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[bookmark: _3jhwbfglymj0]PITCH: BRINGING VR ENGAGEMENT TO CARE HOMES
[bookmark: _njb517uk1cbd]Narrative of the Innovation
Imagine Mrs Patel, an 87-year-old widow living in a care home in Yorkshire. She has early dementia and most days she keeps to herself. She does not go out often and she hardly talks to people around her. One day, a nurse introduces her to a simple virtual reality headset. At first, she is unsure, but she agrees to try it. When she puts it on, something amazing happens. She suddenly finds herself on a quiet beach in India, close to where she grew up. She can see the waves, hear the water, and feel like she is really there. Tears come to her eyes as she remembers her childhood. She smiles and begins to talk. She points at things and tells stories from her past. She says she can see places she has not seen in many years. Later that day, she uses the headset again, but this time she is painting in a virtual art space. She enjoys it and feels happy. After the session, she talks more with other residents and even joins group activities. Staff notice that she is calmer and more involved than before.
This idea is not just imagination. Studies have shown that older people enjoy virtual reality and feel more connected when they use it. Researchers like Chaze et al. (2022) and Muslu et al. (2025) explain that many older adults feel happy and relaxed during VR sessions. Some even say it feels like going back in time. Another study by Saredakis et al. (2021) shows that older people often prefer VR to watching normal screens, and most of them do not have serious side effects. Over time, this kind of experience can help improve mood and slow down mental decline. For care homes, this means residents can have something new and meaningful that brings joy to their daily lives.
[bookmark: _9lczhdsemhh3]Legislation, Policy, and Professional Roles
This VR programme supports important health and social care policies in the UK. The Care Act (2014) focuses on improving the well-being of individuals. This programme supports that goal by helping older adults feel valued, respected, and included. It also allows them to make choices about what they want to experience, which supports their dignity. Moreover, guidelines from NICE (2018) encourage non-drug approaches for people with dementia. This VR programme fits well here because it provides emotional and mental support without medication. In addition, the NHS Long Term Plan supports the use of digital technology to improve care services (NHS, 2025). Data protection is very important in this programme. It will follow the UK GDPR and the Data Protection Act (2018). This means all personal information will be kept safe and secure. Any data collected will be protected, and residents’ privacy will be respected at all times. 
Moreover, different professionals will be involved in making this programme work well. Care home managers will oversee the programme and ensure it fits into daily routines. Care workers and activity coordinators will help residents use the VR headsets and observe how they respond. Nurses and therapists can recommend residents who may benefit from the programme. IT staff will handle technical issues and maintain the equipment. Specialists like occupational therapists can also help design activities that support physical and mental health. Family members and volunteers can be involved by supporting residents during sessions or even sharing virtual experiences with them.
Also, because this is a new way of working, staff training is very important. The programme will provide training sessions to help staff understand how to use VR safely and effectively. Research shows that when staff feel confident, they are more likely to use new technology (Hepburn et al., 2025; Birati and Tzemag-Shahar, 2026). Clear rules, such as consent and scheduling, will also be put in place to guide the programme.
[bookmark: _q7rs8yyk5pe1]Public Engagement and Support Campaign
Public support will help this programme succeed. Local communities can take part through volunteering and awareness. Young people who understand technology can visit care homes and help residents use VR. This also creates a good connection between young and old people. Research shows that regular contact with younger people can reduce loneliness among care home residents (Phang et al., 2023). This programme can build on that by training volunteers to support VR sessions and help residents connect with family members. Charities can also support by donating equipment or providing funding. Organisations like Age UK and Alzheimer’s groups can help promote the programme and encourage more care homes to adopt it. 
Furthermore, care homes can organise open days where people come and see how VR works. Visitors can try the technology and see the benefits for themselves. This can help change how people think about older adults and technology. Social media can also be used to share success stories. Short videos of residents enjoying VR can attract attention and support. Policymakers can be invited to see live demonstrations so they understand the value of the programme. In simple terms, everyone can help. People can volunteer, donate, or simply share information. Studies show that volunteer involvement improves mood and engagement among residents (Handley et al., 2022). Family involvement also makes the experience better. Schools and youth groups can even support care homes by sponsoring VR equipment.

[bookmark: _6k2b1i65exp3]Benefits to Older Adults in Care Homes
The VR program offers multi-faceted benefits to the target group:
· Improves mood and emotional well-being: Research shows that VR can make people feel happier and more relaxed (Eckert et al., 2025). Residents often feel excited and refreshed after sessions (Chaze et al., 2022; Muslu et al., 2025).
· Reduced Loneliness and Isolation: Many older adults feel isolated in care homes. VR can help them connect with others through shared experiences or virtual visits. Studies show that digital communication can reduce loneliness (Naudé et al., 2021). This is important because many residents feel alone (Finnegan and Campbell, 2023).
· Supports brain function: VR activities help improve memory and attention. Research shows that VR training can lead to improvements in thinking and problem-solving (Navarro-Ramos et al., 2025).
· Supports light physical activity: Some VR activities involve simple movements that can improve balance and strength. Studies show that this can help older adults feel more confident in movement (Metcalfe et al., 2025).
· Improves social interaction: Residents can talk about their experiences and share stories. This helps them build relationships and feel part of a community (Metcalfe et al., 2025; Fardeau et al., 2023; Yeo et al., 2023).
· Supports personalised care:  Each resident can choose what they want to experience. This makes them feel important and respected. Research shows that personalised technology improves independence and identity (Metcalfe et al., 2025; Darley and Carroll, 2022).
· Reduce the need for medication: When residents feel calm and happy, there may be less need for drugs used to manage behaviour. Studies show that similar programmes can reduce agitation and improve overall well-being (Bradwell et al., 2022). 
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IMMERSIVE VIRTUAL REALITY (VR) ENGAGEMENT

PROGRAMME FOR CARE HOMES

Innovation Overview

This project infroduces an Immersive Virtual
Reality (VR) Engagement Programme to improve
the well-being of older adults livingin UK care
homes. The programme uses simple VR headsets
fo provide experiences such as virtual fravel,
memory-based scenes, and light exercise
activities.

Residents will use the headsets with staff support
and enter 360-degree environments designed for
older users. Research shows that VR is enjoyable
and helps residents feel relaxed and happy
(Chaze et al., 2022). It also allows them to
remember past experiences and feel connected
again (Muslu et al., 2025). This programme aims
to reduce loneliness, improve mental health, and
increase

social interaction among residents.

The Problem/Gapsin Care

Older adults in care homes face many
challenges such as:

* Loneliness and social isolation

» Dementia and memory loss

+ Limited physical activity

» Lack of engaging activities

Many residents feel alone, and some go
days without meaningful interaction
(Finnegan and Campbell, 2023; Naude et
al., 2022). These issues can lead to poor
mental health and faster cognitive decline.
Although care homes provide activities, they
are often not enough. Technology like VR
has been shown to improve mood and
reduce loneliness (Chew et al., 2026;
Metcalfe et al., 2025), but many homes do
not use it due to cost and lack of training
(Hepburn et al., 2025; Vranci¢ et al., 2024).

Target Audience and Impact

Target Group:

Older adults in UK care homes especially
with dementia and mobility challenges
Expected Impact:

* Improved mood and happiness

* Reduced loneliness and isolation

» Bettermemory and thinking ability

+ Increased social interaction

Studies show VR can improve quality of
life and mental function (Trillo-Charlin et
al., 2026; Navarro-Ramos et al., 2025). It
also helps reduce depression and
agitation (Bradwell et al., 2022).

Implementation Plan

Step 1: Pilot Stage

« Partner with VR providers and Select 2-3
care homes

* Provide VR equipment and content

Step 2: Staff Training

Train staff on using VR safely and Build

confidence in using technology

Step 3: Resident Participation

Select suitable residents and Start with small

sessions (20-30 minutes)

Step 4: Programme Delivery

Run sessions twice a week and Allow residents

to choose activities

Step 5: Evaluation

Collect feedback from staff and residents

Measure mood, engagement, and well-being

Step 6: Expansion

Improve programme and expand to more

homes

Development and Regulations

The VR equipment will be developed with
support from technology providers. Since VR
headsets are not medical devices, strict
medical approvalis not required, but safety
is still very important

The programme will follow proper guidelines
for health and safety. Data protection will
follow GDPR rules. Only necessary
information like consent forms will be
collected, and privacy will be protected.
Residents will always be supervised during
sessions to avoid risks like falls. Equipment will
also be cleaned properly to prevent
infection.

Research shows that technology for older
adults must respect their dignity and
independence (Chew et al., 2026; Kebede
et al., 2022). This programme will allow
residents to choose their experiences and still
interact with staff

Dissemination Plan

+ To promote the programme:

» Share resultsin journals and
conferences

+ Organise care home demonstration
events.

+ Use social media to share success
stories

« Work with charities and care
organisations

» Residents and staff will share their
experiences tfo encourage wider
adoption.

Conclusion

The VR Engagement Programme is a simple
and effective solution to improve life in care
homes. It helps reduce loneliness, improve
mental health, and create meaningful
experiences for older adults.




