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Purpose:	
  The	
  purpose	
  of	
  this	
  randomized	
  controlled	
  study	
  is	
  to	
  determine	
  the	
  clinical	
  feasibility	
  of	
  using	
  
virtual	
  reality	
  at	
  the	
  bedside	
  with	
  patients	
  who	
  are	
  undergoing	
  a	
  bone	
  marrow	
  biopsy.	
  Outcome	
  
measures	
  included	
  pre	
  and	
  post	
  pain	
  and	
  anxiety	
  assessment	
  and	
  cost	
  analysis.	
  Methods:	
  A	
  prospective,	
  
randomized	
  control	
  trial	
  design	
  was	
  used	
  to	
  test	
  three	
  hypotheses.	
  The	
  first	
  was	
  that	
  virtual	
  reality	
  (VR)	
  
immersion	
  can	
  be	
  successfully	
  applied	
  to	
  patients	
  undergoing	
  bone	
  marrow	
  biopsy	
  and	
  aspirates.	
  The	
  
second	
  was	
  that	
  patients	
  receiving	
  VR	
  immersion	
  experience	
  less	
  pain	
  and	
  anxiety	
  than	
  without	
  VR.	
  The	
  
third	
  hypothesis	
  was	
  that	
  VR	
  immersion	
  is	
  a	
  cost-­‐effective	
  adjunct	
  in	
  clinical	
  care.	
  Results:	
  VR	
  was	
  
successful	
  at	
  the	
  bedside	
  during	
  bone	
  marrow	
  biopsies.	
  While	
  not	
  statistically	
  significant,	
  the	
  VR	
  
intervention	
  did	
  show	
  a	
  trend	
  toward	
  better	
  outcomes	
  in	
  both	
  pain	
  control	
  and	
  anxiety.	
  VR	
  also	
  has	
  the	
  
potential	
  to	
  result	
  in	
  a	
  fiscal	
  advantage	
  over	
  standard	
  care.	
  VR	
  was	
  well	
  received	
  and	
  provided	
  
distraction	
  for	
  the	
  majority	
  of	
  patients.	
  Conclusions:	
  VR	
  immersion	
  is	
  a	
  user-­‐friendly	
  intervention	
  that	
  
subjectively	
  provides	
  distraction	
  for	
  patients	
  who	
  are	
  undergoing	
  bone	
  marrow	
  biopsy	
  and	
  aspirates.	
  It	
  
is	
  a	
  relatively	
  inexpensive	
  intervention	
  in	
  today’s	
  technological	
  environment.	
  Virtual	
  reality	
  as	
  an	
  
intervention	
  deserves	
  additional	
  research	
  in	
  clinical	
  settings.	
  


