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 Phase-1*: Stakeholder feedback on 5-minute VR nature therapy
experience [360° Video/ Meta Quest 2 headset] using online
Qualtrics survey.
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» Analysis: Frequencies/valid percents (SPSS V.28). VR Usability (SUS Scale) support would be
100% essential.”
S0 91% I 90% y \__ - %
81%
77% 76% o o 0
Results - I ﬁ H I I74/0I74/o 74%
Sample: N=43 Stakeholders (88% female; ages 18-50+years) with 40% -
PC experience/lnterest (Range: 1-20+ years). 20% I
/“Very relaxing it\ VR P : > £ 0 ) -ch o 3 % g | £ 5
— — »— : ‘ ‘II‘I: et - " — -
felt like | was resence % S5 9 :5; g 2 5 b > % % §
actually there.” 5 2 » 9 2 & & 5 983 835 ©
y " 5 § § 3 3z = 9 58 25 ¢
R/ e e =z S5 3 £ =2 £8 Q@
0 Q 0o ; 8 o - -
85 /0 & = = - ‘% g @
72% : - - ]
SusTotabus9 Sus3 Sus7 Sus8 Sus1 SusS Susb6 Sus10 Sus2 Sus4

Figure 4. Barchart of System Usability Scale Scores rating VR
Experience

Discussion

Stakeholders reported strong emotional benefits (calm, relaxed,
connected) and high usability (SUS: 77=15). High immersion
(72%) and realism (85%) levels support VR'’s potential beyond
mere distraction. However, adoption depends on local technical
support, staff training, and early staff engagement. Findings
suggest VR Is a credible adjunct to symptom management in
PC, warranting phased integration for successful
implementation.
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Figure 1. Barchart of Stakeholders Evaluation of VR
Presence and Engagement
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Figure 2. Stakeholders Experiencing
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