: requesting an immediate holiday); and
(3) separate the people from the issue (scenario: quitting one’s job). During
the training session, users were exposed to three types of virtual cognitions
(Table 4.2) as taken from the idea of social stories theory [126]: knowledge
and principles, reflection, and self-motivation.

The knowledge and principles introduced in previous training sessions were
reviewed to strengthen users’ understanding and recollection. The reflective
virtual cognitions in the first training session only focused on observations
of the situation at hand. In the second and third sessions, these reflections

also included thoughts about the previous negotiation. A similar strategy was



42 VIRTUAL REALITY NEGOTIATION TRAINING SYSTEM WITH VIRTUAL COGNITIONS

Table 4.1: Excerpt from negotiation scripts between employer (ER) Leon (the user’s perspec-
tive) and virtual employee (EE) Tom.

1. EE: (Talking) Next week is the last week that it is still warm in Spain.
After that it will be too cold to enjoy the beach this year. My wife likes the
beach very much, and she has already been asking me to take her to a beach
for over a year. Next week is the last chance for us to go.

2. ER: (Talking) Ok, I see. So you want to have a holiday immediately next
week mainly because you worry that you can’t take your wife to the beach
later?

3. EE: (Talking) Yes, you can say that.

4. ER: (Thinking-reflection) I gathered a large amount of information about
Tom’s plan for a holiday and finally figured out the underlying and real reason
why Tom wanted to take a vacation immediately. It was not just what he
said at the very beginning about being very tried, but instead he wants to
take his wife to the beach otherwise the weather could turn cold.

5. ER: (Thinking-self motivation) Leon, the negotiation is going quite well,
you are doing a great job in the joint exploration stage.

6. ER: (Thinking-knowledge) Now, the negotiation will come to the next
stage: bidding. The teacher emphasized that BATNA should always be kept
in mind. I should share more information about my interests with Tom and
develop multiple options for him to choose from.

7. ER: (Talking) Fine. I understand. How about you finish your project first,
then I arrange for you to go to Egypt for a new project. You can take your
wife with you, so during the weekends you can relax and enjoy the sunshine
and the beach all the time.

8. EE: (Talking) Um, it sounds great, but I don’t have enough money to take
my wife to Egypt.
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Table 4.2: Three types of virtual cognitions we used in the system.

Type Function Example
Knowledge and Introduce the targeted “A successful negotiation usu-
principles knowledge and princi- ally consists of four major stages:
ples private preparation, joint explo-

ration, bidding, and closing.”

Reflection Describe the current “Until now, Mike seems getting

Self-motivation

situation, analyze the
thoughts, feelings, and
behaviors of the other
parties and explain
what to do and why the
user should behave in
the proposed manner

Persuade people of
their capability to
perform social behav-
iors and encourage
themselves to engage
in social interactions

into a better mood. I should con-
tinue making him feel relaxed and
let him know he can talk about
everything he wants with me.”

“Yes, great! The negotiation
went well. Mike was totally
calmed down. I did a great job.
[User’s name], you are quite good
at negotiating.”
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followed for the self-motivation cognitions, evaluating the user’s performance
in current or previous negotiation, stressing feelings of mastery of experience.
To target users’ latitude of non-commitment towards a higher level of self-
efficacy, users’ self-efficacy level was measured before each training session,
and matching self-reflective cognitions were selected from a validated ranked
list of cognitions [127]. These self-motivation cognitions were written in
the third-person perspective, which has been shown to be more effective in
regulating people’s thoughts, feelings and behavior compared to first-person
language use [128].

Second and third /"Scene 2 - meeting .
Scene 1 - before - N /\
. training session q B - 2
the meeting Reflection on /" Employee
i the dialogues talks
Reflection on previous - ‘ / \ ‘ + *
training session Knowledge — Self- \ Employer
*._ and principles motivation - talks
First training Knowledge and ,,,,—/"/\/\\\,,M_/—"‘/Negﬂﬁaﬁon
aining__y, tled S— : a—
session principles \ 1alogues

Self-motivation

| Scene 3 - after Reflection on the overall
+ the meeting meeting

Reflection on the

current situation

Self-motivation

Figure 4.1: The flow of virtual cognitions and dialogues in a training session.

Each training session consisted of three scenes (Figure 4.1). The first scene
was set before the meeting. Here users heard virtual cognitions reflecting
on a fictional negotiation course or previous negotiations. These experiences
were linked to self-motivation cognitions. The scene ends with reflections
on the upcoming negotiation meeting, applying the negotiation knowledge
and principle to the situation at hand. In the second scene, users started to
experience the virtual negotiation in action, facing a virtual employee, which
was gender-matched to the user. When the employee talked, users saw the
mouth movement of the employee. When users heard their own external voice,
they saw the movement of their virtual mouths in the virtual mirror. When
they heard the virtual cognitions, their virtual mouth did not move. To create

a natural pause in the dialog, the employee drank from his or her mug when
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users were hearing an internal monologue. In the closing scene, the users were
again alone in the virtual meeting room. Here they heard virtual cognitions
that reviewed the process of the past negotiation, their performance and
also motivated them affirmatively. The full text of all dialogues and virtual

cognitions are available online’. An example can be found in Appendix E.1.

4.4 Method

To obtain a first evaluation of the system, we conducted a pilot study. To
this end, we followed a pretest-posttest design with all participants completing
the training and consequently no comparison group. The study was approved

by the human research ethics committee of Delft University of Technology
(Application ID: 60).

4.4.1 Participants

Eight participants (1 female) were recruited via e-mail or approached
personally throughout the university campus. Their ages ranged from 22 to
29 (M = 25.5, SD = 2). Participants received a small gift in appreciation of
their efforts.

4.4.2 Materials and Measures

Materials. The system captured the body movements of users with a
Kinect, which returned real world distance in meters. For the HMD, an Oculus
Rift DevKit 2 with a resolution of 1920*1080 pixels was used, while the virtual
environment was created in Unity3D. To strengthen similarity and therefore
the effect of this vicarious experience, we gave the virtual employer character
the voice of the participants. We recorded all external dialogs and the virtual

cognitions, resembling participant’s inner voice, by asking participants to

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
16982115-549d-4792-973e-a7eaaf£0d4340


10.4121/uuid:16982115-549d-4792-973e-a7eaaff0d340
10.4121/uuid:16982115-549d-4792-973e-a7eaaff0d340
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read the sentences of the negotiation out loud prior to the training. This was
done with a pair of binaural microphones (Roland CS-10EM) worn by the
participant.

Self-efficacy. Following Bandura’s approach [129], a one-item self-efficacy
assessment was conducted. The question was formulated as: “Supposing that
now you, as an employer, need to negotiate with your employee about a topic
at the workplace, please rate how certain you are that you can successfully
negotiate with him/her.” The item was rated on an 11-point Likert scale from
-5 (highly certain cannot do) to 5 (highly certain can do).

Negotiation knowledge. A validated negotiation knowledge video test
[130] was used. This consists of eight negotiation scenarios (female version and
male version). Each scenario includes six video scenes portraying negotiation
situations. After each scene, participants are asked: “What is your advice for
the employer?”. Written answers are scored on the participant’s ability to
identify key negotiation concepts. The video test has been validated in a study
with 128 participants. Mean and standard deviation for each negotiation
scenario were hence available to standardize test scores.

Perceived Utility. To investigate how satisfying and useful people
found the training, a 7-item utility questionnaire was used, which included
three items on the satisfaction of the training process and four items on
the effectiveness in improving negotiation performance. This questionnaire
(Appendix F) was adapted from the one used in a study by Kang [117]. All
the items were rated on a 7-point Likert scale from 1 (strongly disagree) to 7

(strongly agree).

4.4.3 Procedure

On their first visit, participants were informed of the nature of the ex-
periment and signed their consent to participate. The pilot study consisted
of three phases: pre-training, training, and post-training. In the first phase,
recordings were made of each participant reading out all sentences of the

three negotiation training sessions (dialogs and virtual cognitions). The order
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of sentences was randomized to limit participant understanding and memo-
rization of actual scenarios. After the recording, participants were asked to
listen to one random example of their recordings and set sound parameters
with the instructions to make their recordings sound as they hear their own
external voice or as their inner-voice. Participants were also asked to record
their names, which were later incorporated into the negotiation dialogs and
self-motivation cognitions. After at least one week, we invited participants to
complete an Qualtrics online questionnaire collecting demographic information
and the pretest measures (self-efficacy question, negotiation knowledge test).
For pre and post negotiation knowledge tests, the participants were randomly
assigned to two out of the four gender matched negotiation scenarios.

Once the questionnaire was completed, participants started with the
training phase. In this phase, they were invited into the lab to receive the
negotiation training consisting of three consecutive sessions; each adminis-
trated on a separate day. Each training session lasted around 30 minutes,
which started with five minutes of immersion into the virtual room, allowing
participants to familiarize themselves with the virtual world and their virtual
body before the actual scenario started. After each session, participants
were asked to finish an online questionnaire to measure their self-efficacy
and negotiation confidence. The latter was used to select the self-motivation
cognitions in the next training session. Two weeks after entering the second

phase, all participants were sent a link for the post-test measurement.

4.5 Results

4.5.1 Self-efficacy

Taking participants as a random intercept effect, two multilevel models
were fitted to the self-efficacy data: a fixed intercept effect model (baseline
model) and extended model that included the moment of data collection as
a fixed effect. The analysis revealed a significant model fit improvement for
the extended model (x*(1) = 9.65, p = 0.002), suggesting that, as shown in
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Figure 4.2: Mean (error bar 95% CI) self-efficacy score obtained before the training (0) and
in the different sessions (1-3).

Figure 4.2, over time, self-efficacy increased.

4.5.2 Negotiation knowledge

Two coders scored the answers obtained from the negotiation knowledge
test. With acceptable correlation (r = 0.95) between scores of the coders, the
average score was taken, which was normalized using the scenario mean, and
standard deviation available for each negotiation scenario [130]. A paired-
sample t-test, revealed that participants had a significantly higher (¢(7) = 3.19,
p = 0.015, d = 1.13) negotiation knowledge score after the negotiation training
(M = 1.5, SD = 0.94) than before the training (M = 0.1, SD = 0.90).

4.5.3 Perceived Utility

Cronbach’s alpha was calculated for the two subscales of the utility ques-
tionnaire, satisfaction of the system (a = 0.57) and usefulness of the system
(v = 0.74), respectively. The mean value of the items within each question-

naire was taken as a single measure of that concept. To investigate if users
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hold a positive attitude about our training system, one-sample t-tests were
conducted comparing scores with a value 4, the neutral position on the scale.
Tests did not find significant deviations from the neutral rating, for either the
satisfaction-related utility (M = 4.17, SD = 0.99) or the effectiveness-related
utility (M = 4.66, SD = 1.04).

4.6 Discussion

We developed a virtual reality negotiation training system that exposes
users to an unfolding negotiation, thereby witnessing both the dialog and the
thought process of a negotiator. The main findings of the pilot study suggest
that the training system can enhance people’s negotiation knowledge and
their self-efficacy, two key factors influencing a successful negotiation. The
results of our pilot study thus encourage further confirmation studies with a
control group to control for confounding variables or comparison with groups
using other training systems or instruction delivery methods. Although the
passive nature of our training might cause less anxiety to enroll, it might also
make the experience less engaging and enjoyable, as the perceived utility data
of the pilot study indicates. Interesting would, therefore, be to examine the
effect of combining this training with existing unguided negotiation training
systems where people actively negotiate with a virtual opponent.

Several design choices limit the scope of the results and should be noted
to appreciate the findings. First, the format and articulation of the inner
voice are very personal, as it has been found to resemble people’s voice and
regional accent [39]. This might have affected the pilot study as it included
non-native English participants, whose everyday inner monologue might not
be in English as the virtual cognitions were in the study. Similarly, the sense
of agency in the virtual environment might be improved by administering
vibrotactile stimulation on the thyroid cartilage when the participants hear the
pre-recorded stimulus voice [131]. In our current system, users only passively

experience the negotiation. Using eye-tracking in virtual reality offers the
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possibility to tailor virtual cognitions to people’s focus of attention in the
virtual environment. It could thus provide more timely guided-learning and
more thoughtful motivation. Finally, we received some negative feedback on
the audio quality from the participants. The audio of the employee avatar
was recorded at close range. This did not match with the spatial distance
that participants had to the avatar in the virtual environment.

In conclusion, a system that provides guided learning with the combination
of virtual self-experience and virtual cognitions can potentially affect people’s
knowledge of negotiation and self-efficacy. Further research might investigate
the extent to which the system has the potential to change individual’s beliefs

and behavior in the long run.



CHAPTER

Simulated thoughts in virtual reality
for negotiation training enhance self-

efficacy and knowledge

This chapter is based on the article published as “Simulated thoughts in virtual reality for negotiation
training enhance self-efficacy and knowledge” by Ding, D., Brinkman, W.P. and Neerincx, M.A. in International
Journal of Human-Computer Studies, p.102400.

The work conducted in Chapter 4, which show promising results, is a pilot study for Chapter 5.
Therefore, Chapter 5 conducted an extensive empirical study with larger participant number and addressing
an additional hypothesis.
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5.1 Introduction

Negotiation is an important aspect of daily life. Being good at it brings
economic and social benefits. People improve these skills by trial-and-error
or observing others negotiate. But what if they could also observe the
relevant thoughts? What if they could perceive these as their own? This
study examines this idea as a training strategy for knowledge and confidence

building in negotiation.

Many studies point out that it is difficult for people to negotiate well
[5,6,132]. Hence, various self-help books [5,11,133] have been published and
courses [12] have been given. In recent years, researchers have further extended
this training material with a large number of negotiation training systems.
Table 5.1 gives a overview of the characteristics of some of these systems.
Although these training systems are shown to be beneficial [19,53,111,134—136]
thanks to their accessibility and low cost, several limitations attenuate their
efficacy. First, as Table 5.1 shows, the goal of most of these systems is either
to offer people opportunities to practice or to impart knowledge. While the
former focuses on creating simulated negotiation scenarios, the latter focuses
on teaching people what to do and how to act. However, these systems do
not support people in operationalizing theoretical concepts and principles
into an actual negotiation situation [20]. Often, this results in two situations.
1) The systems only increase people’s knowledge, without clear performance
improvement or changes in social behavior, see for example Broekens et al. [19].
2) When users already have basic knowledge or negotiation experience, only
giving them a chance to experience a negotiation or teach them negotiation
principles is unlikely to result in clear skill improvement. Kim et al. [48], for
example, found that for individuals without prior negotiation experience, their
situational judgment test score was improved significantly after the training,
while for those with prior negotiation experience, the training failed to bring
out a significant improvement. Moreover, people, particularly novices, have
trouble with applying their newly gained knowledge, despite being able to
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remember everything taught in the training [137].

Second, training of skills gets the most attention as shown in Table
5.1. Training systems often neglect the importance of the individual’s own
confidence, motivation and willingness to participate in a negotiation. This,
however, is essential to initiate the negotiation. People’s beliefs about their
capabilities, i.e. their self-efficacy not only affect their negotiation behavior
and performance [138], but also influence their performance after negotiation
training [139, 140]. Fortunately, there are strategies to improve people’s
self-efficacy, thus increasing their motivation and willingness to engage in
activities [22]. For instance, according to social cognitive theory [23], people’s
self-efficacy can be affected in four ways: mastery experience, vicarious
experience, verbal persuasion, and their emotional and physiological states. If
they are not used in an appropriate way, though, self-efficacy can also suffer.
In fact, using a training system can lead both to mastery of a skill and the
experience of failure. Such experiences of failure can lead to the decrease
of one’ s self-efficacy, especially when a sense of efficacy has not yet been
firmly established [141]. A solution to this is the addition of guidance in the
form of appropriate instructions, explanations, or reflection. Guidance can
be provided in a third-person or first-person perspective, the latter being
shown to be more effective. For example, students have been found to learn
better from instructional videos recorded from a first-person perspective
than a third-person perspective [142]. Our vision is to create a system that
addresses the earlier mentioned limitations by focusing on people’s negotiation
understanding and self-efficacy. This is done by letting people experience
negotiation, both visual and cognitively from a first person perspective. The
cognitive experience is realised in the form of virtual cognitions, i.e. a
stream of thoughts, simulating the thinking process during a negotiation.
Virtual cognitions consist of guided learning and motivating statements. We
believe that virtual experience with virtual cognitions can enhance people’s
negotiation knowledge, but perhaps more importantly, can also increase their
self-efficacy.
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Table 5.1: Negotiation training system reported in the literature

Author Intervention goal Measurement
Learn ImpartingMotiva-Reflec- poedpack Perfor- Satis-  Self-  Know-
by doingnowledgeion  tion mance faction efficacy ledge

Greco et al.

(2007) v v v v

Lin et al.

(2009) v v

Ross Jr et

al. (2001) v v v v v

Broekens

et al. v vE v v

(2012)

Gratch et

al. (2015) v v v

Gratch et

al. (2016) v v v v

Kim et al.

(2009) v v v v v v v
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5.2 Background theory and hypotheses

Social skill training systems aim at overcoming shortcomings of face-to-face
training such as the high costs and the lack of controlled social interaction [54].
With the advent of virtual reality technology, social skills training systems
using this technology have been developed. These systems can provide an
enriched, ecologically valid, interactive and enjoyable training environment
[143]. Several studies demonstrate their effectiveness. For example, these
systems can reduce people’s public speaking anxiety [17, 144, 145], teach
communication skills to pediatric residents [146], and improve individual’s
job interview skills [147,148]. More specifically for negotiation, they could

boost individual’s negotiation skills [19].

As discussed above, one important element that a training system should
offer is guidance and mentoring. Providing reflection, feedback and expla-
nations affects the efficacy of the system [48]. Taking it one step further,
these systems should aim at improving people’s self-efficacy in negotiation.
This determines how people feel, think, behave and motivate themselves
to engage in social interactions [141]. Self-efficacy can be altered in four
ways as stated previously and this can also be achieved in virtual reality
environments [115,149]. For instance, individuals can gain mastery experience
by actively performing specific tasks in virtual environments [114,150] or

vicarious experience by observing virtual agents perform a task [116,119].

Furthermore, as the vision puts forward, these ways of influencing might
also be established with an artificial stream of thoughts combined with
simulated speech. Offering these thoughts from a first-person perspective as a
simulated inner voice could reproduce people’s internal psychological world,
present people with mental observations and commentary. Inner voice, also
known as an internal monologue, is believed to play a role in various cognitive
functions, such as self-regulation [38], self-reflection [99] and, importantly,
learning [123]. Guiding users to use inner voice during learning can, for

example, reduce anxiety and increase both communicative competence and
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confidence [124]. Receiving guidance through simulated inner voice, therefore,
has the potential to enhance mastery or vicarious experience. The impact
of the vicarious experience depends on how much people can identify with
the observed person [141]. For instance, children with autism master more
novel letters and even learn more quickly when watching videos of themselves
compared with watching videos of someone else [151]. This suggests a larger
impact if people are exposed to inner voice and simulated speech with sound
characteristics similar to their own. If a person would perceive the virtual
thoughts and speech as their own, it might also trigger attitudinal change.
After all, the cognitive dissonance theory [152] postulates that people with

conflicting cognitions and behaviours tend to resolve this by realigning them.

Additionally, verbal persuasion and changes in emotional and physiological
states can also be achieved with positive self-motivational statements. For
example, reading aloud positive self-statements or self-instructions had a
positive effect on people’s self-esteem and decreased feelings of inadequacy [41]
and even depression [42]. Therefore, one new intervention method to increase
self-efficacy is using virtual cognitions as a kind of inner voice or personalised
voice-over. It presents conscious thoughts to the user combined with simulated
speech during the negotiation training. These virtual cognitions can play
the role of (1) guidance and instructions to enhance mastery and vicarious
experience or (2) self-motivational statements to verbally persuade and change
emotional and physiological states. It allows users to passively experience
how a successful negotiation process unfolds from a first-person perspective.
Hence, it opens the possibilities to enhance people’s self-efficacy, leading to
following hypotheses:

H1: Passive virtual reality negotiation training with virtual cognitions
and simulated speech improves negotiation knowledge and self-efficacy of

negotiation compared to no training.

H2: Virtual cognitions with self-motivational statements improve self-

efficacy more than virtual cognitions without self-motivational statements.
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5.3 Research approach

Testing these hypotheses involved several activities that ultimately led to
a randomised controlled experiment. First of all, the idea discussed above
was translated into a fully functional training system. For testing the first
hypothesis, this meant that the system was able to provide users with the
experience of negotiating from a first-person perspective complete with virtual
cognitions and simulated speech. The second hypothesis, about the effect of
self-motivational statements, required the creation of a set of these statements.
They varied on the expressed self-efficacy in negotiation. The set allowed the
system to select a statement appropriate to the individual’s level of self-efficacy,
and to measure people’s negotiation attitude. Also, the training which was
developed consisted of scripts for three consecutive training scenarios. Besides
creating the content, dedicated software for recording the virtual cognition
text was developed, including software that allows individuals to set sound
parameters to match their own recorded voice with that of their inner or outer
voice perception [153].

The first hypothesis is about negotiation knowledge enhancement. It
requires a reliable and validated negotiation knowledge measure. For this, a
series of negotiation videos was developed following the strategy also used
by Broekens et al. [19]. People’s reflections on these videos gave insight into
their negotiation knowledge [154]. This measuring instrument, together with
the developed training system, was eventually applied in the experiment. The

following chapters provide a detailed account all of these activities.

5.4 System, content and training

The training system was developed using immersive virtual reality technol-
ogy. To examine hypothesis one, we developed a training system with virtual
cognitions combined with simulated speech. An initial pilot study [155] showed

promising results for enhancing knowledge and self-efficacy, however, it was
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only a single-group study with a quite small sample size. As for hypothesis
two, the system provided two types of training, training with and without
self-motivational cognitions. The system provided a series of negotiation

scenarios in a virtual meeting room.

5.4.1 General idea

To give a brief idea of the training content, table 5.2 shows an excerpt
from the negotiation script translated into English. The scripts incorporate
the negotiation dialogues and the virtual cognitions that users heard when
they were immersed in the virtual reality (VR) negotiation training system.
The negotiation occurs between the user, playing the role of an employer,
and a virtual employee who sat across the user. To avoid gender effects, the
gender of the employee and the employer was matched with that of the user.
During the training, users heard both the external dialogue (lines 1-7) and the
virtual cognitions as part of an internal monologue (lines 8-10). Line 8 show
the virtual cognitions that describe the current situation, reflect on what users
heard, what they should do, and why. Line 9 illustrates a self-motivational
statement, heard as one key component of virtual cognitions. The virtual
cognitions in line 10 introduce the relevant negotiation knowledge.

The negotiation skills training system is a 3D immersive virtual reality sys-
tem. In the system, users can explore a virtual self-experience in a negotiation
context. They play the role of an employer, passively experience negotiating
with a virtual employee, sitting opposite them. It is a passive experience as
they do not actively negotiate. Instead, they perceive the negotiation from
a first-person perspective, seeing and hearing their virtual-self talk with the
virtual employee. Furthermore, they hear their virtual-self thinking by hearing
pre-recorded audio. For this, they wore a head mounted display and a pair
of microphones (Figure 5.1). For any system that provides human-computer
interaction, the sense of agency could be vital considering that it affects how
people experience interactions with technology [156]. In our system, users’

body movement was captured to synchronize it with their virtual body which
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Table 5.2: Excerpt from negotiation scripts between the employer (ER) John (the user’s
perspective) and virtual employee (EE) Mike.

1. ER (Thinking-reflection) I have already known Mike for a long time, he
has a good reputation in the company, but according to the teacher’s advice,
I need to separate the people from the problem. Be soft on him, hard on
the issues we faced. Of course, when he felt down, I should console him in
a friendly way. However, when it comes to the rules, I still should consider
the problem in a matter-of-fact way, not making concessions because of the
relationship between us or to cultivate the relationship. It is better to explore
the current situation more.

2. ER (Talking) Mike, let’s try to solve the problem together. Have you
already got any offer from another company?

3. EE (Talking) No, I haven’t. I don’t have time to find a job. I am still
stuck in the work at hand and my wife recently broke her legs in an accident.
4. ER (Talking) What? Did she break her legs? Is she ok? What happened?
5. EE (Talking) She fell from her bike when she was hit by a motorcycle at a
street corner. The accident was quite serious, she was kind of lucky that she
just broke her legs.

6. ER (Talking) I am really sorry to hear that. I believe it could be quite
difficult for you. Would you mind telling me a little bit more?

7. EE (Talking) It happened last month, the doctor said she had to stay
in bed, at least for two months. I must take care of her every day. Taking
care of both my family and the job at the same time is very exhausting. My
feeling tells me I should leave the team and make some changes in my life.
8. ER (Thinking-reflection) I gathered a large amount of information about
Mike’s working and living condition. I explored a lot about his desires and
the underlying reason why Mike wants to leave his job now. Now, the reasons
why he wanted to leave his job seem clear.

9. ER (Thinking-self motivation) John, the negotiation is going quite well,
you are doing a great job in the joint exploration stage.

10. ER (Thinking-knowledge) Now, the negotiation will come to the next
stage: bidding. The most essential thing in this stage is to develop multiple
options for Mike to choose from.

11. ER (Talking) Mike, how would you feel about finishing your work first
and I arrange for you to transfer to another team?

12. EE (Talking) Moving to another team? Eee...That sounds ok, but I have
to say I am a little bit worried that all the troubles I experienced in the
current team will come out again.
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they could see in a virtual mirror to enhance the body ownership illusion and

sense of agency over the virtual body [103, 125].

Figure 5.1: Experiment setting (top) and screen shot (bottom) of the training scenario from
the perspective of users where they see their virtual representation in the mirror and the
virtual employee in front of them.

The system delivered three training sessions, with each session addressing
a negotiation principle: (1) the main stages of negotiation, (2) best alternative
to a negotiated agreement (BATNA), and (3) separate the people from
the issue [5]. Each session was set within its own negotiation scenario,
triggered by a work-related event: (1) continuously being late for work; (2)
requesting an immediate holiday; and (3) announcing resignation. During
the sessions, users were exposed to three types of virtual cognitions (Table
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5.3): knowledge and principles of negotiation, reflection on the negotiation
process, and self-motivational statements. The second and third session also
used knowledge and principles addressed in previous sessions, strengthening
the users’ understanding and recollection. The reflection element also built
on experiences in past sessions. Whereas in the first training session, the
reflective cognitions only focused on the current situation in progress, in
the second and third sessions, they related back to thoughts and experience

obtained in the previous negotiations.

5.4.2 Content generation of self-motivational cognitions

Self-motivational cognitions were adapted to users’ states, giving posi-
tive feedback on the user’s performance in current or previous negotiation,
stressing feelings of mastery of experience. A potential risk, however, was
that people would ignore the virtual cognitions as a strategy to resolve their
cognitive dissonance with their actual beliefs. Following social judgment
theory [121], these cognitions could be classified into latitudes of acceptance,
non-commitment, and rejection. Cognitions that target the latitude of non-
commitment might be able to establish the largest belief change, as cognitions
that fall into the latitude of acceptance are already close to people’s beliefs.
Less likely to be accepted are cognitions that fall into the latitude of rejection,
as they are probably rejected or even cause negative effects. In other words,
depending on their current self-efficacy belief, people should hear different
self-motivational statements, ranging from ‘I am an average negotiator. to ‘I
have never failed in a negotiation..

To create the content of the training delivered by the training system, an
ordered list of self-motivational statements that formed the self-motivational
virtual cognitions had to be established. For this, we followed the strategy of
creating a Thurstone scale using the method of equal-appearing intervals [157].
It was conducted as a separate study before our main experiment which is
described in the next section. The first step was a brainstorm session to

create candidate statements that describe specific attitudes people might
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Table 5.3: Three types of virtual cognitions used in the system.
Type Function Example
Knowledge and Introduce the targeted “The teacher also taught me one
principles knowledge and princi- essential strategy that can be
ples. applied during the negotiation.
What’s that? ...hmmm...Yeah, I
see. ‘Separate the people from
the problems’. 1 should be soft
on the people, but hard on the
problems.”
Reflection on Describe the current sit- “It seems Mike was crushed by

the process

Self-
motivational
statements

uation, analyse the pos-
sible thoughts, feelings,
and behaviours of the
other parties and ex-
plain what to do and
why to behave in a cer-
tain manner.

Persuade people of
their capability to
perform social be-

haviours and encourage
themselves to engage
in social interactions

the work, I ought to console him a
little bit. However, when it comes
to the issues that he wanted to
leave the job immediately, I still
have to let him know it’s not pos-
sible as there is clear notice pe-
riod for resigning in his contract.
Soft on people, hard on the prob-
lem. I should keep that in mind
and follow it.”

“Yeah, we are almost there. I de-
veloped lots of options for Mike
to choose from and successfully
applied the BATNA in a smart
way, so I finally figured out a pro-
posal which satisfies the interests
of both parties. [User’s name],
you did a great job in the joint
bidding stage. You are a quite
good negotiator.”
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hold towards negotiation revealing their self-efficacy about negotiation. This
resulted in a list of 136 statements that were relatively short, colloquial
language and containing only one single thought. Afterwards, these statements
were given to a panel of 21 judges. They rated each statement on a scale from
1 (no self-efficacy) to 11 (very high self-efficacy). Finally, the mean score and
the standard deviation (SD) of each statement was calculated. A cut-off point
for including a statement in the final list was empirically determined and set
as SD = 1.42. Thereby, on one hand, it balances the aim of maximising the
number of scale levels and the level of agreement between the judges, and on
the other hand, it settles on a sufficient large number of statements in the
consecutive interval to create one equivalent Thurstone scale and to fill three
negotiation sessions. This resulted in a set of 116 statements, grouped in seven
consecutive intervals [158]. The statement with the lowest SD in each interval
was chosen to represent the group of statements in this interval. Together
these seven statements constitute the negotiation attitude scale (Appendix
G) following the idea of the Ordered Alternatives Questionnaire [159].

Before each training session, users first completed the negotiation attitude
scale. They were asked to sort each item into one of five categories: most
objectionable, objectionable, neither accepted nor objectionable, acceptable,
and most acceptable. The items that users find acceptable constitute their
latitude of acceptance, the items that users indicate to be objectionable to
them form their latitude of rejection, and the items that users neither accept
nor reject refer to the latitude of non-commitment. The item with highest
negotiation attitude scale score that was labeled as non-commitment was
chosen. The statements from the interval of this chosen item were then
the self-motivational statements the users heard in the subsequent training.
However, if all items of non-commitment were below “4” (the middle of the

scale), the items of interval “4” were selected.
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Figure 5.2: The flow of virtual cognitions and dialogues in training sessions.

5.4.3 Training

When it came to the training sessions, each consisted of three scenes (Figure
5.2). The first scene corresponds to the preparation stage of negotiation.
During this period, users were sitting alone in the virtual meeting room,
hearing virtual cognitions recalling the knowledge learned from a fictional
negotiation course or reflecting on the previous negotiations. The reflection was
accompanied by self-motivational statements. The scene ended in reflections
on the upcoming meeting with the employee, pre-applying the negotiation
knowledge and principles to the possible impending situation. The second
scene was the formal start of negotiation between users and a gender-matched
virtual employee. Users experienced the virtual negotiation in action. To

enhance the illusion of being there, users could see the movement of their
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virtual mouths in the virtual mirror whenever they heard their own external
voice. When they heard the virtual cognitions, their virtual mouth did not
move. Of course, when the employee talked, users also saw the employee’s
mouth move. Moreover, to create a natural pause in dialogues, the virtual
employee drank from his or her virtual mug when users were hearing a
virtual cognition. In the closing scene, the users were again alone in the
virtual meeting room like in the first scene. They heard virtual cognitions
that reviewed the process of the past negotiation, their performance, and
also motivated them affirmatively. The full text of all dialogues and virtual
cognitions, both in English and Mandarin, are available online!. An example

can be found in Appendix E.2.

5.5 Method

The study was designed with pre-training, post-training, and 2-week follow-
up measures, as shown in Figure 5.3. The study was approved by the human

research ethics committee of Delft University of Technology (Application ID:
60).

5.5.1 Participants

48 participants (31 males, 17 females) were recruited from the university
campus via e-mail or approached personally. Their ages ranged from 23 to
32 (M =26.8, SD = 2.04), and all spoke fluently Mandarin. They also all
understood English well as they had to meet the university’s English language

proficiency requirement.

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
225bf41£-d399-4341-adfb-07aaafa6a39b
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Figure 5.3: Experiment procedure and measures obtained in the corresponding phases.
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5.5.2 Materials and measures

The system captured the body movements of users with a Kinect, which
returned real-world distance in meters. For the head-mounted display, we
used the Oculus Rift DevKit 2 with a resolution of 1920*1080 pixels, while
the virtual environment was created in Unity3D. To strengthen similarity and
therefore the effect of this vicarious experience, we gave the virtual employer
character the voice of the participants. All dialogues and virtual cognitions
were in Mandarin. In the recording phase, they were presented to participants
in a random sequence. Participants read them out loud and were recorded
with a pair of In-Ear Binaural microphones (SP-TFB-2 Sound Professionals).
In the later training sessions, these recordings were played back to them.
The training content were delivered in Mandarin in order to match the users’
mother tongue, while the questionnaires used in pre, post, and follow-up tests

were in English.

5.5.2.1 Primary outcome measurements

Self-efficacy. Following Bandura’s approach [129], a one-item self-efficacy
assessment was conducted. The question was formulated as: “Supposing that
you now, as an employer, need to negotiate with your employee about a topic
at the workplace, please rate how certain you are that you can successfully

7

negotiate with him/her” The item was rated on an scale from -5 (highly
certain cannot do) to 5 (highly certain can do).

Negotiation knowledge. The negotiation knowledge here refers to the
three negotiation principles we addressed during the three training sessions.
The negotiation knowledge video test was used to measure the participants’
mastery of these principles. The test consisted of eight negotiation scenarios
(female version and male version) each including six video scenes portraying
negotiation situations. After each scene, participants were asked: “What is
your advice for the employer?”. Written answers were afterwards scored on
the participant’s ability to identify key negotiation knowledge or principles.

To gender match the video material, both a female and male version was



SIMULATED THOUGHTS IN VIRTUAL REALITY FOR NEGOTIATION TRAINING ENHANCE SELF-EFFICACY AND
68 KNOWLEDGE

created by using all female or male cartoon characters in the videos.

The video test was validated in a separate study with 128 participants
(66 females, 62 males). These participants were recruited using Amazon
Mechanical Turk, only the participants with HIT Approval Rate greater than
95% were allowed to attend this experiment, which ensures high-quality data
as suggested by Peer et al. [160]. Their ages ranged from 19 to 71 (M = 37.9,
SD = 12.16). The study was set up as a between-subject experiment that
includes two groups: the informed group and non-informed group. In the
informed group, the participants were first instructed to watch a training
video, which explained the negotiation principles needed for the following test
(Appendix H). As a requirement for participation, participants had to answer
several questions on negotiation correctly. Then, the remaining participants
were assigned to watch the test videos and after watching each video, they were
asked to enter their advice for the employer in the video. During this period,
the participants in the informed group were allowed to view a description of
the principles mentioned in the training video, ensuring that participants in
the informed group mastered the knowledge continuously. The non-informed
group took the negotiation knowledge test immediately without any training
session or access to the description of negotiation principles. The experiment
took about 30 minutes. Participants were awarded 2 US dollars. Afterwards,
a coder scored the participants’ answers on the successful application of the
negotiation principles. An acceptable level of agreement (r = 0.92) was found
with the rating of a second coder on a randomly selected sample (n = 24) from
the participants’ answers. Comparing the group scores confirmed a significant
difference (#(70.97) = 5.48, p < 0.001, d = 1.11) between the informed
group (M = 41.31, SD = 15.81) and the non-informed group (M = 27.31,
SD = 10.24) validating that the test could measure differences in the ability
to apply the negotiation knowledge. Mean and standard deviation for each

negotiation scenario was hence available to standardize test scores.



5.5 METHOD 69

5.5.2.2 Secondary outcome measurements

5.5.2.2.1 Negotiation behaviour and performance

Negotiation satisfaction. To measure the participants’ satisfaction with
the negotiations they experienced pre-post-follow-up the training, a 4-item
questionnaire was used, which measures the satisfaction covering four aspects
[161]: the negotiation process, their own performance, the relationship with
counterpart(s) of the negotiation, and the negotiation outcome. All the items
were rated on a 11-point scale from -5 (extremely dissatisfied) to 5 (extremely
satisfied).

Negotiation frequency. To examine the negotiation frequency pre-post-
follow-up the training, a questionnaire was created that followed a similar
design as the quantitative physical activity recall questionnaire [162]. It asked
how often people negotiated over a two-week period in different situations,
such as buying or selling an item, negotiating a date for a meeting, negotiating
the division of work, and so on.

Negotiation results. Participants were asked to self-report their negotiation
results in their daily life. The questions were formulated as: “What percentage
of negotiations end with a satisfying outcome for you?” and “What percentage

of these negotiations were win-win negotiations (both parties benefited)?”.

5.5.2.2.2 Perceived utility

To investigate how satisfying and useful people found the training, a 7-item
utility questionnaire was used. It included three items on the satisfaction of the
training process and four items on the effectiveness in improving negotiation
performance. This questionnaire (Appendix F) was adapted from the one
used in a study by Kang [149]. All the items were rated on a 7-point scale
from 1 (strongly disagree) to 7 (strongly agree).

5.5.2.2.3 Co-variation measurements
Self-esteem. Self-esteem was measured using the Rosenberg self-esteem

scale [163], a ten-item scale assessing the degree of one’s perceived self-esteem.
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All items were answered on a 4-point scale ranging from 0 (strongly disagree)

to 3 (strongly agree).

5.5.3 Procedure

This study consisted of four phases: pre-training, training, post-training
and follow-up. In the first phase, participants were informed about the nature
of the experiment and signed the consent form. After this, recordings were
made of each participant reading out all sentences of the three negotiation
training sessions including the dialogues and virtual cognitions. These also
included all the self-motivational cognitions. The order of sentences was
randomized to limit participants’ understanding and memorization of actual
training content. Next, to cater for reported variation between individuals’
outer and inner voice perception [153], participants were asked to listen to
one random example of their recordings and instructed to set sound parame-
ters to make the recordings sound as they hear their own outer voice or as
their inner voice. Participants were also asked to record their names, which
were later incorporated into the negotiation dialogues and self-motivational
cognitions. After at least one week, participants were invited to complete an
online questionnaire collecting demographic information and the pre-test mea-
sures (self-efficacy question, negotiation performance and behaviour questions,
self-esteem, and negotiation knowledge test). For pre, post, and follow-up
negotiation knowledge tests, each participants were randomly assigned to
three out of the four gender matched negotiation scenarios.

Once the questionnaire was completed, the participants started the two-
week training phase. In this phase, they were randomly assigned to one of
three groups: a waitlist group, a direct training without self-motivational
statements group, and a direct training with self-motivational statements
group. The participants who joined the latter two groups were given the
virtual reality negotiation training consisting of three consecutive sessions,
each administrated on separate days. Each training session lasted around

30 minutes, starting with completing the negotiation attitude scale, followed
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by three minutes of immersion into the virtual environment, allowing par-
ticipants to familiarize themselves with the virtual world and their virtual
body before the actual training started. Before each session participants were
instructed to be open-minded towards virtual cognitions as self-affirmation
has been reported to lead to more attitude change [164]. The instruction was
“Before the training starts, please also remember to be open-minded in the
upcoming training when considering the idea put forward and the dialogues
with the employee.” After each session, participants were asked to finish an
online questionnaire to measure their self-efficacy and negotiation confidence.
Meanwhile, the participants in waitlist group were initially not given any ne-
gotiation training. Two weeks after entering the second phase, all participants
were asked to fill in all online questionnaires again and finish the negotiation
knowledge test. In order to increase the sample size, the participants in the
waitlist group were also given the opportunity to experience the training, they
were afterwards randomly assigned to the two training groups and experienced
the training protocol as described earlier.

The fourth phase was conducted two weeks after the post-measurement.
In this phase, participants were asked to again complete the online question-
naires for self-efficacy, negotiation performance and behaviour as well as the

negotiation knowledge test.

5.5.4 Data preparation and analysis
5.5.4.1 Data preparation

Reliability analysis of the self-report questionnaire. We randomly
assigned the 48 participants to the training condition (n = 24) or a waitlist
condition (n = 24), training with self-motivation condition (n = 24) or
training without self-motivation condition (n = 24). Table 5.4 and 5.5 show
demographic information and pre-measurement data of the participants, as
well as the randomization check. At baseline, the groups did not differ
significantly on any demographic characteristics and pre-measurements (all P
values > .05)
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Reliability analysis of the coding of the negotiation knowledge test
After a single coder blindly scored all answers from the negotiation knowledge
test, a second coder also blindly scored a sample of the answers. Using the
n = 1/E? rule [165], a random sample of 28 was considered adequate to
examine inter-rater reliability with an error margin of .95 as observed in the
pilot study (pa = 0.95) [155]. Comparing the scores of the two coders revealed
an acceptable reliability level of (Krippendorff’s alpha = 0.94).

Reliability analysis of the utility questionnaire Cronbach’s alpha showed
acceptable levels of reliability for the two subscales of the utility question-
naire, the satisfaction of the system (o = 0.68) and usefulness of the system
(v = 0.83), respectively. Hence, the mean value of the items was used in
subsequent analyses.

Covariation check As Wood et al. [120] reported that people with high
self-esteem will benefit more from self-motivational statements compared
to people with low self-esteem, self-esteem was examined as a potential
covariation. Likewise gender was also examined as a potential covariation. As
no correlation with any of the dependent variables was found, analyses with

covariates were not deemed justified.

5.5.4.2 Analysis

To examine the effects of our training system and the sustainability of the
effects, t-tests were conducted on the primary outcome measures, Wilcoxon
Signed-Rank test (for one sample) and Wilcoxon Mann—Whitney test (for
two samples) were conducted on the secondary outcome measures. They
included paired comparisons of pre-post and pre-followed-up measurements.
Furthermore, they included between-group comparisons on the differences
observed in pre-post and pre-follow-up measurements. We also calculated the
effect sizes d and r, whereby a Cohen’s d of 0.20 indicated a small effect, 0.50
a moderate effect, and 0.8 a large effect [166]. For effect size expressed with r,
classification was: 0.10 for small effect size, 0.30 for a medium effect size, and
0.50 for a large effect size [166].
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Table 5.5: Demographic characteristics and pre-measurements of training with vs without self-motivation groups

Age

Gender Female
Male

VR M@m

Experience ZM% be

Self-efficacy

Negotiation knowledge
Negotiation frequency
Negotiation satisfaction
Negotiation results

Training with self-motivation vs Training without self-motivation

with self-motivation without self-motivation

(n=24) (n=21) Statistic P value
27.2 (1.56) 26.4 (2.39) tio =143 0.16
W wu x?=0.09 0.76
12 9

10 13 x5 =0.82 0.66
2 2

1.29 (2.03) 2.00 (1.69) tis = 1.31 0.20
22.88 (10.45) 22.04 (12.01) tis = 0.26 0.80
6.62 (8.27) 5.04 (3.14) Z =012 091
1.51 (1.60) 1.96 (1.24) Z =109 028
0.64 (0.28) 0.76 (0.22) Z =139 017
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Multi-level analyses examined the effects of the three training sessions
on self-efficacy measured directly after each session. The analysis included
four multi-level models. Model 1 was the basic model that only included
participants as a random intercept. Model 2 added the fixed factor training
sessions to model 1. Model 3 was built on Model 2 and added group as a
fixed effect. Finally, Model 3 was extended by adding the interaction effect
between group and training sessions (Model 4).

One-sample t-tests examined participants’ attitude towards the training
system, by comparing the scores on perceived utility scale with a value 4, the
neutral position on the scale. Furthermore, a t-test examined the effect of
two training conditions on the scores of this scale.

All analyses were carried out with R version 3.4.2. All the experiment

data, the R scripts, and output files can be found online?.

5.6 Results

5.6.1 Pre, post, and follow-up

As shown in Table 5.6, no significant difference between pre and post
measurements were found for the waitlist group for any of the outcome mea-
sures. However, for the training group, significant improvements between pre
and post measurements were found for self-efficacy, negotiation knowledge,
negotiation results, but not for negotiation satisfaction and negotiation fre-
quency. These difference between waitlist and training group was were also
confirmed by significant differences found between these two groups and dif-
ferences observed between pre and post training improvement for self-efficacy,
negotiation knowledge, and self-reported negotiation satisfaction and results.
Differences were also found between the two training groups for the degree

in pre and post improvement. Moreover, as Table 5.7 shows, compared to

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
£41957e5-8532-40ee-9ddd-24186118813f.


10.4121/uuid:f41957e5-8532-40ee-9ddd-24186118813f.
10.4121/uuid:f41957e5-8532-40ee-9ddd-24186118813f.
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Table 5.6: Primary and secondary outcome measures comparison between pre and post measurement for the waitlist and

training condition, and comparison between pre and post differences between the groups.

Waitlist Training Waitlist vs Training

t p d t 4 d t D d
Self-efficacy -1.73 0.09  0.43 2.04 0.048  0.71 3.92 <0.001 1.13
Negotiation o0 (g0 (07 3.87 < 0.001 0.95 4.16% < 0.001 1.20
knowledge

z D r z D r z D r
Negotiation a9 069 006  -0.61 054 009 112 027  0.16
Frequency
Negotiation oo 16 (19 174 0.08 0.25 2.18  0.03 0.31
Satisfaction
Negotiation -9 43 (11 234 0.02 0.34 2.02  0.04 0.29
Results

Note, df = 46 for t-tests, with the exception of * for 39.
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Table 5.8: Primary and secondary outcome measures comparison between pre and follow-up measurement for the training
without self-motivation and training with self-motivation condition, and comparison between pre and follow-up differences

between the groups.

Training without

Training with self-

Training without
self-motivation
vs Training with

self-motivation motivation self-motivation

t D d t D d t D d
Self-efficacy 0.66  0.51  0.26 2.98% 003 0.75 218 003 064
Negotiation o o0 (01 11 2.92%  0.03  0.52 071 048  0.21
knowledge

y4 % T y4 Nw T VA @ T
Negotiation /o 069 0.06 127 020  0.18 147 014 021
frequency
Negotiation = c- (o1 1 201 004 029 207 004 0.0
satisfaction
Negotiation o/ 74 (.05 932 002 034 9204 004 029
results

Note, df = 45 for t-tests, with the exception of * for 46.
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Table 5.9: Multilevel analysis results of self-efficacy across the training sessions.

Models
1vs 2 2vs3 3vs4
df 3 1 3
x> 11.20 0.22 11.04
p-value 0.01 0.64 0.01

add training sessions  add group  add the interaction

the training without self-motivation, the with self-motivation training showed
more improvement in self-efficacy and self-reported negotiation satisfaction
and results.

Table 5.8 shows how well improvement of the training was maintained in
the two weeks follow-up. Knowledge improvement was still observed for both
training groups. However, self-efficacy showed no differences with pre-training
levels in the without self-motivation group, whereas it did in the group with
self-motivational cognitions. This group was also the only group to maintain
improvements in self-reported negotiation satisfaction and results. These
group differences were also confirmed by the significant differences found

between the two groups on the pre and follow up improvement.

5.6.2 Training sessions

The multi-level analysis compared the models’ ability to fit the self-efficacy
data. As shown in Table 5.9, model 4 had the most appropriate fit (p < 0.05).
The multilevel analyses indicated a significant main effect for sessions and
an interaction effect between session and condition. It suggests that the
self-motivation statements that the participants heard during the training
effectively improved participants’ self-efficacy and the training sessions contin-
ually increased participants’ self-efficacy. Whereas Figure 5.4 shows how self-
efficacy in general increased in the training, Figure 5.5 shows the self-efficacy
score especially increased for the training group that received self-motivational

cognition. The self-motivational statements participants heard during the
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Figure 5.4: Mean (error bar 95% CI) self-efficacy score obtained before the training and in
the different sessions for the overall training group.

training, fell in the top four of seven intervals underlying the negotiation

attitude scale. See Appendix I for the distribution across the training sessions.

5.6.3 Perceived utility

When comparing scores on perceived utility with scale middle value,
participants had attitudes leaning towards the positive side of the scale for
both the satisfaction-related utility (¢(47) = 8.83, p < 0.001, M = 5.22,
SD = 0.95) and the effectiveness-related utility (¢(47) = 9.03, p < 0.001,
M =5.33, SD = 1.02). However, no differences were found between the two
training groups for satisfaction-related utility (¢(46) = 1.16, p = 0.25) and
effectiveness-related utility (¢£(46) = 0.42, p = 0.68).
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Figure 5.5: Mean (error bar 95% CI) self-efficacy score obtained before the training and in the
different sessions for training with self-motivation group and training without self-motivation
group separately.

5.7 Discussion and conclusion

In this study, we investigated the efficacy of a virtual reality negotiation
training system with virtual cognitions. The results show that the training had
a large improvement effect on self-efficacy (d = 1.13) and negotiation knowl-
edge (d = 1.20) compared to the waiting-list condition. This confirms the
first hypothesis. What is more, the training condition with self-motivational
statements resulted in a larger improvement effect on self-efficacy (d = 1.18)
than the training condition that did not include these self-motivational state-
ments, thereby confirming the second hypothesis. All these improvements
were sustained at the two-week follow-up. Secondary outcomes also showed
improvements between the training and waiting-list conditions for negotia-
tion satisfaction and perceived negotiation results obtained in people’s daily

life. These improvements were also higher for the group that received the
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self-motivational statements than the other training group. No difference,
however, was found in the number of times people reported having negotiated
before or after the training. Unlike the pilot study [155], where participants
rated their satisfaction as neutral and usefulness of the system also as neutral,
in this study, attitudes were significantly positive. A possible reason might
have been the use of the native language. In the pilot study, non-native
English speakers listened to their voice in English, while in the current study,

Chinese speakers listened to their voice in Chinese.

The main scientific contribution of the work is the idea of using virtual
cognitions as part of a social skills training to provide people with new
social skills knowledge, reflections on social interaction, and motivational
encouragement. Other existing social skills training systems rarely provide
this kind of explanation, reflection, and real-time guidance. Besides the
conventional visual experience, the presented training system also gives people
thought experiences. Furthermore, this study investigated the effect of self-
motivational statements, as a specific type of virtual cognitions, on people’s
behaviour and self-efficacy. The findings seem to justify it as a new strategy
for training in virtual reality. Moreover, in this study, attention was paid to
increasing individual’s self-efficacy, a factor that is often neglected by training
systems. The findings of this study provide a first insight into the efficacy
and acceptance of a training system that offers real-time guidance and targets
people’s self-efficacy. Table 5.10 shows the effect sizes of pre-post measurement
found in experiments with negotiation training systems. Following Cohen’s
classification [167], the first two studies found large effect sizes and the third
study found a medium effect size. Top of the effect size list is the current
study, which can also be classified as large. It hints the potential effectiveness

of the proposed system, and therefore warrants more research in this area.

Like any empirical study, this study has some limitations that should be
considered to appreciate the findings. First, the training system was studied
following a system approach principle [168]. This meant that the system was

viewed as a unified whole. The objective was not to identify the effect of
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Table 5.10: Effect size of pre-post measurement of negotiation training systems

Effect size Cohen’s

Study Measures
(7?) classification
Broekens, et al. Negotiation knowledge 0.18 Large
(2012) Conversation skill 0.16 Large
Lin et al. (2009) Utility score of negotiators 0.14 Large
Ross Jr, et al. Score of participants 0.13 Medium
(2001)
This paper Self-efficacy 0.24 Large
Negotiation knowledge 0.26 Large

specific functions on the overall effect created by the system. For example,
in the training system, users’ self-efficacy levels were taken into account to
select appropriate self-motivational statements for each individual. While the
results suggest that the system was effective, it is not clear how much this
personalisation contributed to this result. Secondly, although the sample size
in this study was larger than in the pilot study, the participants were again
university students or employees. It is, therefore, not clear to which extent
findings generalize to other populations. Thirdly, the self-efficacy measure
in this study was simple and general by using a one-item measure, however,
it was also suggested that self-efficacy measures ought to reflect a particular
context or domain instead of global functioning [141]. In our case, several
sub-items could be created targeted to different contexts or perspectives of

negotiation.

The work can be extended in several ways. For example, what learning
improvement can be obtained when the system is combined with an active
component? Would an initial self-efficacy boost, have learners benefiting more
from a follow-up unguided negotiation experience with an interactive virtual
agent [53]7 Also, how sustainable are these improvements? The current
study only looked at a follow-up period of two-weeks. Whether training with

virtual cognitions could also result in more permanent changes is still an open
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question. Work can also focus on extending the system. Here, for instance,
the pre-recording process of all statements comes to the fore. Before the
start of the formal training in the current system, users have to spend time
recording all the negotiation dialogues and virtual cognitions that they will
hear during training. To some extent, this effort limits the utility of the
training system. However, this limitation could be overcome soon with the
introduction of machine learning solutions which aim to imitate any human
voice. For example, Mehri et al. [169] propose an unconditional neural audio
generation model that uses neural networks to generate audio from training
samples. This idea was used by the software app Lyrebird, which claims
the ability to mimic any voice from just one minute of sample audio [170].
Besides creating an audio illusion of ones’ own voice, work can also focus
on creating the illusion of ones’ own virtual body. For example, Hiilsmann
et al. [171] report on a platform with a 3D scanner that they developed
to create realistic life-size 3D models or virtual bodies that can mimic or
substitute users’ real bodies in a virtual environment. In addition to the
visual stimulation, Banakou and Slater [131] have also worked on vibrotactile
stimulation of the body. They administered this stimulation on the thyroid
cartilage when participants heard a pre-recorded voice to create the illusion
of speaking by the participant. It remains, however, to be seen if virtual
cognitions could also be regarded as illusions of one’s own thought while
experiencing them or when remembering them later on. Also, what level of
presence and agency would people experience when multiple of these illusion
technologies are combined? Even more, how could this experience become
more engaging? Currently, the users only passively experience the negotiation.
A more active role in the negotiation could increase the sense of presence
during the training, causing an increase in learning efficacy [172]. One strategy
would be to integrate eye-tracking technology into the training system. The
content of the virtual cognitions could then be tailored to the objects which

people focus their attention on in a virtual environment.

Finally, the use of virtual cognitions could also be beneficial for other
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domains such as for therapeutic systems or in gaming for storyline delivery
or character development. Could it, for example, enhance the STRIVE
system [173]7 This system uses virtual reality episodes narrated in first-
person to provide soldiers with a feeling of experiencing a stressful event. It
already uses a voice-over to deliver psycho-educational knowledge. Extending
this with the thought process of the soldiers might potentially also improve
their self-efficacy to cope with stressful events.

In conclusion, this study demonstrates the efficacy of a negotiation training
system that provides guided learning with the combination of passively virtual
reality experience and virtual cognitions. Moreover, these effects were main-
tained at the follow-up two-week measurement, indicating that the changes

in individual’s beliefs and gained knowledge are not short-lived.
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6.1 Introduction

Imagine that you are immersed in a virtual reality (VR) environment from
a first-person avatar perspective: Not only are you going through the visual
sensory experience of your avatar, but you are also experiencing the cognitive
thoughts people might have in avatar’s situation. What if these thoughts
you hear are adapted to what you look at? Would this adaptation make
these thoughts feel more plausible and even feel more like your own thoughts?
Besides, would it make virtual cognitions more effective in influencing your
behaviour in virtual reality? The findings obtained in the previous chapter
indicate that virtual cognitions can indeed enhance self-efficacy, knowledge,
and people’s behaviour. This chapter, therefore, studies how adaptiveness
influences the sense of ownership and plausibility. Furthermore, how these

two relate to people’s behaviour.

Virtual cognitions are an extension of the more classical virtual reality
experience. In the past decades, research on virtual reality focused on the
development and improvement of the virtual environment, such as the realism
of virtual objects [174], the fidelity of the lighting model [31], the virtual depth-
of-field blur [175], and the spatialization of the audio rendering model [176,177].
Besides the external environment surrounding the user in virtual reality,
recently, the virtual representation of the user in the virtual environment, i.e.
the virtual body, has gained more attention. For example, creating a photo-
realistic rendering of users’ own physical image into virtual reality [178,179],
or the synchronisation of virtual body movement with user’s actual physical
movement [125,180]. The latter is often studied in the context of the virtual
body illusion or body transfer [103,181]. Here, users experience that virtual
body as their own body. This illusion is regularly enhanced by using real-time
mirror reflections of motor action [182-184] in a virtual mirror. Where virtual
bodies are used to give users the experience of another body, virtual cognitions

are used to give users the experience of another cognition, i.e. thoughts.

Virtual cognitions are a stream of simulated thoughts people perceive
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while emerged in a virtual environment, e.g. by hearing a simulated inner
voice. They can provide people with information about a topic, reflections on
the current situation, or offer motivational encouragement. The inner voice,
regarded as “verbal sets, instructions to oneself, or a verbal interpretation of
sensation and perceptions” [185], plays a crucial role in conscious thoughts.
They are believed to serve various cognitive functions such as self-control [186],
self-reflection [99] and so on. People tend to follow the instruction from their
inner voice [186, 187]. With the help of a simulated inner voice, individuals
might be not only able to perceive the external virtual environment, the

behaviour and the events via an avatar, but also the internal thoughts.

Virtual reality, in the form of therapy [84, 188] or training [19], can
contribute to change in people’s beliefs and behaviour. Besides, virtual
cognitions can directly extend users cognitive understanding of the situation.
Therefore, virtual cognitions have the promise of an effective strategy for
behaviour change. The first support for this tenet can be found in the work
of Kang et al. [149]. She had users passively experience giving a public
talk in virtual reality. Instead of actually asking people to give a physically
talk in front of a virtual audience, she had them listening to a pre-recorded
presentation from a first-person perspective. She found that the extent they
identified with the virtual person in the experience coincided with the extent
they changed their self-efficacy about their ability to give this public talk in
real life. The second support comes from the work of Ding et al. [189]. He used
virtual cognitions to train people on negotiation. By comparing the trainees
with an inactive control group, he found that trainees had improved their self-
efficacy, knowledge about negotiation, and their negotiation satisfaction and
result. As these effects were still observed multiple weeks after the training,
it warns further research into understanding how virtual cognitions work and

how its effect can be extended.

The sense of being there in the virtual world, i.e. presence, has been
identified as a critical enabler for the success of virtual reality experiences.

For example, a higher level of the sense of presence is associated with a
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higher level of experienced anxiety [190,191], which is essential for the success
of virtual reality exposure therapy. Understand factors that can enhance
presence, therefore, is essential. One such factor is the adaptation between an
array of sensory cues. Access to a multitude of these cues enhances people’s
sense of presence in virtual reality [192,193]. Once exposed in virtual reality,
a virtual cognition is just one among other cues such as the very dominant
virtual sensory cues. Therefore, to adapt virtual cognitions to user’s viewing
behaviour, a system would need to know what the user is looking at. Eye-
tracking technology could provide this information. Whereas eye-movement
conveys information about people’s emotional and mental states [194], it
also indicates people’s focus of attention. What people perceive, triggers
and shapes their thoughts [195-197] as has also been observed in virtual
reality where the surrounding material primed people into asking specific
questions [198]. Synchronisation, therefore, would lead to offering people
virtual cognitions that would appear triggered naturally by the visual cue,

and consequently experienced as more plausible to have.

6.2 Theory and Hypotheses

Figure 6.1 illustrates the key concepts in the relationship between adaptive
virtual cognitions (VC) and eye-gaze behaviour. Virtual cognitions aim to
change people’s beliefs by changing how they make sense of the world. It
would manifest itself by changes in people’s focus of attention (e.g., eye-gaze
behaviours). In fact, anyone taken a tour at a museum with a handheld audio
guide device has probably experienced this. When the recorded commentary
spoke about a specific physical aspect of the artefact, you would look at it.

The center of Figure 6.1 shows the direct effect between adaptive virtual
cognitions and people’s eye-gaze behaviour (H3). Although providing virtual
cognitions could bring many benefits for users, such as receiving more guidance,
reflection or encouragement, it also requires one more source to attend, thus

brings new challenges for users to deal with selective attention and divided



6.2 THEORY AND HYPOTHESES 91

User’s Ownership and
Plausibility perception of VC

H1 / — T—— \ H2
// ///’/ g H4 - \‘\\\ \\\
// - \‘\‘\ \\

// \\

/ \)

X
H3 ( ,

Ve Adaptationw | User’s Eye-Gaze

J rk Behaviour

Figure 6.1: Hypothesised relationship between adaptation, ownership, plausibility and eye-
gaze behavior

attention. If these sources are not congruent, people might be forced to
divide attention across multiple information sources, which imposes additional
cognitive load that interference with experience [45]. Whether people select,
focus and process the content of virtual cognitions determines whether and to
what extent they affect people’s behaviour. If virtual cognitions are coherent
with other stimuli, people might be able to pay more attention to their content,
and consequently, follow up instructions embedded in virtual cognitions, i.e.

instructional virtual cognition.

This general effect is mediated by the sense of ownership and plausibility
of the virtual cognitions (see Figure 6.1; H4). Plausibility illusion is one of the
two factors that affect how people experience presence in virtual reality [199].
This illusion is about what is perceived as really happening; in other words,
the virtual cognition is an actual cognition, i.e. thought. The other factor
is place illusion, referring to the sense of being there [199]. This factor
seems less relevant to virtual cognitions as they are less about being in a
specific place and more about the person itself. Instead, the concept of

ownership is more suitable. It refers to “the sense that I am the one who
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is undergoing an experience” [200]. Sense of ownership is closely linked to
another concept in virtual reality that receives attention because of virtual
body illusion [201-204]. It is the sense of agency, which refers to the feeling of
control over one’s actions [205]. For voluntary actions, the sense of ownership
and sense of agency coincide but are distinct when the sensory experience
is passive and involuntary. For example, when some external force passively
moves one’s arm, the sense of ownership can be still experienced but not the
sense of agency [200,206]. When it comes to thoughts and cognitions, it is
hard to say that a person is in direct conscious control of them. However,
people would experience them as their own. In fact, when they do not feel
this, people might experience what is known as thought insertion, a common
symptom of psychosis and associated with schizophrenia, where people feel
their thought are not one’s own but being inserted into their mind [207,208].
Framing the effect of inner voice on eye-gaze behaviour as a simple stimulus-
response format helps in understanding why plausibility and ownership can
moderate this effect. Virtual cognitions are artificial stimuli. The more they
resemble the actual stimuli, the more they can elicit the related response.
Hence, plausibility and ownership are properties of this resemblance. When
they are high, the resemblance is also high. In that case, people would be
more inclined following instructions aimed to guide eye-gaze embedded in

virtual cognitions (see Figure 6.1; H2).

Adapting the virtual cognitions to the focus of attention (e.g., to user’s eye
gaze) is expected to bring about a higher sense of plausibility and ownership
of the VC (see Figure 6.1; H1). Providing multiple types of sensory stimuli,
such as visuals, audios and haptics, has the potential to enhance the sense
of presence [193,209], and task performance. However, this only happens
when the stimuli are consistent, as has been observed for visual cues and
haptic stimuli [210], and for visual and auditory stimuli in virtual environment
[209,211,212]. In contrast, when inconsistent, presence, memory recall, and
task performance can deteriorate [211]. Therefore, adjusting the virtual

cognitions to match the visual stimuli has the potential of making the virtual
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cognitions aligned with person’s focus of attention, and making them more
plausible. Moreover, according to Shimada et al. [206], the sense of ownership
can be achieved by the integration of multiple sensory cues, such as the
synchrony of visual and proprioceptive cues, or as Slater [199] observed
proprioception and visual exteroception. Hence, the adaptation has the
potential of increasing the sense of ownership of the virtual cognitions.

Based on the above, four key hypotheses can be formulated as follows:

H1. Compared to non-adaptive, eye-gaze-adaptive virtual cognitions have
a positive effect on people’s perceived ownership (1-a) and plausibility (1-b)
of the virtual cognitions.

H2. An individual’s perceived plausibility and ownership of the virtual
cognitions are positively associated with the number of eye-gaze shifts after
hearing an instructional virtual cognition.

H3. Compared to non-adaptive, eye-gaze-adaptive virtual cognitions have
a positive effect on the number of eye-gaze shifts after hearing an instructional
virtual cognition.

H4. The effect of eye-gaze-adaptive virtual cognitions on the number
of eye-gaze shifts after hearing an instructional virtual cognition is at least
partially mediated by people’s perceived ownership (4-a) and plausibility (4-b)
of the virtual cognitions.

The remaining part of the chapter presents a system that was developed
and experiment that was carried out to test these four hypotheses in the

context of a pre-therapy for spider and snake phobia.

6.3 System

Virtual reality (VR) environments are being studied and applied in a broad
set of application domains, such as for treatment [28,29], education [27,60] and
entertainment [183,213]. One of its core benefits, is the ability to experience
real-world scenarios in a safe, controlled and engaging environment. People

can transfer the VR experiences to their real world. For example, in virtual
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reality therapy for anxiety disorders, people are exposed to virtual scenarios
that resemble scenarios they fear in real-life. After these exposures, they are
more capable of coping these real-life situations [214]. Virtual reality therapy
is a cognitive behavioural therapy. The current emphasis, however, is mainly
on the behavioural component. Extending the virtual exposure with virtual
cognitions would allow addressing the cognitive component of CBT. Therefore,
to test the four hypotheses in a potentially beneficial context, a virtual reality
system was developed that could precede a virtual reality therapy for spider
and snake phobia aiming to improve people’s self-efficacy of coping with the
presence of the feared animal.

Following the concept of virtual reality exposure therapy, the following
usage scenario was constructed. The exposure session consists of three scenes.
In the first scene, users are sitting alone in the virtual room, hearing virtual
cognitions reflecting on the upcoming appearance of the feared animal, pre-
senting some facts and information about these animals. Self-motivational
cognitions accompany these reflections. The second scene consists of actual
exposure to the feared animal. The feared animal moves slowly from out a sofa
in the corner to the centre of the room (Figure 6.2). Users could explore the
virtual room or look at the animal, and meanwhile are exposed to the virtual
cognitions. Finally, the animal crawls out of the room and disappears from
the users’ sight. In the last scene, users are again alone in the virtual room
like the first scene. They hear the virtual cognitions that review the process

of past exposure, their performance and also encourage them affirmatively.

For the usage scenario, we designed virtual cognitions as follows. Users
could hear three types of virtual cognitions, as shown in Table 6.1: (1) a
factual statement about the feared animal, such as “A spider is just a type of
animal people are not so familiar with, but it does not mean you should feel
afraid of it.”, (2) self-motivational statements of handling the fear-animal, e.g.
“You are strong enough to handle that.”, and (3) instructions to encourage
specific-gaze behaviour, e.g. “Try to look at the spider a bit longer”. Each

type of virtual cognitions has two versions based on the condition: eye-gaze-
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Figure 6.2: The screen shot of virtual reality exposure from the perspective of users: spider
condition (above) and snake condition (bottom)

adaptive virtual cognitions and non eye-gaze-adaptive virtual cognitions. In
the first and last scene, users only hear the generic virtual cognitions, i.e.
non eye-gaze-adaptive virtual cognitions, which include the first two types of
virtual cognitions: factual and self-motivational virtual cognitions. Only in the
second scene, which includes the feared animal, does the system use adaptive
cognitions that include all three types of virtual cognitions. Once immersed
in a virtual room, the system uses eye-tracking technology embedded in a
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head-mounted display (HMD) to register whether or not users are looking at
a virtual representation of the feared animal. Consequently, the system could

trigger an animal-related virtual cognition.

For testing the hypotheses, two versions of the systems were created: one
that has eye-gaze adaptive virtual cognitions and one that only has generic
virtual cognitions. In the eye-gaze adaptive version, the virtual cognitions that
users heard depended on where they were looking at. If users were looking at
the spider, the virtual cognitions acknowledged that they were looking at it,
described its movement, and encouraged them to continue looking at it. In
the non-adaptive version, no acknowledgment was included about whether
they were looking at the spider or not. As the examples show in Table 6.1, the
eye-gaze adaptive version uses a formulation that assumes a specific eye-gaze
fixation (e.g, 1 second), whereas the generic version use a formulation that
does not make such assumptions. Coping strategies of people that fear these
animals might differ, for example, they might avoid looking at the animal or
excessively look at the animal. Therefore, at the start of the second scene, the
instructional virtual cognitions encourage users to look at the animal, later
on in the scene, instructional virtual cognitions encourage users to look away

from the animal.

A pilot study with 4 participants (1 Female, age from 25 to 38, M = 30.25,
SD = 5.56) was conducted to empirically establish the number of sentences
of each type that the individual would hear in the second scene during the
virtual exposure. For the two states: looking at the feared animal and not
looking at the feared animal, the average number of sentences that played
were 13 and 18 separately, resulting in the corresponding numbers for each
type of virtual cognitions in Table 6.1. These numbers were also used in the
actual experiment.
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6.4 Method

To test the hypotheses, an empirical experiment with 24 participants was
conducted. The experiment had a within-subject design, where all participants
were exposed to both the eye-gaze and non eye-gaze-adaptive virtual cognitions
conditions. The order of the two conditions was randomised. Each participant
was exposed to another animal in each condition. This reduced the risk of a
potential carry-over effect associated with the experiences obtained with a
specific animal. For each participant, the two animals were randomly assigned
to the two conditions. The study was approved by the human research
ethics committee of Delft University of Technology (Application ID: 577) and
pre-registered prior to accessing the data (OSF osf.io/q58v4).

6.4.1 Participants

27 participants (15 males, 12 females) were recruited throughout the
university campus via e-mail or approached personally. Three participants
dropped off during the experiment owning to some personal arrangement
reasons. The ages of the remaining 24 participants (14 males, 10 females)
ranged from 22 to 36 (M = 27.83, SD = 3.2). They all spoke fluently
Mandarin. 2 participants with bachelor’s degree, 16 with master’s degree, and
6 with Ph.D. degree. 29.1% of participants (7/24) have experienced virtual

reality before, the remaining have not.

Although the system was designed with the idea of a pre-treatment of
spider or snake phobia, because of ethical reasons, participants with a high
level of spider or snake fear were excluded from the study. Exclusion criteria
were set to 23.76 and 24.44 for the Spider questionnaire (SPQ) and the Snake
questionnaire (SNAQ) respectively [215]. Fredrikson et al. [215] reported
these as the mean score for phobia participants in their study. None of the
participants crossed this threshold (SPQ Range [2.0, 18.0], M = 10.0, SD =
5.26; SNAQ Range [4.0, 22.0], M=12.75, SD=6.24).
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6.4.2 Materials and measures

6.4.2.1 Primary measures

Plausibility of the virtual cognitions. To examine how plausible people
thought the virtual cognitions were, a 3-item plausibility questionnaire was
used, covering three key dimensions of plausibility illusion: reactivity, credi-
bility, relativity [199,216]. This questionnaire was an adaptation from the one
used by Millevill-Pennel and Charron [217]. All the items were rated on a scale
from -3 (very bad) to 3 (very good). See Appendix K for all questionnaire
1tems.

Sense of ownership of the virtual cognitions. To investigate the sense
of ownership of the virtual cognitions, a dedicated questionnaire was created
that was inspired by several existing questionnaires [218,219]. All 5 items were
rated on a scale from -3 (totally disagree) to 3 (totally agree). See Appendix
K for all questionnaire items.

Number of eye-gaze shifts. Besides the two self-report measures mentioned
above, as a behavioural measure, the number of times whether or not people
shifted their eye-gaze within a time frame of 3 seconds after hearing an

instructional virtual cognition were counted automatically by the system.

6.4.2.2 Secondary measures

Self-efficacy of handling spiders/snakes. Following the study of Bouchard,
Stéphane, et al. [220], a one-item perceived self-efficacy measure was used.
The question was formulated as: “On a scale of -5 to 5, to what extent do
you feel that you can face a situation where you are in the presence of one or
many spider(s)?” Or snakes in the case of the snake exposure. The item was

rated on a scale from -5 (highly certain cannot do) to 5 (highly certain can
do).
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6.4.3 Procedure and apparatus

The study consists of four phases: pre-measurement, audio recording,
exposure, and post-measurement. In the first phase, participants signed an
informed consent form, and completed a self-efficacy questionnaire, a fear
with handling spiders (SPQ) and snakes (SNAQ) questionnaire, and a form
for collecting biographical data (e.g. age, gender, education, previous virtual
experience). After this, participants proceeded to the audio recording phase.
Here participants read out the complete set of 206 virtual cognitions which
was recorded with a pair of In-Ear Binaural microphones (SP-TFB-2 Sound
Professionals). Virtual cognitions were written in Mandarin to match the
participants’ mother tongue. The complete set of virtual cognitions is online
available both in Mandarin and in English'. An example can be found in
Appendix J.

Considering people perceive the sound of their inner and outer voice
different, with clear individual variance [153], after recording, participants
were asked to listen to a part of their voice recordings and instructed to set
seven sound parameters such as pitch, speed, echo to make the recordings
sound as their inner voice. These sound parameters settings were later used
to create the virtual cognitions that were provided in the exposure phase.

Two measures were in place that reduce potential carry-over effects from
the recording phase to the exposure phase. First, the order of the individual
virtual cognitions was randomised. Second, at least one-day interval was
taken between the second and the third phase, i.e. exposure phase. Here
participants, in both conditions, wore the FOVE 0 HMD, which is equipped
with infrared eye-tracking technology (tracking accuracy less than 1 degree,
frame rate 120 fps), and with display a resolution of 2560 x 1440 pixels, with
a field of view up to 100 degrees, frame rate of 70fps. In addition, they wore
the same pair of In-Ear Binaural microphones to hear virtual cognitions.

The virtual room was created in Unity3D. As mentioned before, the ex-

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
f6b30e6f-c02a-4el11-b6e8-71953alcabbb


10.4121/uuid:f6b30e6f-c02a-4e11-b6e8-71953a1ca55b
10.4121/uuid:f6b30e6f-c02a-4e11-b6e8-71953a1ca55b
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posure considered out of three scenes, and only in the second scene included
the animal. In the eye-gaze condition, participants were exposed to eye-gaze
adapted virtual cognitions, while in non eye-gaze-adaptive condition to ran-
domly selected generic virtual cognition. After the third scene, participants
completed questionnaires about ownership and plausibility of virtual cogni-
tions, after which again went through three virtual reality scenes but this
time for the other experimental condition. During the exposure, the number
of eye-gaze shifts participants made after hearing the instructional virtual
cognitions was counted. The experiment ended with post-measurement phase,
where participants were asked to complete a questionnaire that assess the
plausibility and sense of ownership of the virtual cognitions, and again their

self-efficacy of handling spiders and snakes.

6.4.4 Data preparation and analysis
6.4.4.1 Data preparation

Reliability analysis of the questionnaires for plausibility and sense
of ownership of virtual cognitions. Cronbach’s alpha showed acceptable
levels of reliability for plausibility (mean o = 0.79; 0.77 and 0.81 for the first
and second exposure respectively) and the sense of ownership questionnaire
(mean a = 0.85; 0.81 and 0.89 for the first and second exposure respectively).
Hence, subsequent analyses used the mean value of the items.

6.4.4.2 Analysis

A Bayesian approach was used to analyse the data. Compared to the
frequentist approach, it has been associated with richer and more informative
inferences, performing well with small sample sizes, no reliance on sampling
distributions, and p-value [221]. By considering the posterior probability
distribution of the parameter values supporting and those opposing the hy-
pothesis, the analysis estimated the level of credibility that could be attributed
to each hypothesis and its alternative. Also, the analysis estimated the 95%
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Highest Density Interval (HDI) to summarise the interval of the most credible
values.

All analyses were carried out with R version 3.4.2. The Bayesian First Aid
package [222] was used to investigate the effect of adapting virtual cognitions
to eye-gaze on people’s perceived plausibility and ownership of the virtual
cognitions, and the numbers of eye-gaze shifts after hearing an instructional
virtual cognition. This package is an extension of the Bayesian Estimation
Supersedes the T-test (BEST) package [223,224], which works as a Bayesian
estimation alternative to the t-test. The analysis used the default minimally
informative priors from the package, namely: standard deviations set to 1000,
and exponentially distribution for the v parameter set to 30.

The bmlm package [225] was used to examine the within-subjects mediation
effect of the fourth hypothesis. The analysis used the uninformed default
values as suggested by Vuorre and Bolger [225] as priors, namely: regression
parameters, the prior distributions were zero-centered, with the standard
deviations of 1000; for the subject-level effects’ standard deviations a Cauchy
distribution was used set to 50; for the correlation matrix a LKJ prior v was
used and set to 1.

For all the experiment data, the R markdown files can be found online!.

6.5 Results

Table 6.2 presents the comparison results for the eye-gaze adaptive and
the control condition, i.e. the non-adaptive condition. The mean of the
credible values shows an increase of 1.24 in eye-gaze shifts for the adaptive
condition, with a 95% HDI of 0.43 and 2.02, which does not include a zero
difference as 99.8% of the credible values are above zero. Correspondingly,
the data set gives only a 0.3% support to the alternative hypothesis, i.e.

zero or a reduced eye-gaze shift. Table 6.2 gives similar information about

!These files are stored for public access on a national database for research data with the
4TU Center for Research Data in the Netherlands. The DOI to this storage is 10.4121/uuid:
f6b30e6f-c02a-4el11-b6e8-71953alcabbb.
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the sense of ownership of the virtual cognitions. In the eye-gaze adaptive
condition, an increase in ownership was observed, with a 0.55 mean difference
and 95% HDI [0.31, 0.80] that excludes zero. Almost 100% of the credible
values for the difference are above zero, and consequently, there is almost 0%
support for the alternative hypothesis. However, the data gives less severe
credibility to a difference in the plausibility of the virtual cognitions between
the two conditions. 75.3% of the credible values of the posterior probability

distribution support an increase in plausibility, while 24.7% not.

Table 6.3 shows the correlation between the ownership of virtual cognitions
and eye-gaze shift behaviour. The credibility of the positive association
between them as 95% HDI [-0.15, 0.43] does not exclude zero or negative
values. 82.0% of the credible values indicate a positive association, and 18.0%
not. In addition to this, Table 6.3 also shows estimates for a mediation
effect that ownership might have on the direct relationship between eye-gaze
adaptiveness and eye-gaze shift behaviour. As shown in Figure 6.3, after
taking indirect ownership relationship into account, the mean value for the
direct effect changes from 1.09 to 0.80. Additionally, 80.5% of the credible

values for indirect effect change indicate a reduction, while 19.5% not.

The data gave relatively less credibility to a mediation effect for plausibility:.
As Table 6.3 shows the 95% HDI for the two slopes did not exclude zero or
negative associations. With only 56.8% of credible values suggesting a positive
association between plausibility and eye-gaze behaviour. Likewise, as Figure
6.4 shows, mean estimate for direct effect barely changed only from 1.10 to
1.06. Nevertheless, 59.3% of the posterior distribution support a reduction in
the direct effect, while 40.7% not.

Analysis of people’s self-efficacy of handling spiders and snakes suggest an
increase between pre and post measurement. For handling spiders, the mean
increase was 1.6 with 95% HDI [0.7, 2.5], while for snakes, it was 2.7 HDI [1.4,

4.0]. In both cases, almost 100% of the posterior distribution was above zero.
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Mean [HDI]
(SD)
Adaptive Non-adaptive MD* Effect size d MD* probability
(N=24) (N=24) [HDI] [HDI] below and above
Number of 3.44 [2.60, 4.28] 2.37 [1.65, 3.08] 1.24 [0.43, 2.02] 0.72 0.3%< 0 < 99 7%
eye-gaze shift (0.42) (0.36) [0.15, 1.41]
Ownership 68 [1.33, 2.03] 1.12 [0.67, 1.60] 0.55 [0.31, 0.80] 0-99 0%< 0 < 100%
(0.18) (0.24) [0.47, 1.50]
Plausibility 4T 104 L7601 1.35[0.86, 182 5er 1015 0311 015 os 7900 0 < 75.3%
(0.18) (0.24) -0.26, 0.59]
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Note. HDI = 95% high-density interval

Note. MD means Mean difference
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me = 0.287 [-0.338, 0.969]

¢ =1.09[0.209, 1.98]
OwnershipScore

pme = 0.325 [-0.466, 1.39]

cov(a,b) = 0.0194 [-0.164, 0.219]
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[0.0502, 2.31]

Figure 6.3: Path diagram with point estimates (posterior means) of the parameters and
associated 95% intervals (in square brackets below estimates)

6.6 Discussion

This study examined whether adapting virtual cognitions to individual’s
eye-gaze affects people’s perceived ownership and plausibility of these virtual
cognitions, thus influencing the numbers of eye-gaze shifts after hearing an
instructional virtual cognition. The experiment shows credible support for
hypotheses 1-a and 3, i.e. that compared to non-adaptive, eye-gaze adaptive
virtual cognitions have a positive effect on people’s perceived ownership of
the virtual cognitions and the numbers of eye-gaze shifts after hearing an
instructional virtual cognition. For plausibility (H1-b), the analysis provides
relatively less strong credible support, only 75.3% in support, and 24.7%
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me = 0.0387 [-0.26, 0.411]

c=1.1[0.202, 2.02]
PlausibilityScore

pme = 0.0234 [-0.451, 0.425]

cov(a,b) = -0.0218 [-0.225, 0.129

a=0.0814 b=0.735
[-0.159, 0.321] [-0.368, 2.18]
SD =0.354 SD =0.446
[0.033, 0.67] [0.0216, 1.17]
c'=1.06
[0.199, 1.97]

Condition —p| ShirftTimes

SD=1.15
[0.104, 2.31]

Figure 6.4: Path diagram with point estimates (posterior means) of the parameters and
associated 95% intervals (in square brackets below estimates)

opposing it. The finding shows a similar pattern for the relationship between
on the one hand, ownership and plausibility of the virtual cognitions and on the
other hand, the numbers of eye-gaze shifts after hearing an instructional virtual
cognition. While support in favour of a positive association for ownership was
82.0% (H2-a), for plausibility it was merely 56.8% (H2-b). The analysis also
provided some credible support for the fourth hypotheses, the mediating effect
of ownership (H4-a) and plausibility (H4-b) that could partly explain the
increase in eye-gaze shifts when virtual cognitions become eye-gaze adaptive.
Support for ownership mediation was 80.5%, while for plausibility a mere
59.3%. Although these findings are sometimes less strong, they seem overall

in favour of all hypotheses, especially the ones related to ownership.
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Like any empirical study, this study has some limitations that should
be considered. First, a confounding variable for the difference between the
adaptive and non-adaptive condition was the co-manipulation of cognitions
that used information about the person’s eye-fixation and generic formulated
virtual cognitions. It ensured that participants in the control condition were
not confronted with conflicting virtual cognitions, e.g. while not looking at
the snake hearing “Stop looking out for the snake all the time. Turn your
gaze away!”. Removing such potential artificial conflicts by offering generic
cognitions resulted in plausible cognitions in both conditions, and hence likely
led to less strong support for plausible related hypotheses. A second limitation
is a potential error in eye-gaze shift counting caused by the accuracy of the
eye-tracking device. For example, whereas people might have looked above
the spider, it might have been classified as looking at the spider. Although
this might not have systematically biased measurement towards one of the
conditions, it could have resulted in some conflicting virtual cognitions in
the adaptive eye-gaze conditions. Still, despite this potential limitation, the
findings support the superiority of the eye-gaze adaptive condition. The third
and final limitation was the use of non-phobic patients in this experiment
because of ethical constraints. Therefore, caution should be taken when
generalising the findings to this population. Still, the observed improvement

in self-efficacy is promising.

This study can be extended in many directions. First, besides increasing
the plausibility and ownership of virtual cognitions, other mechanisms could be
explored that influence the effect of virtual cognitions. Potential mechanisms
might be the perspective-taking to hear the virtual cognitions or the pronouns
to refer to the self within the virtual cognitions. For instance, Slater et al. [226]
argued that different perspective-taking to hear and observe can lead to people
doing, feeling and thinking differently. Myers et al. [227] found that when
people were instructed to taking difference perspective their attitude towards
helping others also changed. Kross et al. [128] indicated that using a different

perspective to refer to the self during introspection can influence people’s
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ability to regulate their thoughts, feelings, and behaviour. Similar effects
have been observed in virtual reality, when people experience from a first-
person perspective the world of a person with another skin colour [228,229],
a child [103,125], or of a superhero [230]. This has often been done by giving
people a virtual body of a specific individual. Could something similar be
accomplished with virtual cognitions? Until now, research has focused on
exposing people to virtual cognitions that match their own inner voice. What
would happen if people are exposed to cognitions that are clearly alien to
their own? For example, Banks et al. [231] exposed people to the world of
someone with schizophrenia, including both audio and visual hallucinations.
Combining virtual cognitions and virtual body, therefore, could potentially
give people new experiences. For example, the work of Slater et al. [103] could
be extended by exposing adults to cognitions of a child in addition to giving
them the body of a child.

Furthermore, during the therapy session for snake or spider anxiety, the
therapist needs to know whether patients are actually looking at the animal,
and not just closing their eyes [232-234]. Eye-tracking technology might
be able to detect this. Additionally, instead of a snake or spider phobia,
future research could also explore the feasibility of virtual cognitions in other
application areas, such as social skills training, the treatment of autism, and
education. Besides studying virtual cognitions, this study also shows the
potential of using eye-tracking information in virtual reality. Further research
might, therefore, explore the experience when other elements in the virtual
world react to people’s eye-gaze. For example, van Ginkel et al. [235] adapted
the behaviours of a virtual audience depending on eye-gaze of the user that

gave a public talk.

6.7 Conclusion

This chapter demonstrates that adapting virtual cognitions to individual’s

eye-gaze is likely to have a guiding effect on people’s eye-gaze behaviour in
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virtual reality and to enhance people’s perceived ownership of the virtual
cognitions. Its main contribution can be summarised as providing initial
empirical evidence about the effect of the eye-gaze adaptive virtual cognitions
technique. A technique with the potential of enhancing the effectiveness of

virtual cognitions as a new training or intervention method.
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7.1 Conclusion

This thesis proposes a new social skills training approach that provides
virtual cognitions in virtual reality. To begin with, a systematic literature
review was conducted to get an overview of the state-of-the-art of technology-
supported systems for social skills training (Chapter 2). Following this, how
people perceive the sound of their inner and outer voices was studied (Chapter
3), the effects of offering virtual cognitions in the context of negotiation skills
training in virtual reality were examined (Chapter 4, 5), and finally the idea
of virtual cognitions was expanded on, adapting them to individual’s eye-gaze

(Chapter 6). The studies were designed to answer the main research question:

How can we develop a virtual reality exposure system with virtual cognitions
that fosters people’s behaviour and beliefs during the training, and what impact

does such a system have on its users afterward?

From this main research question, one sub-question and four hypotheses
were derived. The conclusions of the thesis are structured by an examination

of the arguments for these sub-questions and hypotheses as follow:

Q1: What kind of social skills training systems have already
been developed and what are they composed of?

To answer the first question, a systematic literature review was conducted,
identifying 122 publications with 113 systems. The analysis shows that the
majority of training systems were screen-based applications, with virtual real-
ity technology being the most frequently observed. The systems most often
targeted communication skills. In terms of functions, support for learning-
by-doing was the most observed function in the systems. Systems focusing
on facial expression or using video modelling technology provided the largest
number of functions. Finally, the studies, including 30 studies with a random-
ized controlled trial design, reported overwhelmingly positively regarding the
systems’ impact. Still, most studies only used a quasi-experimental design
based on self-report measures.
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As the systematic literature review indicated, that the majority of studies
reported positive results, the work presented in this thesis moved forward to
explore the effectiveness of using virtual reality training systems on improving
social skills. Here, the training system provided users with a stream of thoughts
that simulated a inner voice. Therefore, the first step was to investigate the

method to simulate the inner voice, leading to the first hypothesis:

H1. People perceive their inner voice to sound different from

their outer voice.

The first hypothesis was tested by conducting an empirical study in which
participants recorded and adjusted the sound parameters for their inner and
outer voice. Using a specially developed audio recording and modification
software tool, 15 participants set key sound parameters to match their own
voice recording with their perception of either their own inner or outer voice.
After reading aloud nine sentences, they modified seven sound parameters of
the recordings: pitch, speed, echo, and volume of sound on four frequency
bands (20-320Hz, 320-1280Hz, 1280-5120Hz, and 5120-20480Hz). The result
of the study indicates that inner and outer voice are perceived differently,
which confirmed the hypothesis. Also, individual variations were found for
the perception of inner and outer voice differences. For developers who want
to simulate inner voices in a virtual environment, these findings suggest that
a person’s inner voice has its own distinct characteristics compared to their
outer voice. The volume setting for the frequency band of 1280-5120Hz can
be based on group perception, whereas for speed and echo settings it might

require individualization.

After exploring its sound parameters, the concept of inner voice was used
to create virtual cognitions for training. This, together with simulated speech,
was expected to enhance the outcome of the training. It resulted in the

following hypothesis what was set within the context of a negotiation training.

H2. Virtual reality negotiation training with virtual cognitions

combined with simulated speech improves negotiation knowledge
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and self-efficacy of negotiation compared to no training.

The second hypothesis was confirmed by conducting a randomized con-
trolled trial to compare a training group with a waitlist control group. Forty-
eight participants were recruited and randomly assigned to one of these two
conditions. This study consisted of four phases: pre-training, training, post-
training and follow-up phase. In the training phase, the participants were
randomly assigned to either the waitlist group or training group. Those in the
training group were given the virtual reality negotiation training consisting
of three consecutive sessions. Meanwhile, the participants in the waitlist
group were not given any negotiation training. The results show that the
training had a strong positive effect on self-efficacy and negotiation knowledge
compared to the wait-list condition. Moreover, all these positive effects were

sustained at the two-week follow-up.

After establishing the general effect of virtual cognitions, the work moved
forward to explore the effect of one specific type of virtual cognitions: self-
motivational statements, especially its effect on self-efficacy as a type of verbal

persuasion. It led to the hypothesis 3:

H3. Virtual cognitions with self-motivational statements im-
prove self-efficacy more than virtual cognitions without self-motivational

statements.

Support for the third hypothesis was established through a between-
subjects design experiment, simultaneously conducted with the last exper-
iment, in which participants experienced one of the two distinct training
conditions: a training with self-motivational or without self-motivational
cognitions. For each training condition, 24 participants were recruited. After
each session, participants were asked to finish an online questionnaire to mea-
sure their self-efficacy and negotiation confidence. The results suggested that
the training condition with self-motivational statements resulted in a larger
improvement effect on self-efficacy than the training condition that did not

include these self-motivational statements. Additionally, the improvements
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observed after the training could still be observed two weeks later.

After establishing the impact of different types of virtual cognitions, the
thesis’ work investigated the effect of matching cognition with people’s visual
attention. It led to hypothesis 4:

H4. People’s eye-gaze behavior is more likely to follow the in-
struction embedded in eye-gaze adaptive virtual cognitions than

non eye-gaze-adaptive virtual cognitions.

The fourth hypothesis was examined in an empirical study whereby eye-
gaze adaptive virtual cognitions were provided to users during virtual reality
exposure to a spider or snake. An experiment with 24 participants was
conducted to explore the effect of adapting virtual cognitions on an individ-
ual’s eye-gaze behaviour during exposure. The experiment consisted of four
phases: pre-measurement, audio recording, exposure, and post-measurement.
In the exposure phase, a within-subject design was used, thereby the order
of conditions was counterbalanced. Participants randomly completed two
conditions: VR exposure with eye-gaze adaptive and with non-eye-gaze adap-
tive virtual cognitions. In the non-adaptive condition, participants heard
randomly chosen virtual cognitions. In the other condition, participants were
exposed to the virtual cognitions adapted to their eye gaze with aim of steering
their attention toward or away from the animals in the virtual world. The
results show credible support for the hypothesis; compared to non-adaptive,
eye-gaze adaptive virtual cognitions had a positive effect on the numbers of
eye-gaze shifts after hearing an instructional virtual cognition. Also, some
credible support was found for an increase in people’s perceived ownership

and plausibility of the virtual cognitions.

7.2 Limitations

To fully appreciate the findings presented in this thesis, it is important to
carefully consider the limitations of the studies described.

The first limitation is the result of the chosen recruitment strategy. In
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the thesis, all empirical studies, with the exception of the online study of the
negotiation knowledge video test mentioned in Chapter 5, recruited solely
university students or employees. It is, therefore, not clear to which extent
our findings generalize to other populations.

In this thesis we only compared our social skills training with virtual
cognitions to a waitlist, therefore, further research should compare our systems
to other existing methods, such as books or other computer-based training
approaches.

Furthermore, the studies in this thesis focused mainly on investigating the
outcome of the intervention. To investigate this, a holistic system approach
[168] was followed. Therein lies the second limitation, as this meant that the
system was viewed as a unified whole. Less attention was paid to identify the
effect of special functions or components on the overall outcome. Therefore, it
limits our capability to understand the mechanism determining the outcome
of the intervention.

In addition, a theoretical assumption regarding the effect of virtual cog-
nitions is that they possess the ability to mimic people’s actual inner voice
during virtual reality exposure. Although we tried to investigate the con-
nection between virtual cognitions and one’s inner voice by using subjective
questionnaires, the measurement was restricted to the cognitive level and did
not collect neurological measures that would have allowed to examine this
assumption.

Moreover, in this thesis, the efficacy of virtual reality training with virtual
cognitions is limited to social skills training and pre-therapy for spider or
snake phobia. Still, the positive effect, warrants further research into other

domains, for example, entertainment.

7.3 Contributions

This thesis studied the implementation of virtual cognitions as part of ne-

gotiation training and explored the effects of adapting these virtual cognitions
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to other visual stimuli. The scientific and societal contributions are discussed

below.

7.3.1 Scientific Contributions

This thesis proposes a new intervention for training social skills that pro-
vides people with both a perceptual (mainly visual) experience and a cognitive
experience. Various social skills training systems focus on providing people
with opportunities to practice certain encounters or on teaching people what
to do and how to act, with no regard for establishing an individual’s under-
standing of the underlying reason for behaving in a certain way. Moreover, as
most of the existing training systems focus on the training of skills, they often
neglect the importance of the individual’s own confidence, motivation and
willingness to participate in social interaction (e.g., the study of Broekens et
al. [19] that focused on the training of negotiation skills). The intervention
proposed in this thesis pays special attention to people’s understanding of
social interactions and their self-efficacy of engaging in them.

Moreover, the proposed intervention is not restricted to social skills training.
In addition to practicing negotiation skills, the thesis also applied virtual
cognitions to pre-therapy for spider and snake phobias. It can potentially
also be extended to the therapy itself or other domains include entertainment.
Furthermore, the study on the sound parameter settings of the inner and
outer voice provides a preliminary method to investigate the difference in
characteristics between the inner and outer voices.

In general, there is a need for more empirical user studies that investigate
effects of virtual reality on human’s cognition and behaviour [236-238]. For
the scientific field of virtual reality, this thesis provides empirical evidence of
effects that the provision of virtual cognitions can have on user’s (negotiation)
knowledge, (negotiation) behaviour, self-efficacy, perceived plausibility and
ownership. This provided some further insights in these concepts and how vir-
tual reality can support a scenario-based learning process, advancing mastery

and vicarious experiences.
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7.3.2 Societal Contributions

Aside from the scientific contributions, this thesis might also be interesting
for a broader societal audience. It describes an intervention that could be
applied in fields such as education, entertainment and therapy. This research is
aimed at aiding developers and designers of virtual reality systems for training
or exposure therapy. However, indirectly, the main societal contributions are
for the users or even patients that virtual reality exposure training or therapy

targets, including those suffering from social phobia or other phobia.

7.3.2.1 Users

The thesis describes the idea of providing a mix of mastery experience and
vicarious experience in virtual reality via passive virtual reality exposure with
virtual cognitions. For people with social skills deficits, social phobia, or spider
phobia, actively facing a social interaction, such as giving a presentation in
front of an audience, even a small audience, or being in a room with a real
moving spider might be far beyond their willingness and confidence. Moreover,
only offering users the opportunity to practice without sufficient explanation,
reflection and guidance might backfire, as this kind of active experience could
lead to a failure experience that decreases a person’s self-efficacy [141]. From
this practical perspective, our method which provides passive virtual reality
exposure with virtual cognitions could work as a soft, gradual, and practical

intervention.

7.3.2.2 Developers & designers

The taxonomy presented in chapter 2 of this thesis could serve as a starting
point for developers and designers in the social skill training systems fields to
position their work. It could also help them to identify potential opportunities
and offer inspiration to design, develop and evaluate new systems.

Another main contribution of the study is the insight into the creation

of virtual cognitions and the implementation of virtual cognitions in virtual
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reality training. The study proposes that virtual cognitions can consist of
several main components, such as information on a topic, reflections on the
current situation, motivational encouragement, and instructions. Moreover,
the thesis shows that virtual reality training with virtual cognitions is effective
to affect people’s behaviour and beliefs when it is structured into three sessions:
pre-training, training and post-training. Designers might use these structures

when applying virtual cognitions to training or therapy applications.

7.4 Future work

The research described in this thesis can be extended in several ways.
For example, the way to generate virtual cognitions can be improved. The
current situation is that users must spend time recording all of the virtual
cognitions that they will hear later on. To some extent, this effort limits the
utility of virtual cognitions. However, this limitation could be overcome with
the introduction of machine learning solutions for generating personalized
speech. For example, Mehri et al. [169] propose an unconditional neural audio
generation model that uses neural networks to generate audio from training
samples.

The study in Chapter 5 found that the effect of training with virtual
cognitions on participants’ knowledge and self-efficacy remained over a period
of two-weeks. However, whether this effect can last longer still needs further
investigation. And also, how retainment is enhanced by follow-up mastery
experience.

In addition to the measures used in this study, biophysiological methods
might give insight to the characteristics and mechanisms of virtual cognitions.
Methods, such as EEG or fMRI, had been used to investigate the association
between the activation of brain regions and the moment people experience
inner voice [239-241]. Therefore, in the future studies, EEG or fMRI can
be applied to examine whether virtual cognitions trigger similar neurological

responses as an actual inner voice.
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This thesis focuses on increasing the plausibility and ownership of virtual
cognitions by adapting virtual cognitions to individuals’ eye-gaze, and thereby
aiming to improve the efficacy of virtual cognitions. Other mechanisms could
also be explored. A potential mechanism might be experiencing multiple
perspectives to hear the virtual cognitions, in other words, using different
pronouns to refer to the self within the virtual cognitions. For example,
although other studies reported that in every day life, using a third-person
perspective to refer to the self during introspection can be more effective
in regulating people’s thoughts, feelings and behavior compared to first-
person [128], we do not know the same can be generalized to virtual cognitions
that were delivered in virtual reality. Therefore, further research might
examine the effect, if instead of “You”, “I” is used to refer to the self in virtual
cognitions.

Another aspect of virtual cognitions which was not studied relates to
the frequency and duration of hearing them. Although in our last study we
intended to trigger the emergence of virtual cognitions by adapting them to
people’s eye-gaze, the frequency and duration of the virtual cognitions were
fixed and pre-determined. However, a personal preference or even an effective
threshold for delivering them might worth consideration. An appropriate
set-up might lead to a positive effect on people’s beliefs and behaviour, such as
enhancing attentional focus, increasing confidence, and controlling cognitive
and emotional reactions, while a too high frequency and too long duration
might bring users in conflict with their inner experience, causing confusion

combined with increased cognitive workload.

7.5 Take away message

This thesis aimed to explore the effects of providing people with a stream
of thought, i.e. virtual cognitions. To this end, a method for simulating the
inner voice was investigated. The results showed that people’s perception

of the inner voice differs from that of their outer voice. Furthermore, a
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series of empirical studies were conducted to validate the effectiveness of
virtual reality exposure with virtual cognitions. The results indicate that
individuals can benefit from this type of virtual reality training on aspects
of knowledge and self-efficacy. This positive effect on self-efficacy seemed
to be larger when self-motivational statements were embodied in the virtual
cognitions. Attention was then paid to the optimization and advancement of
virtual cognitions, which resulted in synchronizing virtual cognitions to an
individual’s focus of attention during virtual reality exposure. The findings
suggest that that adapting virtual cognitions to individuals’ eye-gaze is likely
to have a guiding effect on their eye-gaze behaviour in virtual reality and to
enhance their perceived ownership of the virtual cognitions.

In short, the study demonstrates the potential of incorporating virtual
cognitions that provide explanation, reflection, motivation, and real-time
guidance into virtual reality exposure. This experience can affect people’s
beliefs and behaviour.
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Search query in Scopus

(TITLE-ABS-KEY ( (“social skills” OR negotiat® OR “public speaking”
OR “presentation skills” OR “communication skills” OR “conversation™ skills”
OR “interpersonal skills” OR “interview skills” OR. “social interaction” OR
“social capability” OR “social competence”) AND ( train®* OR practic* OR
practis* ) AND ( robot OR app OR “mobile application” OR “computer
game” OR “serious game” OR “computer assisted” OR “computer aided” OR
“computer based” OR “virtual agents” OR “virtual environment” OR “virtual
reality” OR “augment reality” ) AND ( evaluat™ OR trial OR experiment*
OR result® )) AND NOT ( TITLE (review OR meta-analy* OR survey )))

Search query in Web of Science

(TS = (“social skills” OR negotiat™ OR “public speaking” OR, “presentation
skills” OR “communication skills” OR “conversation™ skills” OR “interpersonal
skills” OR “interview skills” OR “social interaction” OR “social capability”
OR “social competence” ) AND TS = (train®* OR practic* OR practis®) AND
TS = (robot OR app OR “mobile application” OR “computer game” OR
“serious game” OR “computer assisted” OR “computer aided” OR “computer
based” OR “virtual agents” OR “virtual environment” OR “virtual reality”
OR “augment reality”) AND TS = (evaluat® OR trial OR experiment®* OR
result®) ) NOT (TI = (review OR meta-analy™ OR survey ))
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Table B.1: Legend cross references of the results table after coding

Applied technology: (1)Immersive VR/AR, (2)Robot,

(3)Screen-based Application (a: Serious game, b:Virtual avatar, c:Video modeling, d:Other)
Domain: (1)Therapy and treatment, (2)Healthcare education, (3)Business, (4)Military,

(5)General purpose, (6)other.

Target group: (1)Illness (Autism and behavior disorder patients, etc.), (2)Healthcare professional,
(3)General population, (4)other.

Level of autonomy: (1)Wizard of Oz, (2)Adaptive script, (3)Fixed script, (4)Other.

Target social skills: (1)Negotiation, (2)Public speaking/presenting, (3)Job Interviews,
(4)communication, (5)eye gaze movement/eye contact, (6)facial expression,

(7)emotion /facial recognition and body language recognition,

(8)teamwork /shared decision making, (9)Social scenario handling, (A) Other.

Functions: (1)Briefing, (2)Goal setting, (3)Scheduling, (4)Role playing,

(5)Modeling, (6)Self-Observation, (7)Monitoring, (8)Real-time guidance,

(9)Imparting knowledge and providing instructions,(A)Learning by doing,

(B)Encouragement, praise and rewarding, (C)Performance feedback and reflection,

(D)Learning assessment (user side), (E)Debriefing

Assessment: (1)Self-report, (2)Behavioural observations, (3)Biophysiological measurement, (4)other.
Experimental design: (1)Yes, compared to absence of intervention),

(2) Yes, compared to some other intervention, (3)Yes, compared to TD person, (4)No, single group
Outcome:

+ significantly positive @post
N improve but not significant *Pre-post
- negative
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Table B.3: Characteristic of technology-supported social skills training systems

Author Year of Region Applied pomain Target LOA¥* Hmn.mmﬂ Functions N* Sessions Dura- Assess-  Follow Ex Outcome
development of origin tech group social tion ment -up design*
skill
Wong —and 5514 Asia 2 1 1 3 4,5 9,A,B 4(4) 5 30 1,2 NA 2 *y4
Zhong ’ (. ’
me_aai 2012 Europe 3b 1 1 2 4 49AB 19 NA NA 2 NA 4 N*
North «
Pence et al. 2013 . 3b 2 2 1 A 4,A,C 21 1 NA 1 NA 4 +
America
ME?: e 2017 Asia 3d 1 1 3 4,7 5,9 12 1 NA 2 NA 4 N@
Gilroy et al. 2018 Europe 3d 1 1 3 4 4,9,A 17(18) NA 15 2 NA 2 *+
Mmm%maw 2009%* Europe 3a 4 4 3 4,8 4,A 10 4 30-45 1 NA 4 N@
Daetwyler 2010 North 3¢ 2 2 3 4,A 4,5,9,A,C 33(19) NA NA 1 NA 1 *N
et al. America
Utami et al. 2017 North 2 1 3 1 4,A 59,A,C 32 1 30 1,2 30 4 * 4t
America days
Thomas et gq, North 3a 4 3 3 1,49 456 324 1 50 1 NA 4 4
al. America
Mrmoum ¢ 2015 Europe 3a 3 3 3 1,4,9 A4 32 6 15 1 NA 4 N@
Gratch et oq 5 North 3b 3 3 1 1 4A 226 1 NA 1 NA 4 N@
al. America
W\W;mm_; et 1995 Asia 3a 1 1 3 9,A 3,4,6,9,A 38(35) 24 60 1,4 NA 1 *
Bryson et North . 6 *
ol 1999 Avnorica 3a 4 3 3 A 1,4,5,9,A,B@4(90) NA NA 2 months ++
Chollet et o4, North 3d 3 3 1 2 4,7,A 30(15) 4 5 1,2 NA 1 * 4
al. America
Hopkins et North 10 to *
ol 2011 PN, 3a 1 1 3 5,7 5,9,B 24(25) 12 o5 2 NA 1 +4
Rice et al. 2015 Mo:r. 3a 1 1 3 5,7 5,9,B 16(15) 10 25 2 NA 1 * 4
merica
North *
Real et al. 2017 ) 1 2 2 3 A 4,A 24(21) 1 NA 4 NA 1 +
America
North *
Hoque et al. 2013 ) 3b 3 3 2 3 4,A,C 60(30) 1 60 1,2 NA 2 ++
America

Note, *)LOA = Level of autonomy, *Ex design = Experimental design, N*: inside () is the number of participants in the control group if applicable.
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Table B.5: Characteristic of technology-supported social skills training systems

Target

Author Year of Region Applied pDomain Target LOA* . Functions N* Sessions Dura- Assess-  Follow Ex Outcome
development of origin tech group social tion ment -up design™®
skill
. 2 *
Ding et al. 2017 Europe 1 3 3 3 1 49B,C 8 3 30 1 ceeks 4 ++
Mwo%msm e 2012 Europe 1 3 3 3 1 459,A  28(14) 5 10 1 NA 1 oy
Mo%io et 2016 Europe 3b 1 1 3 6,7 459,A  20(20) 40 35 2 NA 2 kot
North
Amat et al. 2018 Ao 3b 1 1 2 5 8,A,C 3 NA NA 4 NA 4 Na
merica
North
Zheng et al. 2017 Avnors 3d 1 1 4 5 AB 20 NA NA NA 4 Na
merica
Mm%maé 2013 Europe 3a 1 1 2 4 4,59,A 29 3 15 2 NA 4 *N
WHE&E 2013 Europe 3a 1 1 2 4 4,59A 19 NA 15 2 NA 4 * 4
Milne et al. 2010 Australia  3b 1 1 3 4,7 8,9,A,C 14 NA 15 1 NA 4 * 4
Tanaka et 547 Asia 3b 3 3 3 2,6 6,9,A,C 10 1 50 2 3 4 *4
al. months
Johnsen et 5545 North 3b 2 2 3 A 49,A.C 7 1 10 1 NA 4 Na@
al. America
Serret et al. 2014 Europe 3a 1 1 3 7 5,A,B 33 8 60 1 NA 4 *+
Aysina et al. 2016 Europe 3d 3 3 3 3 9,A,C 16(12) 5 NA 1,2 1 week 2 *+
Amaral et oq g Europe 1 1 1 3 5 9,A,C 15 7 NA 2 6 4 *4
al. months
Zhao et al. 2018 North 3a 1 1 3 4,8 9,A,B 12 1 NA 1,4 NA 4 4
America
Yun et al. 2015 Asia 2 1 1 2 5,A 9,A,B 6 1 NA 2 NA 4 *N
Han et al. 2018 Asia 2 1 1 3 7 5A 4 1 NA 2 NA 4 Na
Lindenmayer 5,4 North 3d 1 1 3 7 59,A,B  32(27) 12 60 2 NA 2 4
et al. America
Strickland 2013 North 3b 1 1 3 3 459A  11(11) NA NA 2 NA 1 *N
et al. America
Uzuegbunam North 3¢ 1 1 3 4,5 45,69, 3 NA 15 2 NA 4 *N
et al. America AB

Note, *)LOA = Level of autonomy, *Ex design = Experimental design, N*: inside () is the number of participants in the control group if applicable.
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Table B.7: Characteristic of technology-supported social skills training systems

Author Year of Region Applied pomain Target LOA¥* Target Functions N* Sessions Dura- Assess-  Follow Ex Outcome
development of origin tech group social tion ment -up design™®
skill
Bahreini et
ol 2017 Europe 3a 3 3 3 4,6 4,9,A,C 25 1 120 1,2 NA 1 a+
Ke et al. 2016 North 3a 1 1 3 8 A 3 10 90 2 NA 4 *N
America
Kolk et al. 2018 Europe 3d 1 1 3 4,7,8 4,9,A 22(10) 8 90 2 1 year 1 *+
Olmedo-
Vizueta et 2017 Europe 3b 1 1 3 6,7 5,9,A 19(20) NA 15 2 NA 3 *N
al.
Park et al. 2011 Asia 1 1 1 3 46,A  4,A 46(45) 10 NA 1,2 NA 1 *
Russo-
Ponsaran et 2014 MQE 3d 1 1 3 6,7 57,9A 3 16 60 2 4 4 *p
al. merica weeks
Wong 2014 North 3b 1 1 1 9 4,A 11 NA 30 1 NA 4 N@
Sarver et al. America
North et al. 2008 North 1 1 1 3 2 4,A 30 5 15 1 NA 4 4
America
Raj et al. 2017 Asia 3b 1 1 3 4,5 4,A,C 4(4) 1 60 3 NA 3 *N
Ke et al. 2018 Mozs. 3a 1 1 3 1,4 49AB 8 16 45 2 NA 4 * 4
merica
Lin et al. 2009 Asia 3d 3 3 4 1 4,A 114(34) NA NA 4 NA 2 *+
Gratch et 5414 North 3b 3 3 1 1 4,A 93 1 NA 1,2 NA 4 N@
al. America
Chen et al. 2014 Asia 1 1 1 4 6,7 5,A 3 7 60 2 4 N*
weeks
Hartanto et 2,7,9,A *
al. 2016 Europe 1 1 1 3 A [ARE ARt 5 8 20 1 NA 4 N
B,C
Baur et al. 2013 Europe 3b 3 3 2 3 4,A,C 6 NA NA 1,4 NA 4 Na
Halabi et al. 2017 Asia 1 1 1 3 4 4,A 10 2 20 1 NA 4 Na
Ip et al. 2015* Asia 1 1 1 3 A 4,A 53 28 60 1 NA 4 N*
Ip et al. 2016%* Asia 1 1 1 3 A 4,A 36(36) 28 60 1 NA 1 *+
Cheng et al. 2015 Asia 1 1 1 3 A 4,A.B 3 3 NA 1 NA 4 N*
Nazligul et 545 Asia 1 4 4 3 2 4,A 7(7) 3 10 1 NA 2 +

al.

Note, *)LOA = Level of autonomy, *Ex design = Experimental design, N*: inside () is the number of participants in the control group

if applicable.
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The list of sentences recorded in sound parameters set-

ting experiment

No Chinese Version English Version
1 WA TERIRFIIRA I feel hopeless to finish a negotiation.
2 P NHREERFIF TR . Everyone can beat me in a negotiation.
3 A IR VL . To do a negotiation is a nightmare for me.
4 RAERHAIPRIEIEH I act normally in a negotiation.
5 RIRAETIAFAIR I'm an average negotiator.
6 T MHEKPIIRHAE My negotiation skills are ok.
7 WAERHAI P MG No one can beat me in a negotiation.
8 AR R MG % I am the ever-victorious general in a negotiation.
9 FAELRFIRIN, I am a master negotiator.

Table D.1: The list of sentences recorded in sound parameters setting experiment

Examples of the inner voice phenomenon

1. When you completed shopping in a supermarket and moved towards to
the checkout counters, you noticed there were so many people waiting and
felt hesitant to choose one checkout counter, suddenly you heard some “voice”

in your head that telling you which line to choose.

2. When you're reading, you may hear an inner voice speaking the words

in your head.
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E.1 The text of negotiation training session three (En-
glish)

[ER refers to the employer, EE refers to the employee in the context of work-

place negotiation.]

ER (Virtual cognitions - Reflection): Now, I am quite familiar with the four
mains stages of negotiation. In the last negotiation with Lily about her task
at hand and the vacation she wanted to take, I went through the four main
stages of negotiation: private preparation, joint exploration, bidding, and
closing one by one.

Meanwhile, during the last negotiation, I also created a BATNA, the Best...Alte
rnative to a...Negotiated...Agreement. This was best alternative option if the
negation failed. I needed to define my BATNA before I started the negation.
That was my safety net. With Lily initial vacation plans I compared each
option to see whether it was better than my BATNA. In Lily’s case the
BATNA was to hire someone from another team to do Lily’s work when she
would be on holiday. Which would cost me 3.000 euro.

ER (Virtual cognitions - Self-motivational statements): XXX (Users'name),
with the help of BATNA, you successfully made a win-win negotiation. Con-
sidering this, [You are a good negotiator.]

ER (Virtual cognitions - Reflection):For the upcoming negotiation, a BATNA
is still an indispensable factor. So ok, for Kath’s case, what’s the BATNA?
Let me think about what would happen if there was no negotiation on this
issue, and what I could do if the upcoming negotiation fails and no agreement
can be reached.

If T agree that Kath can leave her job in a few weeks and do nothing for the
project she is working on, that would mean the project might not be finished
on time. The loss could cost more than 50 thousand euros. That sounds
terrible. There must be a better BATNA! Hmm... let me see... I could

separate Kath’s work and give it to the other members of her team. No, the
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other members would need to make serious extra hours. They will not accept
that easily. They all would want bonuses, and a higher salary rate for the
extra hours. This will cost me much more than I normally would like to pay
Kath. It doesn’t seem worth it. Um, wait a minute. It’s also possible to
recruit a new person to replace Kath’s position but it will take a few months
to teach and train him before he could take over the job successfully. In the
meantime, while this new person is being trained, I have to recruit another
person from another team to finish Kath’s task to make the deadline, but this
may cost me another 10,000 euros. Well, it doesn’t sound perfect, but it seems
to be the best alternative option until now for this case. So that’s it. That
will be the BATNA for the upcoming negotiation: I will recruit someone from
another team to make Kath’s deadline. This will cost me 10,000 minus Kath’s
salary I would not have had to pay. So that would cost around 5,000. Next, I
will need to recruit a new external person to take over Kath’s position in the
long-term. Going to this process will cost me also 1000 euro. So together my
BATNA is around 6,000.

ER (Virtual cognitions - Knowledge): Now, I should focus on the first stage,
private preparation. In this stage, keep two things in mind: first, gather and
reflect information. In this case it means I should review Kath’s personal
information I got from the company system. Kath has already worked in the
company for 5 years. What’s more, she has always had excellent grades in
the annual assessments of the company. Second, I should realize that my own
desire is to make sure the project is finished on time while minimizing costs
for the company.

Tap-tap (a knock at the door)

ER: Give me a moment. I will be right with you......

ER (Virtual cognitions - Knowledge): Kath is coming. This should be stage
IT: joint exploration. Remember to gather more information and explore the
underlying reason why Kath wants to leave her job now.

ER (Virtual cognitions - Knowledge): Oh, I almost forgot one thing. The
teacher also taught me one essential strategy that can be applied during the
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negotiation. What’s that?..hmmm. ... Yeah, I see. “Separate the people
from the problems”. I should be soft on the people, but hard on the problems.
First things first, I could create a positive climate for the negotiation and
make the other side feel free and relaxed in the negotiation. For instance, I
could offer Katha drink politely and have a chat with him before the formal
negotiation begins.

EE: I am finally meeting you! I can’t bear the job anymore. It’s a total
nightmare for me to work here. I have to leave here immediately!

ER: Kath, I am sorry to hear that. I was not aware you felt like that.

EE: It doesn’t help me that you say sorry to me. Why did they treat me like
that? What did I do wrong? Everyone here is cold and indifferent.

ER: Kath, something seems to be troubling you a lot.

EE: I used to like my job, like this company. But why are these things
happening to me!

ER: Hmmm...I understand you are upset now. Tell me what’s been going on.
EE: Working here has put me under great pressure all the time. I work so
hard every day, but no one values my work. It really pisses me off.

ER (Virtual cognitions - Knowledge): Kath is clearly upset. I need to im-
prove the negotiation climate. Let’s start by being a very good listener and
acknowledge her emotions.

ER: Ok, I see your concern. Can you give me more detail?

EE: Every day, I get to work at 8:00. I sit behind my desk and stay there,
working my ass off until I go home at 20:00. I work all day and only get half
an hour for a short lunch break. I even don’t have time to make a cup of tea
for myself.

ER: I see you work very hard and it is a shame if you don’t have even time
for a cup of tea. This must be frustrating for you.

EE: Yes, I think it is important to have a moment for rest when you are
always working hard. Tea helps me to relax or calm down a bit.

ER: Yes, speaking of tea, I remember you like tea very much. How about

trying some Chinese tea I poured for you? I brought them back from China.
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EE: From China?

ER: Yes, last week I went on a business trip to China. I bought several types
of tea, such as green tea, oolong tea and chrysanthemum tea. The tea I
prepared today is green tea, Bi Luo Chun. My local Chinese friend said it’s
one of the best teas in China.

EE: Hmm. .. it tastes very good.

ER: Great. If you like it. You can take some after our meeting. Or we can
try the other types of tea later.

EE: It seems I should have a meeting with you every day, then I can at least
have some time for a cup of tea.

ER: Haha, you are always welcome......

ER (Virtual cognitions - Reflection): Until now, Kath seems get into a better
mood. It seems that the strategy of separating the people from the problems
is working.

ER (Virtual cognitions - Self-motivational statements): XXX (Users'name),
You are creating a more positive climate. [You did a great job].

ER (Virtual cognitions - Knowledge): I should continue with being a good
listener.

ER: Kath, I see your current situations are troubling you a lot, could you
please tell me more about that?

EE: In the past three months, I have worked for more than 10 hours every
day. I feel over-worked and totally exhausted. Like last week, I didn’t even
have time to talk with my husband. In the mornings I have to leave home so
early that he is still asleep, and at night, when I arrive home after work, the
only thing I want to do is go to bed. I feel I just live my life as a robot.
ER: Hmmm...that must be a very tiring experience.

EE: Every day I feel I am kept constantly on the run. I wake up at 6:30 in
the morning and arrive at the company at 8 o’clock. I have to work until
20:00 and then I go back home. After a quick dinner, I still have to work for
another 1 or 2 hours at home. I always have work on hand.

ER: Yeah, I see...so...
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EE: At first, I thought a vacation may help me relieve pressure and reduce
anxiety, having a short vacation could refresh me and make me feel much
better. However, it turned out to be that I thought of these things too lightly.
It’s not only about vacation.

ER: Okay, so what do you think now?

EE: I believe I feel bad due to the attitude of my team leader towards me.
She always gives me lots of work to do and forces me to finish it in quite a
short time. So, I have to work overtime to finish that and I am under great
pressure to achieve her requirements.

ER: Well......

EE: It sounds unreal, right? But all I said is true. At first, I thought it was
just a special case, but a few months later, I realized that she always treats
me like that. What’ more, my colleagues in our team always work normal
office hours. So, it means they can work 9 to 5, get off work on time - that
hardly seems fair!

ER (Virtual cognitions - Knowledge): I have already known Kath for a long
time, she has a good reputation in the company, but according to the teacher’s
advice, I need to separate the people from the problem. Be soft on him, hard
on the issues we faced. Of course, when she feels down, I should acknowledge
this, take this seriously, and show empathy. However, when it comes to
the rules and mandatory requirements, I still should consider the problem
in a matter-of-fact way, not making concessions because of the relationship
between us or to cultivate the relationship. Although according to what Kath
said, she seems to be treated unfairly by her team leader, I should not make
up my mind about her team leader so easily. I still have to explore the facts
more.

ER: Ok, I see. Have you discussed this with your team leader?

EE: To tell the truth, I have already worked in our company for 5 years, I
want a promotion very much. That’s the reason why I always say yes when
she gives me more work to do and never complain about her.

ER: Um, I see. Have you ever thought she may also admire your work and
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it’s possible for you to get a promotion in the near future?

EE: No, I don’t think so. She is always very harsh to me and never speaks
highly of me even when I outdo myself. However, when I make a small mistake,
she criticizes me severely for a long time. Sometimes, sometimes......

ER (Virtual cognitions - Knowledge): Soft on the people also means devel-
oping a comfortable setting where people can talk openly and productively.
I should make her feel more relaxed and let her know she can talk about
everything she wants with me.

ER: Yeah, Kath. It’s totally fine. You can say whatever you want to say. It’s
just a conversation between you and me. So, tell me what happened?

EE: Um...a few times her attacks even got personal. I felt very bad.

ER: Hmnmm......

EE: You may think she just has a high expectation of me, so she is stricter
to me, do you? At first, I also thought in that way, so I even worked harder
and hoped to make every task perfect. However, after a few months, I found
I just used it as an excuse to console myself. Because no matter how hard I
work, there was always more to do, and the team leader attacked my work
for no reason.

ER: This sound very demotivating for you. Did you mention this to your

team leader?
EE: Not yet.

EE: It’s not that I don’t want to do it, I tried several times, but every time
either she said I thought too much, or she just changed the conversation to
another topic.

ER: Ok, I get it. But, Why now? Is there any other reason for you to quit
the job now?

EE: I just don’t want to work in that office any longer. I am quite worried
about my future career.

ER (Virtual cognitions - Knowledge): It seems Kath is crushed by her work,
I ought to acknowledge her perception of situation. However, when it comes
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to the issues that she wanted to leave the job immediately, I still have to let
him know it’s not possible as there is clear company policy about resignation.
Soft on people, Hard on problem. I should keep that in mind and follow it.
ER: I think I understand your concern and situation. Let’s see what is possible.
According to your contract, when you hand in your resign, there is still a 2
months notification period before you can actually leave the company. This of
course is needed, to make sure that your work is handed over in a proper way.
In other words, simply resigning might not solve your problem right away.
EE: Oh, no. I have not thought about that. When I wrote the email to you,
I was a total mess.

ER: Kath, it’s ok, I can understand that. Let’s explore if that alternative
ways to solve this problem. Have you already got any offer from another
company, and are you therefore under pressure to make a decision on short
notice?

EE: No, I haven’t. I don’t have time to find a job. I am still stuck in the
work at hand and my husband recently broke his leg in an accident.

ER: Oh? That sounds terrible. How is he now? What happened?

EE: He fell down from her bike when he was hit by a motorcycle at a street
corner. The accident was quite serious, he was kind of lucky that he just
broke his leg.

ER: When did it happen?

EE: Last month, the doctor said he had to stay in bed at least for 2 months.
He must be taken care of every day. In addition, normally, my husband also
does some housework, but nowadays I have to do that myself.

ER: Are there any people helping you take care of your family?

EE: Yes, my parents are helping me to take care of our children, but they
are old so they cannot do everything. I also have to help with that. Taking
care of both my family and the job at the same time is very exhausting. My
feeling tells me I should leave the team and make some changes in my life.
ER (Virtual cognitions - Reflection): I gathered a large amount of information

about Kath’s working and life condition and explored a lot about her desires
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and the underlying reason why Kath wants to leave her job now.

ER (Virtual cognitions - Self-motivational statements): XXX (Users’'name),
[You did a great job in the joint exploration stage].

ER (Virtual cognitions - Knowledge): Now, the reasons why she wanted to
leave her job seem clear. The negotiation will come to the next stage: bidding.
The most essential thing in this stage is to develop multiple options for Kath
to choose from.

ER: This must be very exhausting - your job and dealing with the situation
at home.

ER: How about I have a talk with your team leader first and then arrange a
meeting later among three of us?

EE: No, I don’t think it’s would be helpful anymore.

EE: I have my own reasons. Two days ago, I accidently heard a conversation
between my team leader and another colleague in the kitchen. My team leader
said I was naive, that I only know work. What’s more, she said I was such a
weak person that it was easy to manipulate me into doing what she wanted. I
was so sad but also angry as I worked so hard and gave up lots of things just
for a better job. However, in her eyes, I am just an easily controlled person.
ER: That sounds horrible. It’s a serious issue. I will talk with your team
leader later about this. But for now, let’s focus on your concerns. How would
you feel if I arrange for you to be transferred to another team after you
finishing your work in hand?

EE: Moving to another team? Maybe it’s not a good idea. I have already
struggled with my current job for 5 years. Transferring to a new team may
also mean starting from scratch. Maybe I will experience all of these troubles
again.

ER: Well......

EE: I joined our company 5 years ago and had worked in our team for more
than 3 years. I finished lots of projects and also helped the company take on
several large projects. I believe I deserve a promotion. Nowadays I feel I can’t
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see any future for my career in the current position. Some changes need to
happen about my current position here, otherwise maybe it’s time for me to
leave even though I don’t know where I could go.

ER: Ok, I see. You always have excellent grades for the company’s annual
assessment. I think you are a great employee that our company needs. How
about you join the company’s next promotion interview round? Through that
interview, you may get a better position that is more suitable for you.

EE: Promotion interview? when is it?

ER: We just completed our interview round two months ago, so you may have
to wait for the next one. I remember correctly, the next promotion interview
round start next month. If you want, I can give you the opportunity to attend
that.

EE: One month still seems a long time for me.

ER (Virtual cognitions - Knowledge): We also have a job opportunity in
London. If I offer Kath the position in London, I have to give Kath a special
subsidy and bonus for working abroad. It will cost me 3 thousand euros. Still,
the cost of recruiting someone work in London or to replace Kath current job
cancel each other out. Therefore this 3000 euros alternative is much better
than my 6,000 euro BATNA. Let’s see if Kath wants to go to London.

ER: Ok, I see. We also have a job opportunity in London, in the UK. You
would work directly under me on a new project there after you finish the work
in hand. So, a new project and a new environment. I think it will bring lots
of changes to your job.

EE: It sounds great. I am quite interested in that, but I have to say it’s
also not possible for me to work abroad now. As I mentioned just now, my
husband is still recovering now. I can’t and really don’t want to leave him at
this time.

ER: Yeah, I see. That makes sense. How about you continue your job and
take care of your husband for the next few months but we keep the position
for you, just waiting for your husband to recover, then you could take your

husband and child with you to work in London?
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EE: No, I'm afraid I still can’t. It’s a good chance but my husband has a
great job here. After recovering, he has to go back to his work. Additionally,
if we would live in London, we would have to put our children in day-care.
We prefer to stay here and have our parents take care of their grandchild
while we work. So, I think it is not possible for me to accept this offer. I am
wondering why I could not have a new position in our local company.

ER: Well, as I said, the next promotion interview for local company start
next month.

EE: We have already known each other for a few years, I believe you are
aware of my talents and abilities. What’s more, you also like me, right? As
one of the persons who know me best in this company, why not just give me
a promotion immediately?

ER (Virtual cognitions - Knowledge): “Separate the people from the prob-
lems”, I should use this insightful strategy to replace any negative mantra
running through my head. Soft on the people, but hard on the issues. I could
show great respect and caring to Kath and try my best to maintain a good
relationship with him, but when it comes to a matter of principle, I should
avoid trading the relationship for the substance.

ER: Kath, of course, we have been friends for a long time, and we are also
colleagues. I do want what’s best for you and also for the company. There
are specific regulations about promotion in the company and there has never
been an exception since the company was founded, so this’s really impossible
for me to do that. It will be against the fair and transparency principle of
our company.

ER (Virtual cognitions - Knowledge): Kath is not only a skilled technician but
also an experienced staff member who has strong leadership skills. Offering
him a chance to get promoted may mean providing higher salary in the future.
However, in any case we need to hire one person for that position and com-
pared with the loss if we lose Kath, it is still worth the pay rise and will save
us time. Kath seems to be hesitant about joining the promotion interview. It

does not satisfy him so much, but I think it still seems acceptable. So, let me
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at least try again.

ER: I suggest we come back to the promotion interview. I know that at least
an extra month might be too long for you, however you have already worked
so hard for 5 years. And I believe you are also emotionally connected to this
company and your job. As a friend, I also have to say it is not so easy to
find a new and appropriate job for you in a short time, even if you have rich
working experience. As for the promotion interview, besides giving you the
opportunity to attend, I can also write a recommendation letter for you.
EE: Um...as I know, for this interview, I'll have to compete with candidates
from both inside and outside the company. Will I have some priority?

ER: Internal candidates are always given priority over external candidates
when there is an equal competition. What’s more, I know someone who
has plentiful experience with promotion interviews as both interviewee and
interviewer. If you want, I can help you to arrange a meeting with him, you
can ask questions or practice with him.

EE: It’s good, thanks. But...hmmm...one months, continue in my current
team...

ER: Kath, let’s do like this, In the coming month, if you finish your project
earlier than the deadline, I can give you extra few days off before the promotion
interview, you can leave the office to have a trip or use it to do preparation
work for the interview at home. How about that?

EE: That sounds fair.

ER: Great. As an excellent employee we hope you can stay in our company.
ER (Virtual cognitions - Reflection): Yeah, we are almost there. I developed
lots of options for Kath to choose from and successfully applied the BATNA
in a smart way, so I finally figured out a proposal that satisfies the interests
of both parties.

ER (Virtual cognitions - Self-motivational statements): XXX (Users'name),
[You are a quite professional negotiator].

ER (Virtual cognitions - Knowledge): We have already come to the last stage:
closing. Remember to ask Kath to clearly repeat the agreement we have
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already made.

ER: Well. T think we’ve made good progress. Could you please run over the
main points again, to check if everything is clear?

EE: We both agree that I should continue my work for the next month at
least. You will arrange for me to join the next promotion interview and give
me a recommendation letter.

ER: Yeah, but please make sure your work is completed before the deadline,
otherwise the recommendation letter will not be possible.

EE: Ok, finishing the work, getting the letter and joining the interview.

ER: Is that clear?

EE: Yes, it’s totally clear.

ER: I am happy that came up with this strategy. I am glad that we had
this talk. You are such a good employee, so I really want you to stay in our
company.

EE: Thanks for your work.

ER: It’s my pleasure. Have a nice day. Bye.

EE: Bye.

ER (Virtual cognitions - Reflection): Yes, great! The negotiation was a
success. A better outcome than my BATNA.

ER (Virtual cognitions - Self-motivational statements): XXX (Users'name),
[You are quite good at negotiation].

ER (Virtual cognitions - Reflection): This time, I went through the four
major stages of negotiation in proper order again, private preparation, joint
exploration, bidding, and closing one after another.

Besides, I also successfully developed a BATNA before entering the negotia-
tion and used the BATNA to compare with the proposals that were raised
during the negotiation to find the best solution that can satisfy the interests
of both parties.

What is more, in this negotiation, I also applied one vital strategy the teacher
taught me in this negotiation. Separate people from problems. Soft on the

people, hard on the problems. According to the strategy, I showed great
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respect and caring to Kath, and tried to make a good atmosphere for our
meeting. However, when it comes to the problems we have to deal with. I
always had my own principles and never made concessions because of the
existing relationship. Finally, we made an agreement with which both sides
were satisfied.

ER (Virtual cognitions - Self-motivational statements): Again, all in all T
could say: XXX (Users'name), [You are a good negotiator].
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ER: MR, T, AR BOA B R b ] BB AR IR AR TAF, EAARR R
A BEZR IR T AN ?

Pl

EE: A, AR AN, MRS HEFAHE L], WA RO HGB A R AR BRI
FM2E T RALFTLF PPN AR . SR — B0, RIERIR/NIEHR, Mt ™ )y
HAEPP AR, AR AT A A

Virtual cognitions: ¥ AR 731, X NRFEWRE MIZ A B i — N E RS,
EXT AT AR AR &« FRNIZIE 1L Kath R ATEEA ok, Lkl niE b m] LA o
S YR AT A AR T 1

ER: M8, Kath, ¥#&KZH, {RATCMZITERE ., ARG, ZADRIERT HA ML 1H .
BURFARAT, SURIIE, KRAETHA?

EE: WA AR ESIEES X RIIT NS E, XA R 25
ER: Z#il......

EE: PRATBES YNV 3R T LARE S, R Ak ok, w2 Hsz—Jraadk
WE X AN, PR E —EEMs ) T, AR TAEMEERERE, 1k kA
Bo M VIV, BAERS, MAADRE TAEBTRARZEET, K
NESE, TREE AP TR, SO TACIEEREER, mHERY EAE22
B R, X RABINE 5T

ER: XWritt KR&SibARIRZFT i, IRABA AR LA I IX g2
EE: J¥% A .
ER: Zil.......

EE: HSARERAEAMBIR, Falidlr 2R Ezh#k A, AdaRik, a2 RA
K%, BEAPMEEETTEATT.

ER: 41, IR T o ARG H AR R e RIUE 2 2B

EE: WEANEFAFERXNPAER T, FARFEHLIA T,
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Virtual cognitions: A 2K Kath 8 St H AT A0 LAET BB AN RS, TRV 1% B AA Tt it 7 Jek

5, W TERM T e AN 2 R SR A R R, B Bz L dl B A R SE AR 2 7
ME, MRS Z IR ATTRER . X ANFTEURER, MEEA N, FAEFE X —

s AT

ER: FRARIRAEFRMORAGMEAL, 1EFRAT— AR ARAG WL vl AT AL FE 5 . ARPEIRI &
[E, PN RS BIPRAE AN TR, AR RS 5 B H 38 2 1E 20 B T &) H Sl m/ mi
H R e A2k 22 TAE, HzxX IR RE0NER, KNSR AT B R AR TAE
AIAZ FE . DRI R i T, 7 BR P HR 3 28 R L S AN BE ST 2 AR U 1) At v A/ B T i 7
I 7

EE: Mk! AN, FREKABRIXLL, FRAVRE MR, & E L B!

ER: Kath, V%% %, FRASFMR! 1HIRA 14k AB AR oA HiAth 77 22 v UAR ez A o) fi,
PRIAAE A e 2 Hofth A =] 3B 2905 2 S RN IX A 2 35 EEAE KT I a] N B B 2

EE: JE&H, XMETFRE SRR TR, FRERAM L RTF BT, mHk
I3RS T B B AR b TR

ER: 14?2 #RWr 7 HE? IR A anfr? BARRAE THA?

EE: Uhim4eid ShRIS # BEFC a4 1, ZEM LSt e E A, fha HEER TR, oEE
B E ey N

ER: AT Az AAR?

EE: FANH, BEAUMEDBLER FARIE 2 ANH, BERKESEA N B, A4,
THREFRBR L KRB ESTHRSERS, EIAERESRRMT .

ER: FAEA Hoth N AEH AR FEI R g 2

EE: B, RRXBAEHRBEZ T, NIMAIBEFELE KT, ATREFTE FHE LA
Keft, FBAFHFHEMAT BEERIE NEA RN 52 TE, SLfEdEwIEw 5, —H
HANFSEESFR, REZFRINER TIERN, SBRIERLESE.

Virtual cognitions: IRUCEE T KE X T Kath TAE LIRS B, FFHIZH T K9
FEF 35 R R DL K il 358 £ IAE B HR K v E JR A



E.2 THE TEXT OF NEGOTIATION TRAINING SESSION THREE (CHINESE) 171

XXX (Z5FW4) , RELFRRN BRI AR I7].

BUERFRHEN S =Fr B AR B, XA BB, W BOR Ui ) — St 2
PR R AT REZ AT )7 R4 Kath 2E#%.

ER: SEM LAERI ARG ZAL B K S E, HE R

ER: ZAR IRSEAMRIN LRI, SAJ5 A2tk — RIS A — IR T, fRsn
{2

EE: AN, BB ELEHDLEXAMT .
ER: ...

EE: WARA KB, PIRAT, WEFRKENER, WI50rs) 73 EFMS — A FEHE
R, RBIFRAIIE, B ERUWEIRAR, RERGITE, mHARF L EE, el
CAREEFA R L BAAEAT S Wy 2L SR B gURMEL, (HEZ 0. H—H
ATAE, NMEF TIRZ, RARABERAIMSNIOR, TEERAENARE, H
JFORAEABIR ., 3RFEIR A MR IR T

ER: XM KA SEAREAE, IR ANBE MR A el AL, B2 AN I B AR A b =) S 2 A2
—Fo ARBUE, FATEAR S IRIERA P AREARF XA ? ARS5E Tk 1L
&, R BRI R b TAE

EE: WX H? Rt AR —NMFER, REQLAEDEN ML Earl T 5 4,
Z AR H 4L RE RS — VI MR, 1 HLIEASREHRRR B AT i = 18 B A ELAE
—HERISLTAE I o

EE: WIEARAFCLSF T, AERMNEITHEL TIE F#d 3 4, WS T RZ I

H, BHIAFEES TRZAIH, RAGIREEAE SHEIETHIR . ERIER b7
FRGEEEABIRK. REFRIVER TAEBAA — 2002, SRS T,
REBIHEBARERE LR .
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ER: UFi, TR T, BSCURAE LN m BRI B VAL T AR AR, BAE IR IE 23k
AR R ERITS 7 L. EALIRE SIS 7 FEMAL B T a0 ? — BE i,
PRECVE L AT LA 21 5 B 58 A R R ER AL

EE: S JFHA? Al fiE?

ER: PI/NH AT LRSI C a4, Frilii RO S~ — 4w, [H5%
EBEye RIBOCH T R ETHE W N A SIS WRIRIEE, BATBLER
e YIIE

EE: FH—MH? KNG EAF S,

Virtual cognitions: AR IEEARZE — AN TAER AL, WRIEX ML IRAEZ Kath, AR
HANG Kath —28ig A TARAMINNR &, X RA) 2 3000 Bk £ TERZCH#HSE—1
R, BT CURIHATE —/N 03 T8 Kath TAEMSCHIARHR. X4 &, 3000 BRI %
FEL AR B AT S 6000 BRI ITSCEE/, AT LA Kath JEA B S EC S TAE,

ER: 471G, ARIAEECINIINEMNIAE — DI G, SRS RT LI TR, &
TR DIEIR IR £ S A ST Ak I, RSN a5 i
H, Briodpss, WEEESIREEA - FREE.

EE: Wil RAE:, FBHEROSER, ALRAMERMNIZIEREAD T . HEIAIGER, L
REWIEAERE G B, WA BER AL BT b 255 i 05 TAE .

ER: 70, FRALIIAR. BUZELLARHE T AEMORAE, BRI K T
ff, FIRBRBULT, BATHIRSCIIRA RS, Sl e RE T, KA Lk
TR AT IR, ERAT?

E: A, RAERAT, KSR KARAFINLL, (BT SLRAEE BA (4F T
ff. SHRESTR AR ETAE T, TR R AT, BT RE AL R
BUAHEARAT% 2 T Lo M TR, BRATER T B AFERT 2, RCREIT DL
AT IR T o BB R R T, 5340, A MR,
AR 2R A T AR A HTIRLIE?

ER: M, RZAIRs) 7, TR 28 ARSI HRETMH AT G,
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EE: JATEEWIRNTTIFL4E T, FMEIRFIERBBE MK, 1 H AR o 3K
[, X2 AERA TR T RIRIONL —, o A RERA HBETHRIAL e ?

Virtual cognitions: “H¥ ANFHFTF” , WNAZLE R A IR L AIX AP B B 0%, Mk
A AT FA N A R WL i 22 A7 o f N AT AR SR, (B S22 R U], JmT DA B A
Kol Kath, HHARFFRIFHICR, (H—H PGV T, PRl 20 6 44 FA S 45 A% ]
i, T R R A R A 1 i EOR i

ER: Kath, FATCLRLZENMA T, HAEQF BRATWREF S, HHH LA 2 i Ho
R R FAE, EIRFEN RN A RIA R 27 AR5 AR 1 T

FZ, BRI SKRIEIE NARA LR Bt LRI SRS IMEIRS A8, e R Bl
SR on ) — TAHHEAT B 2T R I S

Virtual cognitions: 7EA F] Kath AMUEANEE /7 AR TR, @ — AR+ A IR0E
YU IR T BRI —DNTHIRAINL 2, B KR 75 B2 40 b 52 it B8 v 1) 7 N A+
Bo AN, AR E IR KBS — N AKHIAERX AN RS . BT RS AR
PR, FHRER|K 2 Kath T REIE IH R AATSNMTRY, 450 — N FHRNL 2 9F HAg dhid 4
WIRIHZ — LA R, Kath BUEGRERNZ 5 T R ETHI A SIS, A2
Fealii s, ERCPIe R Bz, Nzl —a, FH—T.

ER: FRALBRATS F BT ok, SR = A A X ORI TR 1, (KD
GAEAT TAE S T, ARG A TR TS0 RS, (Ek, R
B CILEERIHIILYS, BRI HRE N HT A TSR 5, B R
R E TR, £ T FRIEIIR, BT ARSI, RiETU%
IR A

E: WO BLEATAL, RFIOBIHR, AA R NI FEEA RS, REARN K
AR IS, A0 R AR 2

ER: TERIZEZAET, SHMBHIEEML, A7 N EBIMFEIE N EAE S eI Bk
TN, B A AR T A AT FE Nk, AR gl
NS A E . R ARAEE, RO AFIRAT L HE— k&1, ARAT LA G 27 B,
v i) ) R, S > .
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EE: WrdtoRAE:, iR, Ak . —NH, SRS EINARAE.....

ER: Kath, ZEAFATIXFE, TR HE, WRIREERATEMRIRFLIIHE, &
A AAE S T AT AN R — 2B, R AT A T o 38 25 M s R th m] A
X B (A O e 2, ARSEA U 2

EE: XHrd kA .

ER: 4FHY, AR BB AKX T
TEH

VLAEREE R AE N m) TAF, R R

pai

Virtual cognitions: R4, FEARIEM—F T, EILFEIREN B, K Kath $24t 7R AT RE
ZINATH SR, FIHUHIEH THREBRT R, ®&RIE T e & X057 Rl 177
£

XXX (Z5FW4) , IREMEFERIERAE]

BIRA BTG — BB T iR, 1831k Kath BIR AT EAI8 B — 2l

ER: Zf), FAEBATBEREAL, 7 RAAELAMEE R, IREETHANTERILIRE
HREER—T?

EE: 17! FATEOAR], FEARK—ADH RS EHET R LAE, MR ZH&Sn
FoRE T, FRRIE SR EHEEE . T H RIS H NIRRT 5E
TAE, FRBIE], BT LIRSS 2] — LR 0.

ER: &M, LI 55 i PRAE Rk H TR 5E e B A, 15 Bk e IRk BT
PR 25 AR A MBI o

EE: 7Ry, T, 5 TAE, FEHEE, S mit.
ER: #PEZE T ?
EE: =2/, JEFIEE.

ER: AR mMAEATHL A N RAMREF S I 7300, JF HBRATT 255 kB T dr % IR
IERBATA A T BRI R, PR BIREERE ToR4REE TR,
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EE: MUK !

ER: AN, UL, Kath.

EE: FFI.!

Virtual cognitions: XM 1! IX R IRAIIRA], &8s R EB T 015 E
%,

XXX (Z5F04) , REEKRHE].

X%, AR IH R AR RS 7RI IIA FEER B, AN A% JLRERER; Wi
TR AR

BEAh, BRI R IR A IR E T R AT %, I HAERKIE R, K
FHIL SRS RAEB R R —— b, AR T AR R H AT DL 2 ik )
T3 M e B 7 %

SR, ERXUGRAT, Batia M 72 IMEn M EER T, CAERATRA
S, WANLURSR, MHEEAAEN . BTN, B Kath 457 1 2% 1
BE AR, JEHIINRAE S H A S . AN — B AR i
FARIHUEFF N, ASECYAT Kath FASSEAFHUlE 2. Fedk, FATROTHE] 7 H/F&
TR HITT 5, SEL T 3R, BT B

BIBUX IR A, XXX (Z25FEL) , RENMEFRIRAE].
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178 QUESTIONNAIRE ITEMS FOR UTILITY

Table F.1: Questionnaire items for utility

Questionnaire and dimension Item
Utility = ques- Satisfaction of Q1 I like practicing in this way.
tionnaire
the  training Q2 I find such practice enjoyable.
process
Q3 Little additional effort is needed
to practice in this way.
Effectiveness in Q1 This method motivates me to
improving practice.
negotiation per- Q2 It is an efficient way to practice
formance my negotiation skills.
Q3 It helps me to get used to negoti-
ating with others.
Q4 It helps me to become less ner-
VOus.

The utility questionnaire was adapted from the one used in a study by Kang [117].
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The negotiation attitude scale

Below are some statements expressing various beliefs about the confidence as a

negotiator.

1. Read all the statements carefully before making any marks, then put a double

check mark (V) in front of the one statement which is most acceptable to you.

2. Place a single check (V) in front of any other statement or statements which

are also acceptable.

3. Now indicate the one statement which is most objectionable to you by putting

a double x (xx) in front of that statement.

4. Place a single x (X) in front of any other statement or statements which are

also objectionable.

5. Please do not mark every statement as acceptable or unacceptable; that is,
some of the positions can be neither accepted nor rejected (and so be marked as

a Zero)
FiE NFRREAE R A 4TI3R . Everyone can beat me in a negotiation.
X TFRABREBIEMMN FF. 1 don't know how to start a negotiation.
XA S s %K. 1 feel a little bit nervous about negotiating.
HARANTEKFHKRKZE. 1 am an average negotiator.

AT RAE R A R R B LB & . I'm fairly satisfied with my performance

in the negotiation.
HARANHAR%RAZE . 1am an excellent negotiator.

WAL RH R NS, No one can beat me in a negotiation.
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An example of a filled-out questionnaire

XX A NESRETE R A H 4TI FE. Everyone can beat me in a negotiation.
X SHFRAEREEITEMN T F. 1 don't know how to start a negotiation.

N RIS %K. T feel a little bit nervous about negotiating.

VW RREATEKTkA % . 1am an average negotiator.

0 BHEAEFRAPHFRD LA Z. I'm fairly satisfied with my performance in

the negotiation.
0 WEANHEMIRAZ. 1am an excellent negotiator.

X IAERHAIT M TS, No one can beat me in a negotiation.

Explanation for the result of this example

If the participant filled in the questionnaire as above, the items that marked as a
zero, i.e., “TAFRARAI TR I EGH & . I'm fairly satisfied with my
performance in the negotiation.” and “F &/ H iR F# . 1 am an excellent
negotiator.” were the participants’ latitude of non-commitment. Next, the item with
higher negotiation attitude scale score, i.e., “Fe/& 4 H %A # . 1 am an excellent
negotiator.”, which matched the interval “6”, was chosen as targeted motivational
interval level. Therefore, the statements from this interval, such as “F &4V H%

## . 1 am a professional negotiator.”, were selected for the subsequent training.
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The following text was given to participants in the informed condi-
tion of the study that validated the video test.

First of all, a successful negotiation usually consists of four major stages.
They are: private preparation, joint exploration, bidding, and closing.

In the first stage of negotiation, private preparation, you should do some
preparation work for the upcoming negotiation, such as gathering relevant
information about the meeting and the other party, figuring out your own
thoughts and desires.

What is more, you need to create a BATNA before entering any negotiation.
BATNA stands for a best alternative to a negotiated agreement. It is the most
advantageous alternative course of action people can take if negotiations fail.
In the second stage, joint exploration, you should share information with the
other party, learn more about them, what they want and more importantly
why they want it. You should not simply focus on the issues but try to find
the underlying reason and value behind them.

Something that you should keep in mind is that, a good atmosphere or
relaxed climate is quite important for a negotiation. You should try to create
a positive climate for the negotiation and make the other party feel free and
relaxed in the negotiation.

In the third stage, bidding, you should develop multiple options for the
other party to choose from. Do not only insist on one proposal.

Moreover, you should keep the BATNA in mind all the time and compare
each new proposal with your BATNA. If the proposal is worse than your
BATNA, you should reject it.

In the last stage, closing, a clear closure of the negotiation is needed.
The agreement should be formalized in a way that makes it totally clear for
everyone what the agreement is. For example, you could ask the other party
to clearly repeat the agreement you have worked out.

Remember: During a negotiation, you should go through the four negotia-
tion stages one by one instead of starting the bidding immediately.

Additionally, during a negotiation, you should separate the person from
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the problem. The maxim is be soft on the people, hard on the problems.
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FREQUENCY OF THE TARGETED INTERVAL FOR SELF-MOTIVATIONAL STATEMENTS USED IN THE THREE
188 NEGOTIATION TRAINING SESSIONS

Table I.1: Frequency of the targeted interval for self-motivational statements used in the
three negotiation training sessions

Frequency of the targeted interval

Interval Example statement Training Training Training

Session 1 Session 2 Session 3

1 P NERREAE B AT IR

Everyone can beat me in a
negotiation.

2 XFFARFIBIE BT T Fo

I don't know how to start a 0 0 0
negotiation.

3 TR I AT UK K

I feel a little bit nervous about 0 0 0
negotiating.

4 AT IR I
[ am an average negotiator.
5 O FALGA - R BL HLBE

I'm fairly satisfied with my
performance in the negotiation.

6 I AR A
I am an excellent negotiator.
7 AR A TSt

No one can beat me in a 13 11 16
negotiation.

19 19 20

Note, interval level 1-3 were never selected to ensure a minimal level of self-efficacy
enhancement.
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The text of the adaptive condition for spider (Chinese)

2 BHRAG £ I R, SR, R X0 (BEEER) R,
LR T

IR LSRR P, AT IR T HL AT 7 D i T e 1 Pk
VRBHER, AJEARALNIIZ: H A

SRR 22 2 B0 A BRI AR, SCSBMEREA 10 K2 MO e AR
K.

4 RPUR T HATHIR, SIS B

FE TR T HOT D, AR 2 (AT R B

R, R R AT, BT R R 7%
AR SR S

AR SR 4 -+ B T - 5 2 B A A P

(GILEBOR— ELT A R SV MR, {5 SRR T

(GILELCRERT Z MU, B IRE R, XY COB AR I, S 2 K 59
o

FUE GO REIT AR P R 0TS, IR (RRLAH K

WA ASaR? IR IRIER A, R IR, TSEie i A F 3
URIEAR 26 1 PR S EL, TSGR, T, IARER AR

IR 3 FORAT OB TS B, R A KR T 1, 2T

IRBLE TEBAK P, {1 DI AEBEAF IO, R, IRAE AT 10,
SRR IR, MEIT, B TR, R R IR AT 8
AL EEAL (R

I ATIE PORAETR, H LA SOORTF R, JS IR, T LA
T, HEBAUEIR RN, EER L

— AR AR TR R TTE A, ¢ 2 R DI LS A

ISR LR R A, T AR R R LA, R R 3]
&, RITE ML
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BIERXFEERRAEM, BRFR, N H T EWMRA e ERE IR IR, &R
B E PR RAFHE S LT T

T L B ARG AE XA S MRS, B — RS2, MR R—
Sk |

BN, BATAKRA T Y, ARRBUERZRE— BRI AR, AR !
BIERXFEE—2, R ALBERGRE SRS, MERR, —o3K, WIBREE, ME
Ho!

FEARE! ARBERRRRSCE s T —F, BARRIIERERWY, (HIRIEE
%1, R—THELLE, IRIEAFHIH!

BARIUIE XA MO A ik, B AEAE, HStk s S, Rt —mhkse, e
o2 ELAR A A SR I AR % !

TR A R RV R B R, B S ? A AR T, B, il ! A A
PREAL DT JE 1 53 BEOR TR R 3% L i |

Wi, WM, #i— RBskE T, ARSIk, el 2E T !

BRI SLRE A AT A2 IRENIEN, WIBRIR DX N, AWk —T, B LER
fih, 31X —URARTT LAA ] 1 !

REN] BMIRE A, BN SEENM, AHARK—TFR? X5 Nk, RA2ENE
i

PEA MFMRIER, Adxaw Uk, MEAC, WREERTERE, #idEE T
ik, A !

REOE IR FFAHE, HARMEIbEE, HttR—MERMEEDS . BIFATE WS — B H =4
SEIICT
RNE—BHEATEWRE T, LGS FRHF ! URATLAE B bt Ty, AR
i !

TEANZR Ak By LRI | G SRR AT MR (1 AEAE DR IE I R2,  58 AN — BRI
fibo

PTE— BT EWIRE T, RATLAER RN, IR AL B D BRI AR o
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BENAEIL! JROLRTERBRFE, FSCRnE—ERIIEE. QORI IR Bk
£, PRICRERAN BAE R AL, SRR 2 e ik 13 E R A,

WHVER b R R, RIMEARBUAE AR IR, (H R Sl — Fhit b |
KEA — R AL, e — S EHRIEY, BABUERREFEW, HEAARAST

, —rRAZMAEERYR. HEAC, R FEBEEES !

BEBIRIERCE T AT, HE B A AZGIEXFEZE AL, fRAE
PRIC S R ELTH AL -

P SR LB EIR A ST, AR A KRS, S, RANEIR A CReAbEE
fgs!

FTEA IR, 55— RNBOXFRE PR R LY, ERHER, Hd— RS 17, JFARET
RE AR, AHFEM!

FAMHES, Feid 25 TR BOA R A8 SRR AR !

MEBED, Bkl a2 R, — BRI RE IR, S0 Ha IRt A R
A

e DRBIEIX % A E M, Al — BRI AR, S0k 5B, WilE
& MR, AR

AR — AR A ? — BRI FEHEREAE M AE A, I, REEMEI !
BEL AKX NEARER AR, A ERILE, ARG R, AR
B4R AA i AR 9 AR R Hh R B EL !

KEA AR, —IFIaA S ENMEFAZEMRIES, BiEk, BFElikEE.
R ARME] T TN BRI, URRBUSIRGE L IR, TR

LR 5 8N, IRERIUSIRBEG Ise il 1 A ik, AN REARAR IR, E i 40
URR AR % !

ORI, T — IR H 2 BB ROk, XXX (S 5#F4) , PR
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The text of the adaptive condition for spider (English)

A spider will show up in this room in a few seconds, you will start to face with
it. XXX (Name of the participant), don’t worry, you definitely can handle
that.

Spiders are actual quite useful, they eat many pest insects, for example
mosquitoes that can bite you, so maybe it’s kind of good to have them around,
human is not their target.

Spiders usually will not attempt to bite unless accidentally trapped. Even
when they accidentally bite, most spider cannot bite through human skin.
It’s really not necessary to feel worried when noticing there is a spider in the
room.

Just keep your mind open during the exposure to the spider, it will be quite
helpful.

Let’s do it. It will be a good start. Facing your fear is the best way to get rid
of your scare.

Yeah, there it is. It’s a big spider.

It’s fine. .. You are definitely able to continue looking at it like now.

It might be challenging to keep looking at the spider like what you are doing
now, but you can handle it.

Now you are looking at the spider, it is normal to feel anxious. It takes a lot
of courage to face your fear!

Although you might feel a little bit anxious when looking at it like this, it’s
quite normal, you can stand it.

Where is the real danger? You see, you are looking at it but nothing bad
happened right? It’s not necessary to be afraid.

To some extent, this spider you are looking at seems ugly, but it’s ok, you
can face it.

The way the spider in front of you move is a little bit disgusting, but it’s fine.
You can handle it.

Now you are looking at the spider, everything is fine, right? You know you
can handle this.
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Instead of worrying and avoiding looking at the spider like what you are doing
now, you could try to face it.

Avoiding looking at the spider like now while it is there takes a lot of effort,
too. And it will not get easier like this. Facing your fears is an investment.
Once giving a try to not to avoid looking at the spider like now, you would
find it’s not difficult.

The spider cannot hurt you. If now you can give a try to look at it, you can
also see where it is and what it is doing.

It’s fine to choose not to look at the spider immediately, however, looking at
the spider can help you to overcome your fear. Gather your courage again
when you are ready!

Come on, it’s not necessary to keep avoiding looking at the spider, it’s not as
difficult as you think to glance at the spider. Only a spider.

Relax, it’s not a big deal. It’s definitely not necessary to avoid looking at the
spider like now. You can do that.

Do not look at the spider like now is fine, calm down for a while first, mean-
while try to gather your courage, try later. You are brave. Believe in yourself.
Good job! Although you are not looking at the spider, however, you are trying
now, keep on trying to look at the spider, you are able to handle this.
Avoid watching the spider like now is not helping, it is avoidance. Take a
chance to look at the spider is a cleverer way.

The spider might stare at you or not, but so what? It is not a big deal. Do
not avoid anymore, go for it! You are strong enough to handle that.

Listen, it’s fine, just a spider. You can handle this. Start to look at it.
What do you have to lose? You know that, spiders rarely bite humans. It’s
worth a try. Turn to look at the spider. This time you can do it!

The more you look at the spider, the less scary it will become. Why not give
it a try? Look back at the spider. You will not regret it.

It’s fine to feel a little bit fear but it can be overcome. Trust yourself. You
are brave than you believe. Turn to look at the spider. Just do it.

Being able to keep calm and do your own things naturally is also a big step.
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Stop looking out for the spider all the time!

Do not keep an eye on the spider all the time, look away from it! Just do
what you want to do.

Turn your gaze away! It’s definitely ok if you do not feel the presence of a
spider affect you a lot.

Change what you are looking! You are free to look anywhere you want. The
presence of the spider does not need to bother you.

Look at something else! You know the spider is there but observing it all the
time is not necessary. Sometimes doing other things naturally when you know
it’s present means you definitely can handle it.

The first steps are the most difficult and you are doing good.

Instead of worrying and avoiding looking at the spider, you could try to face
it.

It’s definitely not necessary to worry too much about the spider.

Once giving a try to not to avoid looking at the spider, you would find it’s
not difficult.

You're doing great. Use this time to relax a bit and then try to look at the
spider again.

It’s fine to feel a little bit fear when knowing there is a spider, but it can be
overcome. Trust yourself. You are brave than you believe.

Avoid looking at the spider while it is there takes a lot of effort too. And it
will not get easier like this. Facing your fears is an investment.

Normally the spider cannot hurt you. If you look at it, you can also see where
it is and what it is doing.

Looking at the spider will help you to overcome your fear. Gather your
courage again when you are ready! You might not enjoy watching the spiders,
but it will be fine to face it.

Come on, it’s not as difficult as you think to glance at the spider. Only a
spider.

Yes, you did it! You performed quite well when facing a spider. Wow!... Nice!

In the past few minutes, you were brave, you went through the whole exposure.



196 EXAMPLE SCRIPTS OF VIRTUAL COGNITIONS FOR VIRTUAL REALITY SPIDER EXPOSURE

You did a great job to watch the spider!
It’s a really meaningful attempt. XXX (Name of the participant), you are
definitely able to deal effectively with spiders next time. Bravo!!!
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Table K.1: Questionnaire items for sense of ownership and plausibility
Questionnaire  Item
Sense of owner- Q1 I feel T have a strong bond with the voice I heard
ship during the exposure.
Q2 I felt that the voice I heard during the exposure
is part of mine.
Q3 I feel totally comfortable with the voice heard
during the exposure.
Q4 I feel the voice heard during the exposure is "My'

thought.
Q5 I felt a strong linkage between me and the voice
I heard during the exposure.
Plausibility Q1 The extent to which, the voices you heard during

the exposure were responding naturally and ap-
propriately to your exploratory behavior in the
virtual environment?

Q2 The extent to which, the voices you heard during
the exposure are credible in relation to what
you would have thought in a similar real-life
situation?

Q3 The extent to which, the voices you heard during
the exposure are specifically and personally relate
to you?

Note, the sense of ownership questionnaire was inspired by several
questionnaires [218,219]. The plausibility questionnaire was an
adaptation from the one used by Millevill-Pennel and Charron [217].




Bibliography

1]

M. R. Mehl and J. W. Pennebaker, “The sounds of social life: A
psychometric analysis of students’ daily social environments and natural
conversations.” Journal of personality and social psychology, vol. 84,
no. 4, p. 857, 2003.

M. M. McClelland, F. J. Morrison, and D. L. Holmes, “Children at risk
for early academic problems: The role of learning-related social skills,”
FEarly childhood research quarterly, vol. 15, no. 3, pp. 307-329, 2000.

G. R. Ferris, L. A. Witt, and W. A. Hochwarter, “Interaction of social
skill and general mental ability on job performance and salary.” Journal
of Applied Psychology, vol. 86, no. 6, p. 1075, 2001.

P. R. Center, “The state of american jobs,” https://www.
pewsocialtrends.org/2016/10/06/the-state-of-american-jobs/.

R. Fisher, W. L. Ury, and B. Patton, Getting to yes: Negotiating

agreement without giving in. Penguin, 2011.

K. V. Hindriks and C. M. Jonker, “Creating human-machine synergy
in negotiation support systems: Towards the pocket negotiator,” in
Proceedings of the 1st International Working Conference on Human
Factors and Computational Models in Negotiation. ACM, 2008, pp.
47-54.

199



200

BIBLIOGRAPHY

7]

8]

[10]

[11]

[12]

[13]

[14]

[15]

D. Economics, “The value of soft skills to the uk economy,” 2015.

R. de Graaf, M. Ten Have, C. van Gool, and S. van Dorsselaer, “Preva-
lence of mental disorders and trends from 1996 to 2009. results from
the netherlands mental health survey and incidence study-2,” Social
psychiatry and psychiatric epidemiology, vol. 47, no. 2, pp. 203-213,
2012.

R. C. Kessler, P. Berglund, O. Demler, R. Jin, K. R. Merikangas,
and E. E. Walters, “Lifetime prevalence and age-of-onset distributions
of dsm-iv disorders in the national comorbidity survey replication,”
Archives of general psychiatry, vol. 62, no. 6, pp. 593-602, 2005.

C. Gallo, Talk like TED: the 9 public-speaking secrets of the world’s top
minds. St. Martin’s Press, 2014.

R. Fisher and D. Shapiro, Beyond reason: Using emotions as you
negotiate. Penguin, 2005.

R. C. Bordone, “Teaching interpersonal skills for negotiation and for
life,” Negotiation journal, vol. 16, no. 4, pp. 377-385, 2000.

H. M. Rose, A. S. Rancer, and K. C. Crannell, “The impact of basic
courses in oral interpretation and public speaking on communication

apprehension,” Communication Reports, vol. 6, no. 1, pp. 54—60, 1993.

L. Fallowfield, V. Jenkins, V. Farewell, and 1. Solis-Trapala, “Enduring
impact of communication skills training: results of a 12-month follow-up,”
British journal of cancer, vol. 89, no. 8, p. 1445, 2003.

H. Tanaka, S. Sakriani, G. Neubig, T. Toda, H. Negoro, H. Iwasaka, and
S. Nakamura, “Teaching social communication skills through human-

agent interaction,” ACM Transactions on Interactive Intelligent Systems
(TiiS), vol. 6, no. 2, p. 18, 2016.



BIBLIOGRAPHY 201

[16]

[17]

[18]

[19]

[20]

[21]

22]

M. E. Hoque, M. Courgeon, J.-C. Martin, B. Mutlu, and R. W. Pi-
card, “Mach: My automated conversation coach,” in Proceedings of the

2018 ACM international joint conference on Pervasive and ubiquitous
computing. ACM, 2013, pp. 697-706.

S. Stupar-Rutenfrans, L. E. Ketelaars, and M. S. van Gisbergen, “Beat
the fear of public speaking: Mobile 360 video virtual reality exposure
training in home environment reduces public speaking anxiety,” Cy-
berpsychology, Behavior, and Social Networking, vol. 20, no. 10, pp.
624-633, 2017.

I. Damian, T. Baur, B. Lugrin, P. Gebhard, G. Mehlmann, and E. André,
“Games are better than books: In-situ comparison of an interactive job
interview game with conventional training,” in International Conference

on Artificial Intelligence in Education. Springer, 2015, pp. 84-94.

J. Broekens, M. Harbers, W.-P. Brinkman, C. M. Jonker, K. Van den
Bosch, and J.-J. Meyer, “Virtual reality negotiation training increases
negotiation knowledge and skill,” in International Conference on Intel-
ligent Virtual Agents. Springer, 2012, pp. 218-230.

M. Core, D. Traum, H. C. Lane, W. Swartout, J. Gratch, M. Van Lent,
and S. Marsella, “Teaching negotiation skills through practice and

reflection with virtual humans,” Simulation, vol. 82, no. 11, pp. 685-701,
2006.

J. Connolly, “Social self-efficacy in adolescence: Relations with self-
concept, social adjustment, and mental health.” Canadian Journal of

Behavioural Science/Revue canadienne des sciences du comportement,
vol. 21, no. 3, p. 258, 1989.

H. Margolis and P. P. McCabe, “Improving self-efficacy and motivation:
What to do, what to say,” Intervention in school and clinic, vol. 41,
no. 4, pp. 218-227, 2006.



202

BIBLIOGRAPHY

23]

[24]

[25]

[26]

[27]

28]

[29]

[30]

31]

A. Bandura, “Cultivate self-efficacy for personal and organizational

effectiveness,” Handbook of principles of organization behavior, vol. 2,
pp. 0011-21, 2000.

A. Bandura and N. E. Adams, “Analysis of self-efficacy theory of behav-
ioral change,” Cognitive therapy and research, vol. 1, no. 4, pp. 287310,
1977.

A. Bandura, “Self-efficacy,” The Corsini encyclopedia of psychology, pp.
1-3, 2010.

B. Alderson-Day and C. Fernyhough, “Inner speech: development,
cognitive functions, phenomenology, and neurobiology.” Psychological
bulletin, vol. 141, no. 5, p. 931, 2015.

L. Jensen and F. Konradsen, “A review of the use of virtual reality head-

mounted displays in education and training,” Fducation and Information
Technologies, vol. 23, no. 4, pp. 1515-1529, 2018.

L. R. Valmaggia, L. Latif, M. J. Kempton, and M. Rus-Calafell, “Virtual
reality in the psychological treatment for mental health problems: an

systematic review of recent evidence,” Psychiatry research, vol. 236, pp.
189-195, 2016.

M. C. Howard, “A meta-analysis and systematic literature review of
virtual reality rehabilitation programs,” Computers in Human Behavior,
vol. 70, pp. 317-327, 2017.

C. Hendrix and W. Barfield, “The sense of presence within auditory
virtual environments,” Presence: Teleoperators € Virtual Environments,
vol. 5, no. 3, pp. 290-301, 1996.

M. Slater, P. Khanna, J. Mortensen, and I. Yu, “Visual realism enhances
realistic response in an immersive virtual environment,” IEEE computer
graphics and applications, vol. 29, no. 3, pp. 76-84, 2009.



BIBLIOGRAPHY 203

[32]

[33]

[34]

[35]

[36]

[37]

[38]

[39]

[40]

E.-L. Sallnas, K. Rassmus-Grohn, and C. Sjostrom, “Supporting pres-
ence in collaborative environments by haptic force feedback,” ACM

Transactions on Computer-Human Interaction (TOCHI), vol. 7, no. 4,
pp. 461-476, 2000.

M. V. Sanchez-Vives and M. Slater, “From presence to consciousness
through virtual reality,” Nature Reviews Neuroscience, vol. 6, no. 4, p.
332, 2005.

F.D. D. Reed, S. R. Hyman, and J. M. Hirst, “Applications of technology
to teach social skills to children with autism,” Research in Autism
Spectrum Disorders, vol. 5, no. 3, pp. 1003—-1010, 2011.

M. I. Tanveer, E. Lin, and M. E. Hoque, “Rhema: A real-time in-situ
intelligent interface to help people with public speaking,” in Proceedings

of the 20th International Conference on Intelligent User Interfaces.
ACM, 2015, pp. 286-295.

M. J. Smith, E. J. Ginger, K. Wright, M. A. Wright, J. L. Taylor, L. B.
Humm, D. E. Olsen, M. D. Bell, and M. F. Fleming, “Virtual reality job
interview training in adults with autism spectrum disorder,” Journal

of autism and developmental disorders, vol. 44, no. 10, pp. 24502463,
2014.

A. Bandura, Self-efficacy: The exercise of control. Macmillan, 1997.

L. S. Vygotsky, “Thought and language,” Annals of Dyslexia, vol. 14,
no. 1, pp. 97-98, 1964.

R. Filik and E. Barber, “Inner speech during silent reading reflects the
reader’s regional accent,” PloS one, vol. 6, no. 10, p. e25782, 2011.

P. H. Brocklehurst and M. Corley, “Investigating the inner speech

of people who stutter: Evidence for (and against) the covert repair



204

BIBLIOGRAPHY

[41]

[42]

[43]

[44]

[45]

[46]

[47]

hypothesis,” Journal of Communication Disorders, vol. 44, no. 2, pp.
246-260, 2011.

A. Lange, R. Richard, A. Gest, M. De Vries, and L. Lodder, “The effects
of positive self-instruction: A controlled trial,” Cognitive Therapy and
Research, vol. 22, no. 3, pp. 225236, 1998.

V. D. Philpot and J. W. Bamburg, “Rehearsal of positive self-statements
and restructured negative self-statements to increase self-esteem and

decrease depression,” Psychological Reports, vol. 79, no. 1, pp. 83-91,
1996.

A. Hatzigeorgiadis, N. Zourbanos, C. Goltsios, and Y. Theodorakis,
“Investigating the functions of self-talk: The effects of motivational

self-talk on self-efficacy and performance in young tennis players,” The
Sport Psychologist, vol. 22, no. 4, pp. 458471, 2008.

A. Frischen, A. P. Bayliss, and S. P. Tipper, “Gaze cueing of attention:
visual attention, social cognition, and individual differences.” Psycholog-
tcal bulletin, vol. 133, no. 4, p. 694, 2007.

C. D. Wickens, J. G. Hollands, S. Banbury, and R. Parasuraman,
Engineering psychology and human performance. Psychology Press,
2015.

M. B. Stein, J. R. Walker, and D. R. Forde, “Public-speaking fears in a
community sample: Prevalence, impact on functioning, and diagnostic

classification,” Archives of General Psychiatry, vol. 53, no. 2, pp. 169—
174, 1996.

K. Anderson, E. André, T. Baur, S. Bernardini, M. Chollet, E. Chryssafi-
dou, I. Damian, C. Ennis, A. Egges, P. Gebhard et al., “The tardis frame-
work: intelligent virtual agents for social coaching in job interviews,”

in International Conference on Advances in Computer Entertainment
Technology. Springer, 2013, pp. 476-491.



BIBLIOGRAPHY 205

[48]

[49]

[50]

[51]

[52]

[53]

[54]

[55]

J. M. Kim, R. W. Hill Jr, P. J. Durlach, H. C. Lane, E. Forbell,
M. Core, S. Marsella, D. Pynadath, and J. Hart, “Bilat: A game-
based environment for practicing negotiation in a cultural context,”

International Journal of Artificial Intelligence in Education, vol. 19,
no. 3, pp- 289-308, 2009.

D. Carnegie, How to win friends € influence people. Musaicum Books,
2017.

M. L. Silberman, M. Silberman, and F. Hansburg, People smart: De-
veloping your interpersonal intelligence. Berrett-Koehler Publishers,
2000.

R. Bulkeley and D. Cramer, “Social skills training with young adoles-
cents,” Journal of Youth and Adolescence, vol. 19, no. 5, pp. 451-463,
1990.

R. A. Gould, S. Buckminster, M. H. Pollack, M. W. Otto, and L. Y.
Massachusetts, “Cognitive-behavioral and pharmacological treatment
for social phobia: A meta-analysis,” Clinical Psychology: Science and
Practice, vol. 4, no. 4, pp. 291-306, 1997.

J. Gratch, D. DeVault, and G. Lucas, “The benefits of virtual humans

Y

for teaching negotiation,” in International Conference on Intelligent
Virtual Agents. Springer, 2016, pp. 283-294.

G. Robillard, S. Bouchard, S. Dumoulin, T. Guitard, and E. Klinger,
“Using virtual humans to alleviate social anxiety: preliminary report

from a comparative outcome study,” Stud Health Technol Inform, vol.
154, pp. 57-60, 2010.

A. Kopelowicz, R. P. Liberman, and R. Zarate, “Recent advances in
social skills training for schizophrenia,” Schizophrenia bulletin, vol. 32,
no. suppl 1, pp. S12-S23, 2006.



206

BIBLIOGRAPHY

[56]

[57]

[58]

[59]

[60]

[61]

[62]

63]

J. W. Maag, “Social skills training for students with emotional and

behavioral disorders: A review of reviews,” Behavioral Disorders, vol. 32,
no. 1, pp. 4-17, 2006.

C. R. Cook, F. M. Gresham, L. Kern, R. B. Barreras, S. Thornton, and
S. D. Crews, “Social skills training for secondary students with emotional
and /or behavioral disorders: A review and analysis of the meta-analytic

literature,” Journal of Emotional and Behavioral Disorders, vol. 16,
no. 3, pp. 131-144, 2008.

P. A. Rao, D. C. Beidel, and M. J. Murray, “Social skills interventions
for children with asperger’s syndrome or high-functioning autism: A

review and recommendations,” Journal of autism and developmental
disorders, vol. 38, no. 2, pp. 353-361, 2008.

O. Mubin, C. J. Stevens, S. Shahid, A. Al Mahmud, and J.-J. Dong, “A
review of the applicability of robots in education,” Journal of Technology
in Fducation and Learning, vol. 1, no. 209-0015, p. 13, 2013.

L. Freina and M. Ott, “A literature review on immersive virtual reality
in education: state of the art and perspectives,” in The International

Scientific Conference eLearning and Software for Education, vol. 1.
Carol I" National Defence University, 2015, p. 133.

M. C. Howard and M. B. Gutworth, “A meta-analysis of virtual reality
training programs for social skill development,” Computers ¢ Education,
p. 103707, 2019.

S. Parsons and P. Mitchell, “The potential of virtual reality in social
skills training for people with autistic spectrum disorders,” Journal of
intellectual disability research, vol. 46, no. 5, pp. 430-443, 2002.

S. Parsons and S. Cobb, “State-of-the-art of virtual reality technologies
for children on the autism spectrum,” Furopean Journal of Special Needs
FEducation, vol. 26, no. 3, pp. 355-366, 2011.



BIBLIOGRAPHY 207

[64]

[65]

[66]

[67]

[68]

[69]

[70]

S. Ramdoss, W. Machalicek, M. Rispoli, A. Mulloy, R. Lang, and
M. O’Reilly, “Computer-based interventions to improve social and emo-
tional skills in individuals with autism spectrum disorders: A systematic

review,” Developmental neurorehabilitation, vol. 15, no. 2, pp. 119-135,
2012.

M. B. Miles and A. Huberman, “a.(1994). qualitative data analysis: An
expanded sourcebook,” Fvaluation and Program Planning, pp. 88 2322,
1984.

S. G. Little, J. Swangler, and A. Akin-Little, “Defining social skills,” in
Handbook of Social Behavior and Skills in Children. Springer, 2017,
pp. 9-17.

E. Wittenberg-Lyles, J. Goldsmith, B. Ferrell, and M. Burchett, “As-
sessment of an interprofessional online curriculum for palliative care

communication training,” Journal of palliative medicine, vol. 17, no. 4,
pp. 400-406, 2014.

L. F. Gooding, “The effect of a music therapy social skills training
program on improving social competence in children and adolescents
with social skills deficits,” Journal of music therapy, vol. 48, no. 4, pp.
440-462, 2011.

T. Kohler, I. Fischlmayr, T. Lainema, and E. Saarinen, “Bringing
the world into our classrooms: The benefits of engaging students in an
international business simulation,” in Increasing student engagement and
retention using classroom technologies: Classroom response systems and
mediated discourse technologies. Emerald Group Publishing Limited,
2013, pp. 163-198.

J. McGrath, N. Kman, D. Danforth, D. P. Bahner, S. Khandelwal, D. R.
Martin, R. Nagel, N. Verbeck, D. P. Way, and R. Nelson, “Virtual



208

BIBLIOGRAPHY

[71]

[72]

73]

[74]

[75]

[76]

[77]

alternative to the oral examination for emergency medicine residents,”
Western Journal of Emergency Medicine, vol. 16, no. 2, p. 336, 2015.

O. Miglino, A. Di Ferdinando, A. Rega, and B. Benincasa, “Sisine:
Teaching negotiation through a multiplayer online role playing game,”

in The 6th European Conference on E-Learning, Copenhague, Danemark,
2007.

F. M. Gresham, “Social skills training with handicapped children: A
review,” Review of educational research, vol. 51, no. 1, pp. 139-176,
1981.

H. P. Sims Jr and C. C. Manz, “Social learning theory: The role
of modeling in the exercise of leadership,” Journal of Organizational
Behavior Management, vol. 3, no. 4, pp. 5563, 1982.

M. R. Kandalaft, N. Didehbani, D. C. Krawczyk, T. T. Allen, and S. B.
Chapman, “Virtual reality social cognition training for young adults

with high-functioning autism,” Journal of autism and developmental
disorders, vol. 43, no. 1, pp. 34-44, 2013.

N. Didehbani, T. Allen, M. Kandalaft, D. Krawczyk, and S. Chapman,
“Virtual reality social cognition training for children with high func-

tioning autism,” Computers in Human Behavior, vol. 62, pp. 703-711,
2016.

R. P. Sanchez, C. M. Bartel, E. Brown, and M. DeRosier, “The accept-
ability and efficacy of an intelligent social tutoring system,” Computers
& Education, vol. 78, pp. 321-332, 2014.

R. Sanchez, E. Brown, K. Kocher, and M. DeRosier, “Improving chil-
dren’s mental health with a digital social skills development game: a
randomized controlled efficacy trial of adventures aboard the ss grin,”
Games for health journal, vol. 6, no. 1, pp. 19-27, 2017.



BIBLIOGRAPHY 209

78]

[79]

[80]

[81]

[82]

[83]

[84]

[85]

H. Tanaka, S. Sakti, G. Neubig, H. Negoro, H. Iwasaka, and S. Naka-
mura, “Automated social skills training with audiovisual information,”
in 2016 38th Annual International Conference of the IEEE Engineering
in Medicine and Biology Society (EMBC). TEEE, 2016, pp. 2262-2265.

H. Tanaka, H. Negoro, H. Iwasaka, and S. Nakamura, “Embodied
conversational agents for multimodal automated social skills training

in people with autism spectrum disorders,” PloS one, vol. 12, no. 8, p.
e0182151, 2017.

J. A. Cully and A. L. Teten, “A therapist’s guide to brief cognitive
behavioral therapy,” Houston: Department of Veterans Affairs South
Central MIRECC, 2008.

J. Cohen, “Quantitative methods in psychology: A power primer,”
Psychol. Bull., vol. 112, pp. 11551159, 1992.

J. Eng, “Sample size estimation: how many individuals should be
studied?” Radiology, vol. 227, no. 2, pp. 309-313, 2003.

M. R. Ali, D. Crasta, L. Jin, A. Baretto, J. Pachter, R. D. Rogge,
and M. E. Hoque, “Lissa—Ilive interactive social skill assistance,” in

2015 International Conference on Affective Computing and Intelligent
Interaction (ACII). 1EEE, 2015, pp. 173-179.

S. Bouchard, S. Dumoulin, G. Robillard, T. Guitard, E. Klinger, H. For-
get, C. Loranger, and F. X. Roucaut, “Virtual reality compared with in
vivo exposure in the treatment of social anxiety disorder: a three-arm

randomised controlled trial,” The British Journal of Psychiatry, vol.
210, no. 4, pp. 276-283, 2017.

B. Scassellati, L. Boccanfuso, C.-M. Huang, M. Mademtzi, M. Qin,
N. Salomons, P. Ventola, and F. Shic, “Improving social skills in children

with asd using a long-term, in-home social robot,” Science Robotics,
vol. 3, no. 21, p. eaat7544, 2018.



210

BIBLIOGRAPHY

[36]

[87]

[38]

[39]

[90]

[91]

[92]

G. Lorenzo, M. Gémez-Puerta, G. Arraez-Vera, and A. Lorenzo-Lledo,
“Preliminary study of augmented reality as an instrument for improve-

ment of social skills in children with autism spectrum disorder,” Educa-
tion and Information Technologies, vol. 24, no. 1, pp. 181-204, 2019.

C. Amaral, S. Mouga, M. Simoes, H. C. Pereira, I. Bernardino, H. Quen-
tal, R. Playle, R. McNamara, G. Oliveira, and M. Castelo-Branco,
“A feasibility clinical trial to improve social attention in autistic spec-
trum disorder (asd) using a brain computer interface,” Frontiers in

neuroscience, vol. 12, p. 477, 2018.

M. D. Nazligul, M. Yilmaz, A. E. Yilmaz, V. Isler, R. O’Connor,
M. Gozcu, and P. Clarke, “An interactive 3d virtual environment to

reduce the public speaking anxiety levels of novice software engineers,”
IET Control Theory and Applications, 2018.

K. Mykoniatis, A. Angelopoulou, M. D. Proctor, and W. Karwowski,
“Virtual humans for interpersonal and communication skills’ training

in crime investigations,” in International Conference on Virtual, Aug-
mented and Mixed Reality. Springer, 2014, pp. 282-292.

N. Haferkamp, N. C. Kraemer, C. Linehan, and M. Schembri, “Training
disaster communication by means of serious games in virtual environ-

ments,” Entertainment Computing, vol. 2, no. 2, pp. 81-88, 2011.

D. Blanch-Hartigan, S. A. Andrzejewski, and K. M. Hill, “The effective-
ness of training to improve person perception accuracy: a meta-analysis,”
Basic and Applied Social Psychology, vol. 34, no. 6, pp. 483-498, 2012.

L. J. Pfiffner and K. McBurnett, “Social skills training with parent
generalization: Treatment effects for children with attention deficit

disorder.” Journal of Consulting and Clinical Psychology, vol. 65, no. 5,
p. 749, 1997.



BIBLIOGRAPHY 211

193]

[94]

[95]

[96]

[97]

98]

[99]

[100]
[101]

102]

R. F. Baumeister, K. D. Vohs, and D. C. Funder, “Psychology as the
science of self-reports and finger movements: Whatever happened to

actual behavior?” Perspectives on Psychological Science, vol. 2, no. 4,
pp. 396-403, 2007.

K. Dickersin, “The existence of publication bias and risk factors for its
occurrence,” Jama, vol. 263, no. 10, pp. 1385-1389, 1990.

M. Callaham, R. L. Wears, and E. Weber, “Journal prestige, publication
bias, and other characteristics associated with citation of published

studies in peer-reviewed journals,” Jama, vol. 287, no. 21, pp. 2847—
2850, 2002.

C. B. Begg, “Publication bias,” The handbook of research synthesis,
vol. 25, pp. 299-409, 1994.

C. L. Heavey and R. T. Hurlburt, “The phenomena of inner experience,”

Consciousness and cognition, vol. 17, no. 3, pp. 798-810, 2008.
L. S. Vygotskii, Thought and Language. MIT Press, 2012.

A. Morin and B. Hamper, “Self-reflection and the inner voice: activation
of the left inferior frontal gyrus during perceptual and conceptual self-

7

referential thinking,” The open neuroimaging journal, vol. 6, p. 78,

2012.
The principles of psychology, vol. 1, no. 2.

J. Joyce, Ulysses. Editora Companhia das Letras, 2012.

M. Rohde, M. Di Luca, and M. O. Ernst, “The rubber hand illusion:
feeling of ownership and proprioceptive drift do not go hand in hand,”
PloS one, vol. 6, no. 6, p. €21659, 2011.



212

BIBLIOGRAPHY

103]

104]

[105]

106]

107]

[108]

109]

110]

[111]

M. Slater, B. Spanlang, M. V. Sanchez-Vives, and O. Blanke, “First
person experience of body transfer in virtual reality,” PloS one, vol. 5,
no. 5, p. e10564, 2010.

J. B. Watson, “Psychology as the behaviorist views it.” Psychological
review, vol. 20, no. 2, p. 158, 1913.

G. Hickok, J. Houde, and F. Rong, “Sensorimotor integration in speech
processing: computational basis and neural organization,” Neuron,
vol. 69, no. 3, pp. 407-422, 2011.

M. Scott, “Corollary discharge provides the sensory content of inner
speech,” Psychological science, vol. 24, no. 9, pp. 1824-1830, 2013.

T. Holmes, FElectronic and experimental music: technology, music, and
culture. Routledge, 2012.

J. J. May, “Occupational hearing loss,” American journal of industrial
medicine, vol. 37, no. 1, pp. 112-120, 2000.

J. Leff, G. Williams, M. A. Huckvale, M. Arbuthnot, and A. P. Leff,
“Computer-assisted therapy for medication-resistant auditory hallucina-
tions: proof-of-concept study,” The British Journal of Psychiatry, vol.
202, no. 6, pp. 428-433, 2013.

T. K. Craig, M. Rus-Calafell, T. Ward, J. P. Leff, M. Huckvale,
E. Howarth, R. Emsley, and P. A. Garety, “Avatar therapy for au-
ditory verbal hallucinations in people with psychosis: a single-blind,

randomised controlled trial,” The Lancet Psychiatry, vol. 5, no. 1, pp.
31-40, 2018.

M. Greco and G. Murgia, “Improving negotiation skills through an
online business game,” in Proceedings of the European Conference on
Game Based Learning, 2007, pp. 97-104.



BIBLIOGRAPHY 213

[112]

[113]

114]

[115]

[116]

[117]

[118]

[119]

A. Rosenfeld, 1. Zuckerman, E. Segal-Halevi, O. Drein, and S. Kraus,
“Negochat: a chat-based negotiation agent,” in Proceedings of the 2014
international conference on Autonomous agents and multi-agent sys-

tems. International Foundation for Autonomous Agents and Multiagent
Systems, 2014, pp. 525-532.

A. Bandura and E. Locke, “Cultivate self-efficacy for personal and
organizational effectiveness,” Handbook of principles of organization
behavior, vol. 2, pp. 179-200, 2009.

L. Aymerich-Franch, R. F. Kizilcec, and J. N. Bailenson, “The rela-
tionship between virtual self similarity and social anxiety,” Frontiers in

human neuroscience, vol. 8, p. 944, 2014.

B. C. Yip and D. W. Man, “Virtual reality (vr)-based community living
skills training for people with acquired brain injury: A pilot study,”
Brain injury, vol. 23, no. 13-14, pp. 1017-1026, 2009.

J. Fox and J. N. Bailenson, “Virtual self-modeling: The effects of
vicarious reinforcement and identification on exercise behaviors,” Media
Psychology, vol. 12, no. 1, pp. 1-25, 2009.

N. Kang, “Public speaking in virtual reality: Audience design and

speaker experiences,” Thesis, 2016.

B. F. Redmond and A. Rupp, “Self-efficacy and social cognitive theories,”
Retrieved from, 2013.

C. Qu, Y. Ling, I. Heynderickx, and W.-P. Brinkman, “Virtual by-
standers in a language lesson: examining the effect of social evaluation,
vicarious experience, cognitive consistency and praising on students’

beliefs, self-efficacy and anxiety in a virtual reality environment,” PloS
one, vol. 10, no. 4, p. e0125279, 2015.



214 BIBLIOGRAPHY

[120] J. V. Wood, W. Elaine Perunovic, and J. W. Lee, “Positive self-
statements: Power for some, peril for others,” Psychological Science,
vol. 20, no. 7, pp. 860-866, 2009.

[121] M. Sherif and C. I. Hovland, “Social judgment: Assimilation and contrast

effects in communication and attitude change.” 1961.

[122] W. James, The principles of psychology. Read Books Ltd, 2013.

YY)

[123] L. Steels, “Language re-entrance and the’inner voice’,” Journal of Con-
sctousness Studies, vol. 10, no. 4-5, pp. 173—185, 2003.

[124] B. Tomlinson, “The inner voice: A critical factor in 12 learning,” The

Journal of the Imagination in Language Learning and Teaching, VI, pp.
26-33, 2001.

[125] D. Banakou, R. Groten, and M. Slater, “Illusory ownership of a virtual
child body causes overestimation of object sizes and implicit attitude

changes,” Proceedings of the National Academy of Sciences, vol. 110,
no. 31, pp. 12846-12851, 2013.

[126] S. R. McConnell, “Interventions to facilitate social interaction for young
children with autism: Review of available research and recommendations
for educational intervention and future research,” Journal of autism
and developmental disorders, vol. 32, no. 5, pp. 351-372, 2002.

[127] D. Ding, “Self-motivation cognitions: validation data and questionnaires
- datasets,” 2016.

[128] E. Kross, E. Bruehlman-Senecal, J. Park, A. Burson, A. Dougherty,
H. Shablack, R. Bremner, J. Moser, and O. Ayduk, “Self-talk as a

regulatory mechanism: how you do it matters.” Journal of Personality
and Social Psychology, vol. 106, no. 2, p. 304, 2014.

[129] A. Bandura, “Guide for constructing self-efficacy scales,” Self-efficacy
beliefs of adolescents, vol. 5, no. 307-337, 2006.



BIBLIOGRAPHY 215

[130]

[131]

[132]

[133]

[134]

[135]

[136]

[137]

138]

D. Ding, “Negotiation knowledge test: videos, validation data and

scoring forms - datasets,” 2016.

D. Banakou and M. Slater, “Body ownership causes illusory self-
attribution of speaking and influences subsequent real speaking,” Pro-
ceedings of the National Academy of Sciences, vol. 111, no. 49, pp.
1767817683, 2014.

L. Thompson, “The heart and mind of the negotiator,” 2005.

D. Malhotra and M. Bazerman, Negotiation genius: How to overcome
obstacles and achieve brilliant results at the bargaining table and beyond.
Bantam, 2007.

P. J. Durlach, T. G. Wansbury, and J. G. Wilkinson, “Cultural awareness
and negotiation skills training: Evaluation of a prototype semi-immersive
system,” DTIC Document, Tech. Rep., 2008.

R. Lin, Y. Oshrat, and S. Kraus, “Investigating the benefits of automated
negotiations in enhancing people’s negotiation skills,” in Proceedings of
The 8th International Conference on Autonomous Agents and Multiagent

Systems-Volume 1. International Foundation for Autonomous Agents
and Multiagent Systems, 2009, pp. 345-352.

J. Gratch, D. DeVault, G. M. Lucas, and S. Marsella, “Negotiation as a
challenge problem for virtual humans,” in International Conference on
Intelligent Virtual Agents. Springer, 2015, pp. 201-215.

L. R. Novick, “Analogical transfer, problem similarity, and expertise.”
Journal of Experimental Psychology: Learning, memory, and cognition,
vol. 14, no. 3, p. 510, 1988.

B. A. Sullivan, K. M. O’Connor, and E. R. Burris, “Negotiator confi-
dence: The impact of self-efficacy on tactics and outcomes,” Journal of
Ezxperimental Social Psychology, vol. 42, no. 5, pp. 567-581, 2006.



216

BIBLIOGRAPHY

[139]

[140]

[141]

[142]

[143]

144]

[145]

[146]

M. E. Gist, C. K. Stevens, and A. G. Bavetta, “Effects of self-efficacy
and post-training intervention on the acquisition and maintenance of

complex interpersonal skills,” Personnel psychology, vol. 44, no. 4, pp.
837-861, 1991.

C. K. Stevens and M. E. Gist, “Effects of self-efficacy and goal-
orientation training on negotiation skill maintenance: What are the

mechanisms?” Personnel psychology, vol. 50, no. 4, pp. 955-978, 1997.

A. Bandura, W. Freeman, and R. Lightsey, “Self-efficacy: The exercise
of control,” 1999.

L. Fiorella, T. van Gog, V. Hoogerheide, and R. E. Mayer, “It’s all
a matter of perspective: Viewing first-person video modeling exam-

ples promotes learning of an assembly task.” Journal of Educational
Psychology, vol. 109, no. 5, p. 653, 2017.

S. Zygouris, D. Giakoumis, K. Votis, S. Doumpoulakis, K. Ntovas,
S. Segkouli, C. Karagiannidis, D. Tzovaras, and M. Tsolaki, “Can a
virtual reality cognitive training application fulfill a dual role? using
the virtual supermarket cognitive training application as a screening
tool for mild cognitive impairment,” Journal of Alzheimer’s Disease,
vol. 44, no. 4, pp. 1333-1347, 2015.

M. D. Nazligul, M. Yilmaz, U. Gulec, M. A. Gozcu, R. V. O’Connor, and
P. M. Clarke, “Overcoming public speaking anxiety of software engineers
using virtual reality exposure therapy,” in Furopean Conference on

Software Process Improvement. Springer, 2017, pp. 191-202.

E. Soyler, C. Gunaratne, and M. I. Akbasg, “Towards a comprehensive
simulator for public speaking anxiety treatment,” in Advances in Applied
Digital Human Modeling and Simulation. Springer, 2017, pp. 195-205.

F. J. Real, D. DeBlasio, N. J. Ollberding, D. Davis, B. Cruse, D. Mclin-

den, M. D. Klein et al., “Resident perspectives on communication



BIBLIOGRAPHY 217

[147]

[148]

[149]

[150]

[151]

[152]

[153]

[154]

training that utilizes immersive virtual reality,” Education for Health,
vol. 30, no. 3, p. 228, 2017.

J. Garcia, J. Tromp, and H. Seaton, “Effectiveness of virtual reality mock
interview training,” Emerging Technologies for Health and Medicine:
Virtual Reality, Augmented Reality, Artificial Intelligence, Internet of
Things, Robotics, Industry 4.0, pp. 43-50, 2018.

M. J. Smith, J. D. Smith, M. F. Fleming, N. Jordan, E. A. Oulvey,
M. D. Bell, K. T. Mueser, S. R. McGurk, E.-S. Spencer, K. Mailey
et al., “Enhancing individual placement and support (ips)-supported
employment: A type 1 hybrid design randomized controlled trial to
evaluate virtual reality job interview training among adults with severe

mental illness,” Contemporary clinical trials, vol. 77, pp. 8697, 2019.

N. Kang, “Public speaking in virtual reality: Audience design and
speaker experiences,” 2016.

Y. Nissim and E. Weissblueth, “Virtual reality (vr) as a source for self-

efficacy in teacher training.” International Education Studies, vol. 10,
no. 8, pp. 52-59, 2017.

A. Marcus and D. A. Wilder, “A comparison of peer video modeling and
self video modeling to teach textual responses in children with autism,”

Journal of applied behavior analysis, vol. 42, no. 2, pp. 335-341, 2009.

L. Festinger, A theory of cognitive dissonance. Stanford university
press, 1957, vol. 2.

D. DING, M. A. NEERINCX, and W.-P. BRINKMAN, “Simulating
the inner voice: A study of sound parameters,” Annual Review of
Cybertherapy And Telemedicine 2018, p. 166.

D. Ding, “Negotiation performance video tests.” 2016, available from
https://doi.org/10.4121 /uuid:c23e779b-d0c5-412c-ald5-b9cd5fe512d.



218

BIBLIOGRAPHY

[155]

[156]

[157]

[158]

[159]

[160]

[161]

[162]

[163]

D. Ding, F. Burger, W.-P. Brinkman, and M. A. Neerincx, “Virtual

Y

reality negotiation training system with virtual cognitions,” in Inter-
national Conference on Intelligent Virtual Agents. Springer, 2017, pp.

119-128.

H. Limerick, D. Coyle, and J. W. Moore, “The experience of agency
in human-computer interactions: a review,” Frontiers in human neuro-
scrence, vol. 8, p. 643, 2014.

D. J. Mueller, Measuring social attitudes: A handbook for researchers
and practitioners. Teachers College Press New York, 1986.

D. Ding, “Self-motivation cognitions: validation data and question-
naires,” 2016, available from https://doi.org/10.4121 /uuid:elf31cee-
8875-4a06-a519-b16b7dd96086.

C. W. Sherif, M. Sherif, and R. E. Nebergall, Attitude and Attitude
Change: The Social Judgement-Involvement Process. Saunders, 1965.

E. Peer, J. Vosgerau, and A. Acquisti, “Reputation as a sufficient condi-
tion for data quality on amazon mechanical turk,” Behavior research
methods, vol. 46, no. 4, pp. 1023-1031, 2014.

J. R. Curhan, H. A. Elfenbein, and H. Xu, “What do people value when
they negotiate? mapping the domain of subjective value in negotiation.”

Journal of personality and social psychology, vol. 91, no. 3, p. 493, 2006.

H. W. Kohl, S. N. Blair, R. S. PAFFENBARGER Jr, C. A. Macera, and
J. J. Kronenfeld, “A mail survey of physical activity habits as related
to measured physical fitness,” American journal of epidemiology, vol.
127, no. 6, pp. 1228-1239, 1988.

M. Rosenberg, Society and the adolescent self-image. Princeton uni-
versity press, 2015.



BIBLIOGRAPHY 219

[164]

[165]

[166]

167]

[168]

169)

[170]

171]

[172]

[173]

T. Epton, P. R. Harris, R. Kane, G. M. van Koningsbruggen, and
P. Sheeran, “The impact of self-affirmation on health-behavior change:
A meta-analysis.” Health Psychology, vol. 34, no. 3, p. 187, 2015.

K. L. Gwet, Handbook of inter-rater reliability: The definitive guide to

measuring the extent of agreement among raters. Advanced Analytics,
LLC, 2014.

J. Cohen, “A power primer.” Psychological bulletin, vol. 112, no. 1, p.
155, 1992.

J. Cohen, Statistical power analysis for the behavioral sciences. Rout-
ledge, 2013.

L. Von Bertalanfty, General system theory: foundations, development,
applications. Braziller, 1968.

S. Mehri, K. Kumar, I. Gulrajani, R. Kumar, S. Jain, J. Sotelo,
A. Courville, and Y. Bengio, “Samplernn: An unconditional end-to-end
neural audio generation model,” arXiw preprint arXiv:1612.07837, 2016.

J. Colonel, C. Curro, and S. Keene, “Improving neural net auto encoders
for music synthesis,” in Audio Engineering Society Convention 143.

Audio Engineering Society, 2017.

F. Hiilsmann, T. Waltemate, T. Pfeiffer, C. Frank, T. Schack, M. Botsch,
and S. Kopp, “The icspace platform: A virtual reality setup for experi-

ments in motor learning,” 2016.

F. Mantovani and G. Castelnuovo, “The sense of presence in virtual
training: enhancing skills acquisition and transfer of knowledge through

learning experience in virtual environments,” 2003.

A. Rizzo, T. D. Parsons, B. Lange, P. Kenny, J. G. Buckwalter, B. Roth-
baum, J. Difede, J. Frazier, B. Newman, J. Williams et al., “Virtual



220

BIBLIOGRAPHY

[174]

[175]

176]

[177]

[178]

179]

[180]

[181]

reality goes to war: A brief review of the future of military behavioral

healthcare,” Journal of clinical psychology in medical settings, vol. 18,
no. 2, pp. 176187, 2011.

H. G. Hoffman, “Physically touching virtual objects using tactile aug-
mentation enhances the realism of virtual environments,” in Proceedings.
IEEFE 1998 Virtual Reality Annual International Symposium (Cat. No.
98CB36180). 1EEE, 1998, pp. 59-63.

S. Hillaire, A. Lécuyer, R. Cozot, and G. Casiez, “Depth-of-field blur
effects for first-person navigation in virtual environments,” IEFE com-

puter graphics and applications, vol. 28, no. 6, pp. 47-55, 2008.

M. Naef, O. Staadt, and M. Gross, “Spatialized audio rendering for
immersive virtual environments,” in Proceedings of the ACM symposium
on Virtual reality software and technology. ACM, 2002, pp. 65-72.

D. N. Zotkin, R. Duraiswami, and L. S. Davis, “Rendering localized
spatial audio in a virtual auditory space,” IEEE Transactions on multi-
media, vol. 6, no. 4, pp. 553-564, 2004.

A. Feng, E. S. Rosenberg, and A. Shapiro, “Just-in-time, viable, 3-d
avatars from scans,” Computer Animation and Virtual Worlds, vol. 28,
no. 3-4, p. el769, 2017.

J. Achenbach, T. Waltemate, M. E. Latoschik, and M. Botsch, “Fast
generation of realistic virtual humans,” in Proceedings of the 23rd ACM
Symposium on Virtual Reality Software and Technology. ACM, 2017,
p. 12.

M. Slater and M. V. Sanchez-Vives, “Transcending the self in immersive

virtual reality,” Computer, vol. 47, no. 7, pp. 24-30, 2014.

A. Maselli and M. Slater, “The building blocks of the full body ownership

illusion,” Frontiers in human neuroscience, vol. 7, p. 83, 2013.



BIBLIOGRAPHY 221

[182]

[183]

[184]

[185]

[186]

[187]

188]

[189]

M. Gongzalez-Franco, D. Perez-Marcos, B. Spanlang, and M. Slater,
“The contribution of real-time mirror reflections of motor actions on
virtual body ownership in an immersive virtual environment,” in 2010
IEFEFE virtual reality conference (VR). 1EEE, 2010, pp. 111-114.

N. De la Pena, P. Weil, J. Llobera, E. Giannopoulos, A. Pomés, B. Span-
lang, D. Friedman, M. V. Sanchez-Vives, and M. Slater, “Immersive
journalism: immersive virtual reality for the first-person experience of

news,” Presence: Teleoperators and virtual environments, vol. 19, no. 4,
pp- 291-301, 2010.

J.-M. Normand, E. Giannopoulos, B. Spanlang, and M. Slater, “Multi-
sensory stimulation can induce an illusion of larger belly size in immersive
virtual reality,” PloS one, vol. 6, no. 1, p. e16128, 2011.

A. Sokolov, Inner speech and thought. Springer Science & Business
Media, 2012.

A. M. Tullett and M. Inzlicht, “The voice of self-control: Blocking the
inner voice increases impulsive responding,” Acta Psychologica, vol. 135,
no. 2, pp. 252-256, 2010.

A. Morin, “Inner speech and consciousness,” 2009.

P. L. Anderson, M. Price, S. M. Edwards, M. A. Obasaju, S. K. Schmertz,
E. Zimand, and M. R. Calamaras, “Virtual reality exposure therapy
for social anxiety disorder: A randomized controlled trial.” Journal of

consulting and clinical psychology, vol. 81, no. 5, p. 751, 2013.

D. Ding, W.-P. Brinkman, and M. A. Neerincx, “Simulated thoughts in
virtual reality for negotiation training enhance self-efficacy and knowl-

edge,” International Journal of Human-Computer Studies, p. 102400,
2020.



222

BIBLIOGRAPHY

[190]

[191]

[192]

193]

194]

[195]

196]

M. Price and P. Anderson, “The role of presence in virtual reality

exposure therapy,” Journal of anxiety disorders, vol. 21, no. 5, pp.
742-751, 2007.

Y. Ling, H. T. Nefs, N. Morina, I. Heynderickx, and W.-P. Brinkman,
“A meta-analysis on the relationship between self-reported presence and
anxiety in virtual reality exposure therapy for anxiety disorders,” PloS
one, vol. 9, no. 5, p. €96144, 2014.

E. T. Davis, K. Scott, J. Pair, L. F. Hodges, and J. Oliverio, “Can audio
enhance visual perception and performance in a virtual environment?”
in Proceedings of the human factors and ergonomics society annual
meeting, vol. 43, no. 22. SAGE Publications Sage CA: Los Angeles,
CA, 1999, pp. 1197-1201.

H. Q. Dinh, N. Walker, L. F. Hodges, C. Song, and A. Kobayashi,
“Evaluating the importance of multi-sensory input on memory and the

sense of presence in virtual environments,” in Proceedings IEEE Virtual
Reality (Cat. No. 99CB36316). 1EEE, 1999, pp. 222-228.

S. Baron-Cohen, S. Wheelwright, J. Hill, Y. Raste, and I. Plumb, “The
“reading the mind in the eyes” test revised version: a study with normal
adults, and adults with asperger syndrome or high-functioning autism,”
The Journal of Child Psychology and Psychiatry and Allied Disciplines,

vol. 42, no. 2, pp. 241-251, 2001.

J. R. Stroop, “Studies of interference in serial verbal reactions.” Journal
of experimental psychology, vol. 18, no. 6, p. 643, 1935.

A. K. Allen, K. Wilkins, A. Gazzaley, and E. Morsella, “Conscious
thoughts from reflex-like processes: A new experimental paradigm for
consciousness research,” Consciousness and Cognition, vol. 22, no. 4,
pp. 1318-1331, 2013.



BIBLIOGRAPHY 223

197]

[198]

199]

1200]

201]

202]

203]

[204]

H. Cho, C. A. Godwin, M. W. Geisler, and E. Morsella, “Internally
generated conscious contents: interactions between sustained mental

imagery and involuntary subvocalizations,” Frontiers in psychology,
vol. 5, p. 1445, 2014.

C. Qu, W.-P. Brinkman, P. Wiggers, and I. Heynderickx, “The effect of
priming pictures and videos on a question—answer dialog scenario in a vir-

tual environment,” Presence: Teleoperators and Virtual Environments,
vol. 22, no. 2, pp. 91-109, 2013.

M. Slater, “Place illusion and plausibility can lead to realistic behaviour
in immersive virtual environments,” Philosophical Transactions of the
Royal Society B: Biological Sciences, vol. 364, no. 1535, pp. 3549-3557,
2009.

S. Gallagher, “Philosophical conceptions of the self: implications for
cognitive science,” Trends in cognitive sciences, vol. 4, no. 1, pp. 14-21,
2000.

J. Cole, S. Crowle, G. Austwick, and D. Henderson Slater, “Exploratory
findings with virtual reality for phantom limb pain; from stump motion

to agency and analgesia,” Disability and rehabilitation, vol. 31, no. 10,
pp. 846-854, 2009.

D. Perez-Marcos, M. Slater, and M. V. Sanchez-Vives, “Inducing a
virtual hand ownership illusion through a brain—computer interface,”
Neuroreport, vol. 20, no. 6, pp. 589-594, 2009.

K. Kilteni, R. Groten, and M. Slater, “The sense of embodiment in
virtual reality,” Presence: Teleoperators and Virtual Environments,
vol. 21, no. 4, pp. 373-387, 2012.

K. L. Nowak and F. Biocca, “The effect of the agency and anthropomor-

phism on users’ sense of telepresence, copresence, and social presence in



224

BIBLIOGRAPHY

[205]

1206]

207]

208]

209]

[210]

211]

212]

virtual environments,” Presence: Teleoperators € Virtual Environments,
vol. 12, no. 5, pp. 481-494, 2003.

N. David, A. Newen, and K. Vogeley, “The “sense of agency” and
its underlying cognitive and neural mechanisms,” Consciousness and
cognition, vol. 17, no. 2, pp. 523-534, 2008.

S. Shimada, K. Hiraki, and I. Oda, “The parietal role in the sense of self-
ownership with temporal discrepancy between visual and proprioceptive
feedbacks,” Neuroimage, vol. 24, no. 4, pp. 12251232, 2005.

S. Mullins and S. A. Spence, “Re-examining thought insertion: Semi-
structured literature review and conceptual analysis,” The British Jour-
nal of Psychiatry, vol. 182, no. 4, pp. 293298, 2003.

L. Bortolotti and M. Broome, “A role for ownership and authorship in
the analysis of thought insertion,” Phenomenology and the Cognitive
Sciences, vol. 8, no. 2, pp. 205-224, 2009.

P. Larsson, D. Vastfjall, P. Olsson, and M. Kleiner, “When what you
hear is what you see: Presence and auditory-visual integration in virtual
environments,” in Proceedings of the 10th annual international workshop

on presence, 2007, pp. 11-18.

A. S. Carlin, H. G. Hoffman, and S. Weghorst, “Virtual reality and
tactile augmentation in the treatment of spider phobia: a case report,”

Behaviour research and therapy, vol. 35, no. 2, pp. 153-158, 1997.

P. Larsson, D. Vastfjall, and M. Kleiner, “Ecological acoustics and
the multi-modal perception of rooms: real and unreal experiences of

auditory-visual virtual environments.” Georgia Institute of Technology,
2001.

M. Lindquist, E. Lange, and J. Kang, “From 3d landscape visualization

to environmental simulation: The contribution of sound to the percep-



BIBLIOGRAPHY 225

[213]

214]

[215]

[216]

[217]

[218]

219]

[220]

tion of virtual environments,” Landscape and Urban Planning, vol. 148,
pp. 216231, 2016.

R. Yung and C. Khoo-Lattimore, “New realities: a systematic literature
review on virtual reality and augmented reality in tourism research,”
Current Issues in Tourism, vol. 22, no. 17, pp. 2056-2081, 2019.

N. Morina, H. Ijntema, K. Meyerbroker, and P. M. Emmelkamp, “Can
virtual reality exposure therapy gains be generalized to real-life? a
meta-analysis of studies applying behavioral assessments,” Behaviour
research and therapy, vol. 74, pp. 18-24, 2015.

M. Fredrikson, “Reliability and validity of some specific fear question-
naires,” Scandinavian journal of psychology, vol. 24, no. 1, pp. 331-334,
1983.

A. Rovira, D. Swapp, B. Spanlang, and M. Slater, “The use of virtual
reality in the study of people’s responses to violent incidents,” Frontiers
in behavioral neuroscience, vol. 3, p. 59, 2009.

[. Milleville-Pennel and C. Charron, “Driving for real or on a fixed-
base simulator: is it so different? an explorative study,” Presence:
Teleoperators and Virtual Environments, vol. 24, no. 1, pp. 74-91, 2015.

A. Kalckert and H. H. Ehrsson, “Moving a rubber hand that feels like
your own: a dissociation of ownership and agency,” Frontiers in human
neuroscience, vol. 6, p. 40, 2012.

C. Olckers, “Psychological ownership: Development of an instrument,”
SA Journal of Industrial Psychology, vol. 39, no. 2, pp. 1-13, 2013.

S. Bouchard, S. Coté, J. St-Jacques, G. Robillard, and P. Renaud, “Ef-
fectiveness of virtual reality exposure in the treatment of arachnophobia

using 3d games,” Technology and health care, vol. 14, no. 1, pp. 19-27,
2006.



226 BIBLIOGRAPHY

[221] J. Kruschke, Doing Bayesian data analysis: A tutorial with R, JAGS,
and Stan. Academic Press, 2014.

[222] R. Baath, “Bayesian first aid: A package that implements bayesian
alternatives to the classical *.test functions in r,” in UseR! 201/ - the
International R User Conference, 2014.

[223] J. K. Kruschke, “Bayesian estimation supersedes the t test.” Journal of
FEzxperimental Psychology: General, vol. 142, no. 2, p. 573, 2013.

[224] M. Meredith and J. Kruschke, “Bayesian estimation supersedes the
t-test,” 2018.

[225] M. Vuorre and N. Bolger, “Within-subject mediation analysis for ex-
perimental data in cognitive psychology and neuroscience,” Behavior
research methods, vol. 50, no. 5, pp. 2125-2143, 2018.

[226] M. Slater, S. Neyret, T. Johnston, G. Iruretagoyena, M. A. de la
Campa Crespo, M. Alabernia-Segura, B. Spanlang, and G. Feixas,
“An experimental study of a virtual reality counselling paradigm using
embodied self-dialogue,” Scientific reports, vol. 9, no. 1, p. 10903, 2019.

[227] M. W. Myers, S. M. Laurent, and S. D. Hodges, “Perspective tak-
ing instructions and self-other overlap: Different motives for helping,”
Motivation and Emotion, vol. 38, no. 2, pp. 224-234, 2014.

[228] T. C. Peck, S. Seinfeld, S. M. Aglioti, and M. Slater, “Putting yourself
in the skin of a black avatar reduces implicit racial bias,” Consciousness
and cognition, vol. 22, no. 3, pp. 779787, 2013.

[229] D. Banakou, P. D. Hanumanthu, and M. Slater, “Virtual embodiment
of white people in a black virtual body leads to a sustained reduction

in their implicit racial bias,” Frontiers in human neuroscience, vol. 10,
p. 601, 2016.



BIBLIOGRAPHY 227

[230]

[231]

[232]

[233]

[234]

235]

[236]

[237]

R. S. Rosenberg, S. L. Baughman, and J. N. Bailenson, “Virtual su-

perheroes: Using superpowers in virtual reality to encourage prosocial
behavior,” PloS one, vol. 8, no. 1, p. eb5003, 2013.

J. Banks, G. Ericksson, K. Burrage, P. Yellowlees, S. Ivermee, and
J. Tichon, “Constructing the hallucinations of psychosis in virtual
reality,” Journal of Network and Computer Applications, vol. 27, no. 1,
pp. 1-11, 2004.

L.-G. Ost, “One-session treatment: Principles and procedures with
adults,” in Intensive one-session treatment of specific phobias. Springer,
2012, pp. 59-95.

W. Lange, K. Tierney, A. Reinhardt-Rutland, and P. Vivekananda-
Schmidt, “Viewing behaviour of spider phobics and non-phobics in

the presence of threat and safety stimuli,” British Journal of Clinical
Psychology, vol. 43, no. 3, pp. 235-243, 2004.

T. Plugshaupt, U. P. Mosimann, W. J. Schmitt, R. von Wartburg,
P. Wurtz, M. Liithi, T. Nyffeler, C. W. Hess, and R. M. Miiri, “To look
or not to look at threat?: Scanpath differences within a group of spider
phobics,” Journal of anziety disorders, vol. 21, no. 3, pp. 353-366, 2007.

S. van Ginkel, J. Gulikers, H. Biemans, O. Noroozi, M. Roozen, T. Bos,
R. van Tilborg, M. van Halteren, and M. Mulder, “Fostering oral pre-
sentation competence through a virtual reality-based task for delivering
feedback,” Computers € Education, vol. 134, pp. 7897, 2019.

S. Nichols and H. Patel, “Health and safety implications of virtual

reality: a review of empirical evidence,” Applied ergonomics, vol. 33,
no. 3, pp. 251271, 2002.

T. D. Parsons and A. A. Rizzo, “Affective outcomes of virtual reality

exposure therapy for anxiety and specific phobias: A meta-analysis,”



228

BIBLIOGRAPHY

[238]

239]

[240]

[241]

Journal of behavior therapy and experimental psychiatry, vol. 39, no. 3,
pp- 250-261, 2008.

D. Freeman, S. Reeve, A. Robinson, A. Ehlers, D. Clark, B. Spanlang,
and M. Slater, “Virtual reality in the assessment, understanding, and

treatment of mental health disorders,” Psychological medicine, vol. 47,
no. 14, pp. 2393-2400, 2017.

C. J. Simons, D. K. Tracy, K. K. Sanghera, O. O’Daly, J. Gilleen,
L. Krabbendam, S. S. Shergill et al., “Functional magnetic resonance
imaging of inner speech in schizophrenia,” Biological Psychiatry, vol. 67,
no. 3, pp. 232-237, 2010.

M. Perrone-Bertolotti, J. Kujala, J. R. Vidal, C. M. Hamame, T. Ossan-
don, O. Bertrand, L. Minotti, P. Kahane, K. Jerbi, and J.-P. Lachaux,
“How silent is silent reading? intracerebral evidence for top-down activa-

tion of temporal voice areas during reading,” Journal of Neuroscience,
vol. 32, no. 49, pp. 17554-17562, 2012.

S. Kiihn, C. Fernyhough, B. Alderson-Day, and R. T. Hurlburt, “Inner
experience in the scanner: can high fidelity apprehensions of inner

experience be integrated with fmri?” Frontiers in Psychology, vol. 5, p.
1393, 2014.



List of Figures

1.1

2.1
2.2
2.3
2.4

4.1
4.2

5.1

5.2
5.3

5.4

The framework of the training system . . . . . . ... ... .. 3
PRISMA-Diagram for the filtering process . . . . .. .. . .. 14
Taxonomy of technology-supported social skills training system 16
Distribution of records over the years. . . . . . . . .. ... .. 19
Evolution of immersive VR vs Virtual Environments . . . . . 20

The flow of virtual cognitions and dialogues in a training session. 44

Mean (error bar 95% CI) self-efficacy score obtained before the
training (0) and in the different sessions (1-3). . . . . . . . .. 48

Experiment setting (top) and screen shot (bottom) of the
training scenario from the perspective of users where they
see their virtual representation in the mirror and the virtual

employee in front of them. . . . . . . .. ... ... ... ... 60
The flow of virtual cognitions and dialogues in training sessions. 64

Experiment procedure and measures obtained in the corre-

sponding phases. . . . . . .. ... ... 66
Mean (error bar 95% CI) self-efficacy score obtained before the
training and in the different sessions for the overall training
GIOUD.  « « v v v v e e e e e e e e e e 80



230

LisT OF FIGURES

9.5

6.1

6.2

6.3

6.4

Mean (error bar 95% CI) self-efficacy score obtained before
the training and in the different sessions for training with self-
motivation group and training without self-motivation group

separately. . . . . ..o 81

Hypothesised relationship between adaptation, ownership, plau-
sibility and eye-gaze behavior . . . . . .. ... ... ... .. 91
The screen shot of virtual reality exposure from the perspective
of users: spider condition (above) and snake condition (bottom) 95
Path diagram with point estimates (posterior means) of the
parameters and associated 95% intervals (in square brackets
below estimates) . . . . . . . ... ..o 106
Path diagram with point estimates (posterior means) of the
parameters and associated 95% intervals (in square brackets

below estimates) . . . . . . . ... ..o 107



List of Tables

2.1

3.1

3.2

4.1

4.2

0.1
5.2

5.3
5.4

9.5

0.6

Distribution of key attributes . . . . . ... ... .. .. ...

Multilevel analysis results of the parameters settings for Pitch,
Speed, Volume of sound with frequency band (20-320Hz, 320-
1280Hz, 1280-5120Hz, and 5120-20480Hz) . . . . . . . . . . ..

Multilevel analysis results of the parameter settings for Echo .

Excerpt from negotiation scripts between employer (ER) Leon
(the user’s perspective) and virtual employee (EE) Tom.

Three types of virtual cognitions we used in the system. . . . .

Negotiation training system reported in the literature . . . . .
Excerpt from negotiation scripts between the employer (ER)
John (the user’s perspective) and virtual employee (EE) Mike.
Three types of virtual cognitions used in the system. . . . . .
Demographic characteristics and pre-measurements of waitlist
Vs training groups . . . . . . . ... e e e e e
Demographic characteristics and pre-measurements of training
with vs without self-motivation groups . . . . . . ... .. ..
Primary and secondary outcome measures comparison between
pre and post measurement for the waitlist and training condi-
tion, and comparison between pre and post differences between
the groups. . . . . . ..

35

42
43

54



232

LisT OoF TABLES

5.7 Primary and secondary outcome measures comparison between
pre and post measurement for the training without and with
self-motivation condition, and comparison between pre and

post differences between the groups. . . . . . . . ... ... ..

5.8 Primary and secondary outcome measures comparison between
pre and follow-up measurement for the training without self-
motivation and training with self-motivation condition, and
comparison between pre and follow-up differences between the

GTOUPS. « « o e e e e e

5.9 Multilevel analysis results of self-efficacy across the training

SESSIONS. . v v v e e e e,

5.10 Effect size of pre-post measurement of negotiation training

systems ... oL Lo

6.1 Three types of virtual cognitions used in the system . . . . . .

6.2 Results Bayesian t-tests — eye-gaze adaptive vs. Non eye-gaze-

adaptive virtual cognitions . . . . . . . ... ... L.

6.3 The result of correlation between parameters and the mediation

effect of ownership and plausibility . . . . ... ... ... ..

B.1 Legend cross references of the results table after coding . . . .

B.2 Characteristic of technology-supported social skills training
systems .. o.oL Lo Lo

B.3 Characteristic of technology-supported social skills training

Systems ... oL

B.4 Characteristic of technology-supported social skills training

systems ... oL oL

B.5 Characteristic of technology-supported social skills training

Systems . ... oL

B.6 Characteristic of technology-supported social skills training

systems ... oL oL



LisT OoF TABLES 233

B.7 Characteristic of technology-supported social skills training
systems . o.o.o. oL 132

B.8 Characteristic of technology-supported social skills training
systems ..o oL oL 133

D.1 The list of sentences recorded in sound parameters setting

experiment . . . . . . ... 150
F.1 Questionnaire items for utility . . . . . .. ... .. ... ... 178

[.1 Frequency of the targeted interval for self-motivational state-

ments used in the three negotiation training sessions. . . . . . 188

K.1 Questionnaire items for sense of ownership and plausibility . . 198






Acknowledgement

At this special moment, when I have almost finished my thesis, I would
like to thank everyone who has supported me. The Ph.D. journey is never a
path that one walks alone, I'm lucky to have had you along the way. This
was a long journey, full of adventure and joy, now it reaches the destination.

First of all, I would like to express my deep gratitude and appreciation
to my promoters Prof. Mark A. Neerincx and Dr. Willem-Paul Brinkman.
To Mark, for all the new insights, guidance, and support. Your words of
encouragement and smiles brightened my Ph.D. study. To Willem-Paul, for
your efforts in supervising me, for the weekly one-hour but sometimes two-hour
progress meetings, for your inspiring ideas and careful revisions which shaped
this research.

Besides, I would like to thank our group leader Prof. Caltholijn Jonker
for your efforts to create a great and warm environment for us. The game
nights, Sinterklass gifts sharing night will always be a good memory for me.
To Anita, Ruud, Bart, Wouter, and Kim, thank you for your support during
my Ph.D. study. To all of my roommates, to Ursula, Myrthe, and Corine,
for welcoming me to II and caring about me, I will never forget the welcome
painting you drew on the whiteboard. To Franziska and Bernd, for all the
happy moments we shared and your continued support to me. My Ph.D.
life would be much less colorful without you. To Frank, Thomas, and Rifca,
for all the knowledge and information you shared with me. My thanks also

to all current and former members of the II group: Rolf, Ilir, Elena, Elie,

235



236 ACKNOWLEDGEMENT

Mike, Vincent, Miguel, Aleksander, Roel, Merijn, Luciano, Malte, Rijk, Jinke,
Zifu, Xu Jing, Li Ming, Koen, Joost, Birna, Wang Wenxin, Kang Ni, Zhang
Tingting, Dwi, Pietro, and Chris, for the interesting chats and ping-pong
“competitions” we had, for the exciting ice-skating and skiing we went. More

hotpot and Chinese food nights are waiting for us in the future.

A big thank you to all my friends from all over the Netherlands: Zhang
Tian, Wang Meng, Gong Jiakun, Zhao Xiaoyan, Xu Fei, Chen Jiao, Xia Yi,
Liu Kai, Pan Kaikai, Liu Yan, Pang Lixue, You Xinmin, Feng Qian, Gong
Hai, Wang Haopeng, Chang Jin, Li Huimin, Nie Jun, Kong Xiangzhen, Wang
Zhijun, Cao Shuqin, and my two roommates: Wang Riming and Yu Hao. So
many friends gave me support during my four years Ph.D., please forgive me

I can not mention you all.

My thanks also to my lifelong friends and buddies: Ye Youjun, Zhou
Jinbin, Hu Jia, Gu Yunhan, Lin Wei, He Jianbin, Qiu Jin, Dong Yi, Wu
Tianxing, Wang Yuxiang, Xiong Runqun, Shi Wenting, and Zhu Yi, you guys
have supported me so much at each stage of my life from the primary school
till now. Although we can not meet each other a lot after I came to the
Netherlands, your continuous considerations let me never feel alone in the

past four years.

During the past years, I have been so lucky that firstly chaired the Asso-
ciation of Chinese Students and Scholars in the Netherlands — Delft Branch
(ACSSNL-Delft) and then the Association of Chinese Students and Schol-
ars in the Netherlands (ACSSNL). It was my great honor to work together
with you guys: Miaozhen, Bao Han, Yu Yi, Qizhi, Chen Yu, Xiaolin, Wang
Jin, Wu Zhen, Yinru, Yuxin, Qiyao, Chen Geng, Aiyi, Quanxin, Tianrun,
Yifan, Yingying, Xiaoyang, Minkang, Xukang, Xue Jie, and all the colleagues.
Special thanks go to Counselor Meng Qingyu, Counselor Luo Ping, Cheng
Xiaoxiao, Bai Wei, Wang Yiwei, Liu Haifeng, Song Feifei, Sun Tao, my sincere

appreciation for so much support and consideration to me.

Special acknowledgment is given to the Chinese Scholarship Council for
financial support. Importantly, I would like to thank the more than 120



237

people who participated in my experiments. Most of you visited our lab more
than three times, spending about six hours on the experiments. Without your
support, I would not have finished my studies.

Sincere thanks to all my relatives, especially my uncles and aunts Ming,
Liang, Chang, Moli, Xueyan, and my brothers and sisters, Jun, Ying, and Li.
I am grateful that you care about me so much and always stand by me.

Last but not least, my deepest gratitude goes to my beloved parents. How
much I love you both cannot be expressed in any words, especially a simple
“thank you.” But thank you is all I can think to say now for your never-ending
support, incredible sacrifices, and unconditional love. You are always there
for me.

A new journey has begun, to live, laugh, and love, with all your support,

I will keep moving without fear and reproach.

Ding Ding
October 2019
Delft, The Netherlands



238 ACKNOWLEDGEMENT




About the Author

Ding Ding was born in Changzhou, Jiangsu Province of China, in 1988.
He received his bachelor’s degree in computer science and technology, and
a master’s degree in computer applied technology, both from the Southeast
University, Nanjing, China. Since 2015, he has been pursuing the Ph.D. degree
in Interactive Intelligence Group at the Delft University of Technology, the
Netherlands, with a focus on creating new computer-supported interventions
for social skills improvement and special phobia treatment in virtual reality.
During his Ph.D. study, he served as the president of the Association of
Students and Scholars in the Netherlands (ACSSNL).

239



240 ABOUT THE AUTHOR




List of Publications

Peer-reviewed papers

o Ding, Ding*, Mark Neerincx, and Willem-Paul Brinkman. “Simulated
thoughts in virtual reality for negotiation training enhance self-efficacy
and knowledge.” International Journal of Human-Computer Studies,
2020, p.102400.

e Ding, Ding*, Mark Neerincx, and Willem-Paul Brinkman. “The
effect of adaptive simulated thoughts in virtual reality on user’s eye-gaze
behaviour, ownership perception and plausibility judgement.” Submitted

to Interacting with Computers (IwC).

e Ding, Ding*, Mark Neerincx, and Willem-Paul Brinkman. “Technology-
based social skills training systems: A systematic literature review.”

Submitted to International Journal of Human-Computer Interaction.

e Ding, Ding*, Willem-Paul Brinkman and Mark A. Neerincx. “Virtual

Y

reality exposure with eye-gaze adaptive virtual cognitions.” Annual

Review of Cybertherapy And Telemedicine, 2019, p.145.

o Ding, Ding*, Mark Neerincx and Willem-Paul Brinkman. “Simulating
the inner voice: A study of sound parameters.” Annual Review of
Cybertherapy And Telemedicine 2018, p.166.

241



242

LIsT OF PUBLICATIONS

Ding, Ding*, Franziska Burger, Willem-Paul Brinkman, and Mark
A. Neerincx. “Virtual reality negotiation training system with virtual
cognitions.” In International Conference on Intelligent Virtual Agents,
pp-119-128. Springer, Cham, 2017.

Ni Kang, Ding, Ding*, Dwi Hartanto, Willem-Paul Brinkman and
Mark Neerincx. “Public speaking training in front of an imaginary or
virtual audience: A randomized controlled trial” Annual Review of
Cybertherapy And Telemedicine, 2019, p.89.

Ni Kang, Ding, Ding*, M. Birna van Riemsdijk, Nexhmedin Morina,
Mark A. Neerincx, and Willem-Paul Brinkman. “Self-identification
with a virtual experience and its moderating effect on self-efficacy and
presence.” Submitted to International Journal of Human-Computer

Interaction.

Zilla Garama, Ding, Ding*, and Willem-Paul Brinkman. “Increased
perception of believability and social presence in gaze aware virtual
characters.” Submitted to Frontiers in Virtual Reality.

Poster and abstract papers

o Ding, Ding*, Willem-Paul Brinkman and Mark A. Neerincx “Virtual

reality exposure with eye-gaze adaptive virtual cognitions.” The 24th An-
nual CyberPsychology, CyberTherapy & Social Networking Conference,
Norfolk, Virginia, USA, June 24-26, 2019.

Ding, Ding*, Willem-Paul Brinkman, and Mark A. Neerincx. “Virtual
cognitions: a stream of simulated thoughts for social interaction skills

training.” The 3rd Workshop on Virtual social interaction, Bielefeld,
Germany, July 6-7, 2017.

Ding, Ding*, Willem-Paul Brinkman, and Mark A. Neerincx. “Virtual

reality social skills training system: self-experiences with virtual cog-



243

nitions in the context of negotiation training.” The 12th International

Conference on Persuasive Technology, Amsterdam, The Netherlands,
April 3-6, 2017.

Ding, Ding*, Willem-Paul Brinkman, and Mark A. Neerincx. “Per-
suasive self-experiences with virtual cognitions: Advanced social skills
training simulator.” The 11th International Conference on Persuasive
Technology, Salzburg, Austria, April 5-7, 2016.



	Title Page
	Defence Date
	Defence Committee
	Well-known Quote
	Summary
	Samenvatting
	1 Introduction
	1.1 Motivation
	1.2 Main Research Question and Hypothesis
	1.3 Research approach

	2 Technology-supported social skills training systems: A systematic literature review
	2.1 Introduction
	2.2 Methods
	2.2.1 Search procedure
	2.2.2 Inclusion Criteria
	2.2.3 Exclusion Criteria
	2.2.4 Coding
	2.2.5 Statistical Analysis

	2.3 Results
	2.3.1 Systems, versions and basic attributes
	2.3.2 Technologies applied and target group
	2.3.3 Target skills
	2.3.4 Size and functionality
	2.3.5 Evaluation
	2.3.5.1 Assessment
	2.3.5.2 Experimental design
	2.3.5.3 Results of experiments


	2.4 Discussion and Conclusion

	3 Simulating the inner voice: A study of sound parameters
	3.1 Introduction
	3.2 Methods
	3.2.1 Participants
	3.2.2 Procedure
	3.2.3 Data analysis

	3.3 Results
	3.4 Conclusion and discussion

	4 Virtual reality negotiation training system with virtual cognitions
	4.1 Introduction
	4.2 Related work
	4.2.1 Self-efficacy
	4.2.2 Stream of consciousness

	4.3 System
	4.4 Method
	4.4.1 Participants
	4.4.2 Materials and Measures
	4.4.3 Procedure

	4.5 Results
	4.5.1 Self-efficacy
	4.5.2 Negotiation knowledge
	4.5.3 Perceived Utility

	4.6 Discussion

	5 Simulated thoughts in virtual reality for negotiation training enhance self-efficacy and knowledge
	5.1 Introduction
	5.2 Background theory and hypotheses
	5.3 Research approach
	5.4 System, content and training
	5.4.1 General idea
	5.4.2 Content generation of self-motivational cognitions
	5.4.3 Training

	5.5 Method
	5.5.1 Participants
	5.5.2 Materials and measures
	5.5.2.1 Primary outcome measurements
	5.5.2.2 Secondary outcome measurements
	5.5.2.2.1 Negotiation behaviour and performance
	5.5.2.2.2 Perceived utility
	5.5.2.2.3 Co-variation measurements


	5.5.3 Procedure
	5.5.4 Data preparation and analysis
	5.5.4.1 Data preparation
	5.5.4.2 Analysis


	5.6 Results
	5.6.1 Pre, post, and follow-up
	5.6.2 Training sessions
	5.6.3 Perceived utility

	5.7 Discussion and conclusion

	6 The effect of adaptive simulated thoughts in virtual reality on user's eye-gaze behaviour, ownership perception and plausibility judgement
	6.1 Introduction
	6.2 Theory and Hypotheses
	6.3 System
	6.4 Method
	6.4.1 Participants
	6.4.2 Materials and measures
	6.4.2.1 Primary measures
	6.4.2.2 Secondary measures

	6.4.3 Procedure and apparatus
	6.4.4 Data preparation and analysis
	6.4.4.1 Data preparation
	6.4.4.2 Analysis


	6.5 Results
	6.6 Discussion
	6.7 Conclusion

	7 Conclusions and Discussion
	7.1 Conclusion
	7.2 Limitations
	7.3 Contributions
	7.3.1 Scientific Contributions
	7.3.2 Societal Contributions
	7.3.2.1 Users
	7.3.2.2 Developers & designers


	7.4 Future work
	7.5 Take away message

	A Search queries for the systematic literature review
	B Tables of characteristic of the systems
	C The list of the papers included in the systematic literature review
	D The list of sentences recorded in sound parameters setting experiment
	E The text of negotiation training session three
	E.1 The text of negotiation training session three (English)
	E.2 The text of negotiation training session three (Chinese)

	F Questionnaire items for utility
	G The negotiation attitude scale and an example of a filled-out questionnaire
	H Knowledge and strategies taught in negotiation training video
	I Frequency of the targeted interval for self-motivational statements used in the three negotiation training sessions
	J Example scripts of virtual cognitions for virtual reality spider exposure
	K Questionnaire items for sense of ownership and plausibility
	Bibliography
	List of Figures
	List of Tables
	Acknowledgement
	About the Author
	List of Publications

