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come    

Given the frequency of health problems and anxiety among older adults with diasbilities living in nursing homes, this study aims to evaluate the occurrence of cybersickness among elderly and their acceptance of VR technology (i.e., anxiety to VR).
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• 36 participants (age = 89 ± 5.3; MMSE = 16 ± 3) from 8 nursing homes.

• Three VR sessions (S1, S2, S3) each consisting of a different 7-minutes immersion.

• An assessment of the Trait Anxiety (TA) using the State Trait Anxiety Inventory (STAI) form Y-B (Spielberger, 1983) was performed before S1 and at the end of S3. • State Anxiety (SA) and Heart Rate (HR) were evaluated before and after each session. • Subjects completed the Simulator Sickness Questionnaire (SSQ) (Kennedy et al., 1993) and gave feedback about realism, immersion, perceived pleasure, intention to use, and perceived usefulness for each session using an acceptance questionnaire (total score from 8 to 48).
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Results

• Two participants left the study for intolerance to VR and one for lack of motivation. • Cybersickness was noted on 21 % of sessions. The SSQ score did not vary over the sessions F (2, 32 ) = 1,22; p = .33. • HR measurements did not vary between before and after sessions F (2, 31) = 2,51; p = .08. • SA decreased significantly after each session F(32, 160) = 6,12 ; p< 0,001. • The acceptance score was 40.1± 7.1 out of 48 and did not vary between sessions F (2, 32) = 0,24 : p = .78 • Comparison of age, MMSE and TA scores between participants who suffered cybersickness (SSQ score >10) and those who had an SSQ score <10 does not show any differences. • VR seems to be well accepted among elderly dependent subjects with disabilities. • Age, MMSE and anxiety do not appear to be predictors of cybersickness. • Virtual Reality (VR) is used as an exposure technique for cognitive and affective disorders in the aging population (Skurla et al., 2022).

• VR experiences often elicit cybersickness.

• Cybersickness is associated with physiological effects, anxiety, and dropouts (Stanney et al., 2020;Ling et al., 2011).