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¢ Inadequate pain management has been found to

e Subjects underwent both Active and Passive VR conditions and
adversely affect procedural outcomes.!

Initial scores Post-24 hour recall 82 participants were included in the final analysis.
e Virtual reality (VR) has been shown to be an effective scores e Active VR intervention tolerated higher pressure than Passive VR
tool for alleviating pain and anxiety.? intervention by 0.62 units. ****
o This study investigates the difference between actively Active VR P Active VR P * Initial pain scores were 0.37 units** lower and initial anxiety
playing a VR game versus passively watching VR on -Passive -Passive scores were 0.24* lower for Active VR compared to passive VR.
pressure pain threshold (PPT), pain, and anxiety. VR VR * Post-24 hour recalled pain and anxiety scores showed no

significant difference between Active and Passive VR.

Pain -0.37 0.006 0.49 0.39
Anxiety [ -0.15 0.32 -0.24 0.04
Enrollment and consent of healthy adult participants
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condition (Active vs. Passive VR) between active and passive VR.
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g 10 technology into routine medical procedures.
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