10.

1.

12.

References

Hoffman HG, Patterson DR, Carrougher GJ. Use of virtual reality for adjunctive
treatment of adult burn pain during physical therapy: A controlled study. The Clinical
Journal of Pain. 2000;16(3):244-250.
doi:https://doi.org/10.1097/00002508-200009000-00010

Hoffman HG, Richards TL, Coda B, et al. Modulation of thermal pain-related brain
activity with virtual reality: evidence from fMRI. NeuroReport. 2004;15(8):1245-1248. doi:
https://doi.org/10.1097/01.wnr.0000127826.73576.91

Hoffman HG, Richards TL, Van Oostrom T, et al. The analgesic effects of opioids and
immersive virtual reality distraction: Evidence from subjective and functional brain
imaging assessments. Anesthesia & Analgesia. 2007;105(6):1776-1783.
doi:https://doi.org/10.1213/01.ane.0000270205.45146.db

Malloy KM, Milling LS. The effectiveness of virtual reality distraction for pain reduction: A
systematic review. Clinical Psychology Review. 2010;30(8):1011-1018.
doi:https://doi.org/10.1016/j.cpr.2010.07.001

Sanchez-Vives MV, Slater M. From presence to consciousness through virtual reality.
Nature Reviews Neuroscience. 2005;6(4):332-339. doi:https://doi.org/10.1038/nrn1651
Matamala-Gomez M, Donegan T, Bottiroli S, Sandrini G, Sanchez-Vives MV, Tassorelli
C. Immersive virtual reality and virtual embodiment for pain relief. Frontiers in Human
Neuroscience. 2019;13. doi:https://doi.org/10.3389/fnhum.2019.00279

Martini M, Perez-Marcos D, Sanchez-Vives MV. Modulation of pain threshold by virtual
body ownership. European Journal of Pain. 2014;18(7):1040-1048.
doi:https://doi.org/10.1002/j.1532-2149.2014.00451.x

Schmidt M, Schmidt C, Glaser N, Beck D, Lim M, Palmer H. Evaluation of a spherical
video-based virtual reality intervention designed to teach adaptive skills for adults with
autism: a preliminary report. Interactive Learning Environments. Published online
February 13, 2019:1-20. doi:https://doi.org/10.1080/10494820.2019.1579236

Argyriou L, Economou D, Bouki V, Doumanis I. Engaging immersive video consumers:
challenges regarding 360-degree gamified video applications. IEEE Xplore.
doi:https://doi.org/10.1109/IlUCC-CSS.2016.028

Fonseca D, Kraus M. A comparison of head-mounted and hand-held displays for 360°
videos with focus on attitude and behavior change. Proceedings of the 20th International
Academic Mindtrek Conference. Published online October 17, 2016.
doi:https://doi.org/10.1145/2994310.2994334

Sutcliffe AG, Kaur KD. Evaluating the usability of virtual reality user interfaces. Behaviour
& Information Technology. 2000;19(6):415-426.
doi:https://doi.org/10.1080/014492900750052679

Zhang T, Booth R, Jean-Louis R, et al. A primer on usability assessment approaches for
health-related applications of virtual reality. JMIR Serious Games. 2020;8(4):e18153.
doi:https://doi.org/10.2196/18153



