Figure 1: Examples of the virtual reality (VR) environments used and a participant engaging with VR during a
subcutaneous penicillin injection (SCIP): a) VR environment selection screen; b) tropical beach environment; c) SCIP
patient using VR.

Table 1: Participant demographics and experiences with VR-assisted SCIP (N=10).

Demographic n (%) / mean score
Mean age, years (range) 15.2 (9-20)

Female 4 (40%)

Male 6 (60%)

Maori 5 (50%)

Pacific 5 (50%)

VR-assisted SCIP outcomes

Mean pain score—usual SCIP (0-10 scale) 5.1
Mean pain score—VR-assisted SCIP (0-10 scale) 3.3
Mean anxiety score—pre-injection (0-10 scale) 3.4
Mean anxiety score—post-injection (0-10 scale) 1.1
Would use VR again 10 (100%)
Would recommend VR to others 10 (100%)
Agreed or strongly agreed VR made the injection less painful/scary/manageable 10 (100%)

VR = virtual reality; SCIP = subcutaneous penicillin injection.
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