
The BirdXP research platform is comprised of several modules. 

A database hosted online provides storage for data collected during 

session and also houses the customisable assets used in sessions. 

Specific treatments can be attributed to participants along with 

individual bird encounters. During play, the database continuously 

logs participant actions including position and view orientation, 

enabling researchers to customise future treatments and evaluate 

the effectiveness of the treatments. 

The BirdXP website provides participant login and account 

management tools. Researchers are able to customise the 

treatments for each participant, including level selection, encounter 

type and placement. 

Also included in the BirdXP system are both a downloadable and  in 

browser Unity application. Both are linked to the database and will 

load any treatments created via the BirdXP website. The application 

handles participant login and session data collection. Participant 

feedback can be collected from menus within the treatment 

application and is associated with session data stored in the 

database. The downloadable application features optional Oculus 

Rift and gamepad support. 

Dr. Scanlan approached us with an interest in building a new anxiety 

disorder treatment platform to use alongside his other treatment 

software. This project would target ornithophobia, which is 

commonly known as an irrational fear of birds. Exposure therapy 

has already proven successful in the treatment of other phobias, 

however the efficacy of VR in treatments is less understood. It was 

proposed that the system should work with the recently developed 

Oculus Rift virtual reality headset in order for researchers to study 

the effects of virtual reality in phobia treatment. 

For the software to be successful as a treatment and research 

device,  it would have to include customisable worlds for the 

participants to enter and interact with birds. Researchers will need to 

be able to create different configurations of environments and their 

included birds to vary them according to how affected a participant 

is by their phobia. 

Each session completed by a participant would need to  have data 

about how they interacted with the birds recorded into a database 

for the researchers to review. The data could be used to track 

participant progress, design further treatments and study the 

effectiveness of the software as a phobia treatment. 

Dr. Joel Scanlan 
Dr. Scanlan is part of a UTAS research team working to 

find new ways of treating phobias with technology. He 

has worked on similar software for treating OCD and 

arachnophobia. 
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Visiting the ducks by the pond in our park environment. 

An owl watches as you explore the park environment. 

The Oculus Rift virtual reality headset in use. Pigeons wait for a visitor to feed them. 

Encounters are triggered by player interactions. The researcher website login page. 

The researcher’s treatment builder. 


