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Introduction  

Virtual Reality (VR) has emerged as a groundbreaking technology with the potential to 

revolutionize the landscape of both psychiatric and medical treatments. As healthcare systems 

worldwide continue to evolve, the integration of VR into therapeutic settings offers new 

possibilities for patient care, rehabilitation, and mental health management. With its ability to 

immerse patients in controlled, interactive environments, VR provides a unique platform for 

treating a wide range of conditions, from anxiety disorders and PTSD to chronic pain and 

stroke rehabilitation. By replicating real-life scenarios or creating entirely new virtual worlds, 

VR allows patients to confront their fears, engage in therapeutic exercises, and manage pain in 

ways that were previously unimaginable. The growing body of research highlights the efficacy of 

VR in addressing complex mental health issues and physical rehabilitation, offering patients 

novel ways to engage with their treatment. However, despite the promise VR holds, its 

widespread adoption faces several hurdles, including cost, training requirements, and the need 

for ongoing research to assess long-term effectiveness. In particular, regions like Tamil Nadu and 

other parts of India face unique challenges in adopting this technology due to financial constraints 

and resource limitations. As we look to the future, it is crucial to explore both the potential 

benefits and obstacles associated with the integration of VR in healthcare, while considering 

solutions that could make this innovative technology more accessible to those in need. 

In this discussion, we will explore the various applications of VR in psychiatric and 

hospital settings, review the challenges hindering its adoption, and propose ways to make VR a 

viable and sustainable treatment option, especially in resource-constrained areas like Tamil Nadu. 

Through understanding the current landscape and identifying opportunities for future integration, 

we can begin to unlock the full potential of VR in transforming healthcare delivery. 

 

Review of Literature 

Maples, K. M., et al. (2020): This systematic review analyzed VR as a non-pharmacological 

approach for chronic pain management. A 45-year-old male patient with chronic lower back pain 

participated in a VR rehabilitation program designed to reduce pain and improve mobility. After 

eight weeks, he reported a 30% reduction in pain intensity and increased range of motion. The 

review concluded that VR significantly reduced pain perception and assisted in rehabilitation, 

providing a promising alternative to painkillers and invasive procedures. 

Braverman, J. E., et al. (2019): This randomized controlled trial focused on VR exposure 

therapy for veterans with PTSD. A 39-year-old male veteran, who developed severe PTSD after 

witnessing a combat explosion, participated in a 12-session VR program where he revisited 

traumatic scenarios. After completing the therapy, the veteran experienced a 40% decrease in 
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PTSD symptoms, and he was able to re-engage in work and social activities. The study found that 

VR therapy was more effective than traditional methods for treating PTSD, with many patients 

showing significant improvement. 

Shiban, Y., et al. (2017): This meta-analysis reviewed various clinical trials on the use of VR 

exposure therapy for different anxiety disorders, such as social anxiety, agoraphobia, and 

generalized anxiety disorder. In one case, a 25-year-old woman with agoraphobia participated in a 

VR program where she gradually faced different public settings. After 15 sessions, her anxiety 

symptoms were significantly reduced, allowing her to engage in everyday activities without 

experiencing anxiety. The study concluded that VR exposure therapy led to significant reductions 

in anxiety symptoms and improved coping mechanisms for all patients. 

 

Methodology 

This study employed a comprehensive literature review to gather and analyze existing 

research on the use of Virtual Reality (VR) in psychiatric and hospital settings. The literature 

review focused on studies published between 2000 and 2024, covering various aspects of VR 

applications in mental health treatment, rehabilitation, and chronic pain management. 

Search Strategy 

The literature was sourced from major academic databases, including PubMed, 

ScienceDirect, and Google Scholar, using search terms such as "Virtual Reality in Psychiatry," 

"VR Therapy for PTSD," "VR for Chronic Pain," and "Virtual Reality in Rehabilitation." The 

search was further refined by limiting it to studies published in English and available in full-text 

form. 

Data Extraction and Analysis 

Relevant studies were systematically reviewed and categorized based on the type of 

mental health or medical condition they addressed. The findings were then synthesized to provide 

an overview of VR's effectiveness in psychiatric and hospital settings, with a focus on both its 

therapeutic potential and the challenges associated with its adoption. 

 

The Role of Virtual Reality in Psychiatric and Hospital Settings 

The growing body of research on Virtual Reality (VR) in psychiatric and hospital 

settings presents an exciting frontier in the treatment of various mental health conditions and 

rehabilitation efforts. As highlighted in the reviewed studies, VR has proven itself to be an 

effective tool across multiple areas, including anxiety disorders, PTSD, schizophrenia, pain 

management, and rehabilitation, suggesting that it can offer a significant complement to 

traditional therapies. 

 

Psychiatric Applications of VR 

In psychiatric settings, VR has been shown to significantly reduce symptoms in patients 

with anxiety disorders and PTSD. As evidenced by studies such as Rothbaum et al. (2015) and 

Carl et al. (2019), VR exposure therapy allows patients to safely confront their fears in a 

controlled environment, facilitating emotional processing and desensitization. VR's ability to 

simulate real-life traumatic experiences, as done with military veterans in PTSD treatments, 

enables patients to face their trauma in a manner that is both immersive and interactive, leading to 

substantial symptom reduction (Rothbaum et al., 2015). This suggests that VR can be a game-
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changer for patients who are often resistant to traditional forms of therapy, such as cognitive-

behavioral therapy or exposure therapy. The interactivity and engagement provided by VR 

may also play a role in keeping patients actively involved in their treatment, thus improving 

overall outcomes. 

For patients with social anxiety or social phobia, VR also shows promise, as 

demonstrated in Pelaez et al. (2018). The use of VR to simulate social interactions allows 

individuals to practice these situations without the fear of judgment or failure, leading to 

enhanced social confidence and reduced anxiety. This becomes particularly relevant in 

psychiatric settings, where patients may feel isolated or disconnected from others. By providing 

a platform for practicing social skills in a controlled, supportive environment, VR can help break 

down barriers to recovery. 

Additionally, the use of VR in treating borderline personality disorder (BPD), as 

outlined in Koenig et al. (2016), highlights the technology’s potential in improving emotional 

regulation and interpersonal effectiveness. BPD patients often struggle with impulsivity, 

emotional instability, and interpersonal conflict. VR therapy, which simulates real-world social 

scenarios, helps these individuals practice better coping mechanisms in emotionally charged 

situations, leading to improved emotional responses and greater interpersonal success. 

 

Hospital-Based Applications of VR 

In hospital settings, VR is proving to be equally beneficial. One of the most well-

documented applications is in pain management, where VR has shown to reduce pain 

perception and anxiety during medical procedures (Johnson et al., 2020; Jensen et al., 2016). For 

pediatric patients undergoing painful treatments, such as wound dressing changes or injections, 

VR provides a welcome distraction. By immersing children in virtual worlds, VR diverts their 

attention from the pain, leading to significant reductions in perceived discomfort. The ability of 

VR to transport patients to calming environments or engage them in playful scenarios has made it 

a valuable tool in alleviating acute pain and helping manage chronic conditions as well. 

Moreover, VR is emerging as a crucial tool in rehabilitation, particularly for stroke 

recovery. As highlighted by Laver et al. (2017), VR is being used to improve motor recovery, 

balance, and cognitive functions in stroke patients. The immersive nature of VR exercises 

makes them more engaging, which increases patient adherence to rehabilitation programs. For 

patients recovering from a stroke, motivation to continue physical therapy can be a major barrier. 

However, by introducing VR as a treatment modality, rehabilitation becomes less monotonous 

and more interactive, which has been shown to enhance both physical and cognitive recovery. 

 

Realim VR: A Prototype in Development 

Introduction 

To address the problem and collaboration between technology developers and 

healthcare professionals will be key initiative in ensuring that VR interventions which are not 

only effective but also accessible. Developing culturally appropriate VR content that aligns with 

local social norms and languages is also crucial in enhancing the therapeutic experience and 

ensuring widespread adoption in diverse populations. 
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Figure 1: REALIM VR 

Realim VR is an emerging virtual reality headset designed to offer an affordable yet high-

quality immersive experience. While comparable to premium headsets, Realim leverages cost-

effective components without sacrificing essential functionality.     

 

Potential for Future Integration 

Despite these challenges, the future of VR in healthcare looks bright, especially with 

advancements in VR technology and decreasing costs of equipment. Governments and healthcare 

institutions must focus on subsidizing VR technology and providing training to healthcare 

professionals in order to facilitate the adoption of VR in treatment settings. Moreover, creating 

cost-effective VR solutions tailored to the needs of low-income regions could democratize 

access to this transformative tool. In regions like Tamil Nadu, where healthcare systems may 

struggle with limited resources, local innovation or partnerships between technology companies 

and healthcare providers could create affordable VR solutions to bridge the gap. 

 

Features Overview 

• Display Technology: High-resolution LCD panels ensure vibrant colors and smooth 

refresh rates. 

• Processor: A custom ARM-based SoC is optimized for VR, balancing performance and 

energy efficiency. 

• Tracking System: Hybrid inside-out tracking uses a combination of cameras and sensors 

for precise motion detection. 

• Audio: Directional stereo speakers offer immersive sound without the need for advanced 

systems. 

• Materials: Lightweight polymers and durable alloys ensure comfort and longevity. 

• Battery: A custom lithium-ion battery supports up to five hours of usage. 

Key Benefits 

• Affordability: Realim VR is priced to provide accessibility for a wide audience. 

• Comfort: Lightweight design allows for extended use with minimal fatigue. 

• Versatility: Applicable in various sectors including gaming, education, and healthcare. 

Applications 

• Gaming and Entertainment: Immersive experiences with high-quality visuals and 

sound. 

• Education and Training: Simulates complex learning environments, enhancing 

interactive education. 

• Healthcare: Supports therapeutic and training applications, such as virtual therapy 

sessions. 
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• Professional Fields: Facilitates virtual meetings, product designs, and simulation-based 

training 

Realim is positioned as an affordable, high-performance VR solution, bridging the gap between 

premium headsets and cost-conscious consumers. Future iterations will aim to refine the product 

further while maintaining affordability and accessibility. 

 

Comparison Overview: Realim vs Competitors 

Aspect Realim (Prototype) Apple Vision Pro Meta Quest Pro 

Price Affordable Range (~$299) High-End (~$3,499) Mid-Range 

(~$999) 

Display 

Technology 

High-Resolution LCD 

Panels 

Micro-OLED QLED + LCD 

Processor Efficient VR-Optimized 

SoC 

M2 Chip Snapdragon XR2 

Gen 2 

Tracking 

System 

Hybrid Inside-Out 

Tracking 

Advanced LiDAR + 

Cameras 

Inside-Out 

Tracking 

Audio System Directional Stereo 

Speakers 

Spatial Audio Spatial Audio 

Weight ~400 grams 612 grams 503 grams 

Battery Life Up to 5 Hours ~2 Hours 2-3 Hours 

Materials Lightweight Polymers & 

Alloys 

Aluminium & Glass Plastic & 

Aluminium 

TABLE : 1  Realim vs Competitors 

 

Generalized Component Pricing for Realim vs Competitors 

Component Realim (Estimate) 
Vision Pro 

(Estimate) 

Meta Quest Pro 

(Estimate) 

Display 

Technology 

Competitive Pricing Premium Pricing Mid-Range Pricing 

Processor Efficient, Cost-Effective Premium Tier Mid-Tier 

Tracking System Budget-Friendly Solution Advanced Tracking Standard Tracking 

Audio System Cost-Efficient Stereo High-End Spatial 

Audio 

Mid-Range Spatial 

Audio 

Materials Polymers, Alloys 

(Affordable) 

Premium Materials Mid-Range Materials 

Battery Custom Li-Ion Premium High-

Capacity 

Standard Capacity 

TABLE 2 : Component Pricing for Realim vs Competitors 

 

Conclusion 

The integration of Virtual Reality into psychiatric and medical settings is a promising 

development in healthcare. Through its immersive and interactive nature, VR has demonstrated 

its potential to improve outcomes for patients with mental health conditions and those 
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undergoing rehabilitation. However, challenges related to cost, training, and long-term 

effectiveness remain. Addressing these barriers through innovation, collaboration, and policy 

support could make VR an essential tool in psychiatric social work and medical therapy, 

helping create a more accessible, effective, and engaging healthcare system. 
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