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Participants: FSU students S ‘ N e — . .
Sample size: Varied by analysis due to missing data (N = 39) On'sulgl © . wielae Future D]I'e Ctl()ns
Design: Within-subject VR decision-making task e
Predictors: PB, TB, FSS Increase sample size to improve statistical power
, e . : . . Figure 1: Mean reaction time (seconds) by P P P
Outcomg.d React.mn time (seconds) when choosing between suicide and scenario type (suicide vs. non-suicide). Examine effect sizes and behavioral variability
non-suicide options Error bars represent +1 standard error Explore whether reaction time reflects cognitive conflict

Investigate additional behavioral markers within VR paradigms

Methods
Resources

Participants completed:

1. Self-report measures assessing PB, TB, and FSS

2. A VR task presenting suicide-related and non-suicide scenarios
Reaction time (seconds) was recorded for each decision
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Linear regression analyses examined whether ITS constructs predicted overall
reaction time

An independent samples t-test compared reaction times between scenario types

Figure 2: Example VR environment used
during the decision-making task



