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Introduction

* Virtual Reality in Healthcare

The health and care sectors that are using therapeutic tools to help patients in their
mental health issues, physical rehabilitation and symptoms control.

* Virtual Reality Therapy in the United Kingdom Healthcare Setting

National Health Services in England use it.s digital programs to create new medical solutions
and to create personalized treatment using this new technology.

« History of Virtual Reality Therapy in the United Kingdom
United Kingdom shows that, NHS Hospitals included Virtual Reality to different

departments since 2010. For example; stroke rehabilitation and palliative care
services.

(Phelan et al, 2021).
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Impact on Workforce

* Changes in Job Roles and Practice

VR Therapy has transformed the role of clinicians , making for
example: improvements to the functioning of the group.

*  Workforce Competency and Training

One example: Physiotherapists who cannot use VR in their work,
face training shortages and time limitations was the main obstacles,
before implemented VR.

* Interprofessional Collaboration

The implementation process of VR needs of management between IT
Department and Therapist to work together for safe and effective
system usage with multidisciplinary working groups priorities of the
NHS.

Alrashidi et al. (2025), Edwards (2025), (Kouijzer et al., 2023).
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Figure 1: A healthcare
professional using VR.
Source: Knack (2018)




Impact on service delivery

« Transformation of Day-to-Day Service Delivery

The NHS neurorehabilitation center use VR for reality relaxation
and it's providing effectiveness and do not interfere with
existing therapeutic programs.

- Efficiency and Capacity

The use of virtual reality technology (VR) does increase \ ~
operational efficiency because it allows patients to interact with

their treatment while providing medical professionals with a Figure 2: A surgeon
standardized treatment method. ° using VR during an
Accessibility and Innovation operation
Virtual reality technology enables patients with walking Source: Knack (2018)

disabilities to access medical treatment because it reduces their
need for physical treatment areas while they undergo their rehabilitation process in
hospitals and public spaces.

(Edwards ,2025). (Pope et al., 2025). (Butcher et al., 2025).
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Impact on patients

« Patient Engagement and Motivation
Patients are getting better rehabilitation results using VR system because

it’s providing more interactive and engaging therapy experiences.
« Symptom Management and Comfort

VR reduced both, pain and anxiety levels,given more confort for
patients

« Health Literacy and Empowerment

VR technology enable patients to make researches to learn more
about how to manage skills pain education programs.

(Butcher et al,, 2025). (Burridge et al., 2025). (Pope et al., 2025).

Figure 3: A patient
using VR
Source: Ries (2019)




Impact on community

* Access to Care

VR provides guided exercises to community rehabilitation services
which support NHS preventive care objectives.

* Impact on Families and Carers

The implementation of VR to caregivers and medical staff
members improved their communication reducing enhance

oy
manage medical, also give more responsibilities to caregivers to 9
their ability to symptoms. : /;\ﬂ
I ol

* Public Health Implications
Primarily, implications are more centred on physical symptons, eye strain,

Headaches, psychological effects(addictions, fear Figure 4: A happy
responses...)exposure to harmful content. While promising for

: : : caregiver and patient
therapy and pain management, it requires careful and moderate use.

using VR
(Pope et al., 2025). (Gokani et al., 2025). (Skidmore et al.,, 2024). Source: National




Challenges of the innovation -

+ Employee resistance to change

When the VR was introduced in NHS clinical treatment employee
resistance had a significant barrier which effects professionals who did
trust in digital tools and who consider virtual reality to be stablished
healthcare methods.

« High initial costs and ongoing technical maintenance and

integration work with existing IT systems

NHS trusts face limitations in their ability to scale operations because
their different digital systems create interoperability challenges. The

3
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NHS resource limitations which include financial constraints, time Figure 4: A VR user feeling
limitations, and staff shortages, restrict both training opportunities and to nauseated
successful VR integration into regular treatment procedures.

Source: Mahapatra (2023)

* Motion sickness and digital isolation
According to Chadwick (2024) digital isolation continues to be a

problem for those who do not know much about technology. Also,
some patient experience anxiety and motion sickness and it creates
discomfort.




Recommendations

* Continuous training programs

NHS organizations need to establish continuous training programs which maintain structured
delivery to develop workforce confidence and achieve equal digital skills across all clinical
positions that provide VR therapy treatment.

* Clear governance and ethical frameworks

Clear governance and ethical frameworks should be established to address data security,
patient safety, consent, and accountability, which

will enable safe integration of VR technologies with current healthcare systems Community
engagement and funding

Policymakers and healthcare leaders need to focus on designing elements with dedicated
funding and community planning efforts which serve as their base requirements for success.

(Pote et al., 2021). (Karampatakis et al., 2023). (Karampatakis et al., 2023). (Nilsen et al., 2020).
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Conclusion

The United Kingdom healthcare system uses virtual reality therapy as a fundamental
element of its digital transformation efforts to create realistic interactive spaces which
boost patient treatment results and rehabilitation success.

The studies provided in the presentation demonstrate that virtual reality treatments
affect both patients and hospital operations, which leads to changes in employee duties,
patient care methods, family interactions, and community health services.

The system needs continuous financial support, personnel training, equitable service
delivery, and proper operational control to reach sustainable outcomes.

Healthcare organizations and policymakers must find treatment barriers that require
them to create safe and effective treatment protocols and implement research-based
solutions, which will optimize results while maintaining fair patient treatment.
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