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as a non-pharmacological 

intervention on a 
behavioral support unit
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Faculty/Presenter Disclosure

• Presenters: Mara Swartz and Grace Chung

• Relationships with commercial interests: 
• Grants/Research Support: None

• Speakers/Bureau/Honoraria: None

• Consulting Fees: None 
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Disclosure of Commercial Support

• This program has NOT received financial support other than the 
support of the MOHLTC

• This program has NOT received in-kind support

• Potential conflict(s) of interest:
None to be disclosed, however: 
• Baycrest currently works with a vendor, Rendever VR, as a technology partner (made possible 

due to the generous donation of the Scheinberg Relief Fund) and uses standalone Oculus Go 
headsets where appropriate 

• Baycrest is not sponsored by Oculus or Rendever VR, nor do we claim any conflict of interest 
or endorsement of any other products, devices, or services mentioned in this presentation 
unless otherwise stated 
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Mitigating Potential Bias

The information presented in this program is based on recent 
information that is explicitly “evidenced-based”.

The Behavioural Support Rounds Program and its material is peer 
reviewed and all the recommendations involving clinical medicine are 
based on evidence that is accepted within the profession; and all 
scientific research referred to, reported, or used in the BSR Activity in 
support or justification of patient care recommendations conforms to 
the generally accepted standards. 
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Agenda

• An overview of Baycrest’s TBSU 

• Therapeutic recreation on the TBSU

• Introducing VR 

• The “Why” and “How” 

• Overview of the TBSU’s VR protocol

• Equipment used 

• Identifying successful and unsuccessful interventions 

• Case Studies

• What’s next?  
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Learning Objectives

1) Understand the benefits of VR in various use cases 

2) Understand how VR can be introduced into a behavioral 
support unit 

3) Differentiate between successful and unsuccessful VR 
interventions 
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An overview of Baycrest’s TBSU 
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It always starts with “Why” – Why VR? 

A new way to create an 
immersive environment for 
clients to produce a 
positive change in behavior, 
even for a short period of 
time 
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It always starts with “Why” – Why VR? 

Potential benefits of VR as a 
recreational intervention: 

• Connect to a part of who they 
are and their life stories

• Create moments of lucidness 
and opportunities to engage in 
meaningful ways

• Create new ways to engage 
with the world and 
experiences

• Mitigate social isolation

• Mitigate responsive behaviors

• And much more
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“[Therapeutic] Recreation’s purpose is not to pass 

time, but to make time live; not to keep a person 

occupied, but to keep him or her refreshed; not to 

offer an escape from life, but to provide a discovery 

of life.”

– Author unknown
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Introducing VR to Baycrest: the How  

• Starting with implementation 
based on existing research and 
practices 

• Instead of starting as another 
research project or “re-creating the 
wheel” 

11

• Acknowledging that innovation adoption can be challenging for a 
number of factors, and understanding those challenges 



Introducing VR to Baycrest: the How  

• Setting that stage for successful adoption 
• Cross-disciplinary approach to develop guidelines and protocols on how 

to safely use VR with our population 

• Fostering interest and dedicated Champions to help launch the initiative  
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• Involvement of the vendor in 
training and understanding the 
platform, and regular 
communication for any issues or 
updates, as needed 

• Internal VR Rounds to share 
practices, tips, etc. 
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VR protocol specific 
to the TBSU



Equipment that we use to 
deliver VR on the TBSU  

Since Fall 2020, we have been using: 
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NOTE: All IPAC 
approved 
protocols are 
followed during 
the delivery of 
VR sessions



Identifying successful and unsuccessful 
VR interventions 
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"Not all leisure experiences in community settings 

need to be successful, but the privilege to achieve 

or fail is a part of a learning process that for too 

long has been denied individuals with disabilities."

Stuart Schleien & M. Tipton Ray
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“Therapeutic recreation is about providing 

opportunities to engage in meaningful recreation 

and leisure, and removing barriers to do so. It 

focuses on improving well-being in all domains of 

health: physical, mental, emotional, social, and 

spiritual.”

TRO website
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What’s next for VR on the TBSU? 
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Conclusion: Key takeaways

25



26

Baycrest is creating a world where every 
older adult enjoys a life of purpose, 

inspiration and fulfilment. 

Using technology and innovation, we are 
helping older adults discover a new 

world full of possibilities. 



Special thanks 
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The success and progress around using VR an a non-pharmacological 

intervention could not be made possible with key team members and 

supporting staff – special thanks to: 

• Kristal Kong, former Georgian College intern in 2020 

• Cyrelle Muskat, Director of Quality, Systems and Wellness, Manager of 

Apotex TR team and SQLI Lead 

• Tejas Patel, Clinical Manager, Apotex 3rd floor and TBSU 

• Arianne Palmares, Feeding Assistant 

• Families and residents of the TBSU 

• Baycrest Innovation Office (BIO) 



Questions? 

To learn more, contact us at:

Mara Swartz mswartz@Baycrest.org 

BIO innovation@Baycrest.org 



References

29

Appel, L. et al. “Administering virtual reality therapy to manage behavioral and psychological symptoms 
in patients with dementia admitted to an acute care hospital: Results of a pilot study.” JMIR Formative 
Research. 2021 Feb 3; 5(2):e22406. doi: 10.2196/22406.

Brimelow, R.E., et al. “Feasibility of group-based multiple virtual reality sessions to reduce behavioral and 
psychological symptoms in persons living in residential aged care.” Journal of the American Medical 
Directors Association. 2022 May; 23(5)831-837.e2. doi: 10.1016/j.jamda.2021.07.026.

Coelho, T. et al. “Promoting reminiscences with virtual reality headsets: A pilot study with people with 
dementia.” International Journal of environmental research and public health. 2020 Dec; 17(24): 9301. 
doi: 10.3390/ijerph17249301.  

Kim, J.H., et al. “Developing a virtual reality for people with dementia in nursing homes based on their 
psychological needs: A feasibility study.” BMC Geriatrics. 2021 Mar 7; 21(1):167. doi: 
10.1016/j.jamda.2021.07.026.

Saredakis, D. et al. “Using virtual reality to improve apathy in residential aged care: Mixed methods 
study.” Journal of medical internet research. 2020 June 26; 22(6):e17632. doi: 10.2196/17632. 

Walden, A. and Feliciano, L. “A virtual reality intervention to reduce dementia-related agitation using 
single-case design.” Clinical Gerontology. Jul-Sep 2022; 45(4):1044-1054. doi: 
10.1080/07317115.1954121


