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ABSTRACT 

Many people around the world experience chronic anxiety, which is a 

mental health problem. This condition is characterized by excessive and 

ongoing worry, often for no apparent reason, which can interfere with 

daily life. Virtual reality (VR) therapy is one of the innovative 

approaches to treating mental health conditions in recent years thanks to 

advances in technology. This research was conducted with the aim of 

finding out, such as the realism of the virtual environment, interactivity, 

and length of exposure, some of the elements of virtual therapy that are 

most helpful in reducing anxiety. In addition, to identify topics that 

require additional research to increase empirical evidence on the effects 

of virtual reality therapy, as well as encourage long-term research to 

evaluate the long-term impact of virtual reality therapy on chronic 

anxiety. The method used by researchers in researching the Impact of 

Virtual Reality Therapy in Managing Chronic Anxiety in Clinical 

Psychology is to use a quantitative method. The data obtained by 

researchers was obtained from the results of distributing questionnaires. 

The distribution of questionnaires carried out by researchers was carried 

out online using Google From software. The results of data acquisition 

will also be tested again using the SPSS application. From the research 

results, it can be seen that studies have shown quite positive results 

regarding virtual reality (VR) therapy in the treatment of chronic anxiety. 

It is used as part of exposure therapy, where a person is gradually 

exposed to anxiety-inducing stimuli in a safe and controlled virtual 

environment. It is excellent for treating phobias, post-traumatic stress 

disorder (PTSD), and other anxieties. From this study, researchers can 

conclude that virtual reality (VR) therapy can be an effective treatment 

for anxiety. A person receiving VR therapy has the opportunity to 

confront and manage anxiety triggers in a controlled and safe 

environment, which helps them develop resilience and coping skills. 
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INTRODUCTION 

Psychology is a field of science that studies the brain and human behavior. It 

covers areas such as cognition, emotion, perception, motivation, and social interaction 

(Huffman et al., 2020). The goal of psychology is to understand how humans think, feel, 

and behave in various situations. Meanwhile, clinical psychologists are a special branch 

of psychology that concentrates on the assessment, diagnosis, treatment and prevention 

of mental and emotional disorders (Liu et al., 2021). To help their clients, they may use 

cognitive therapy, behavioral therapy, psychodynamic therapy, humanistic therapy, and 

virtual reality therapy (Yap et al., 2021). In summary, psychology is a broader field that 

studies mental processes and human behavior. In contrast, clinical psychology is a more 

specialized field that studies the clinical aspects of therapy and mental health 

(Siyothula, 2019). 

A person who experiences emotional changes that can develop into a pathological 

condition is called an emotional mental disorder (Geerlings et al., 2018). People who 

have good mental health basically cannot be separated from anxiety and guilt. However, 

people who have good mental health will not be able to control this anxiety and guilt 

(Goodie et al., 2022). To be able to solve all problems and obstacles with confidence 

and without disturbing one's own integrity, good mental health is needed, so that a 

person's anxiety can be well controlled (Walsh et al., 2018). Likewise, if anxiety cannot 

be controlled properly, it will certainly interfere with daily activities (Izquierdo Elizo et 

al., 2022). Even if the anxiety is left alone, it can become chronic anxiety which is very 

fatal. 

Anxiety is a general feeling of unclear origin and is a function of a person's ego 

about the possibility of a danger or bad thing coming where they experience fear, worry 

or apprehension (Haselau & Saville Young, 2023). Internal factors (gender, age, level of 

education, and experience in care) and external factors (medical condition/disease 

diagnosis, access to information, therapeutic communication, environment, and health 

facilities) are two types of factors that influence anxiety (Paltoglou et al., 2019). Other 

causes of anxiety, such as unpleasant thoughts, can cause a person to feel worried and 

anxious. Reduced self-confidence, irritability, stress, difficulty concentrating, and being 

withdrawn are other psychological symptoms that may appear, so they can disturb an 

individual who is experiencing anxiety (Roth-Rawald et al., 2020). Therefore, further 

action is needed in managing anxiety that occurs in an individual, so that anxiety can be 

managed well, and can be eliminated by carrying out special treatment (Kwok, 2019). 

Chronic anxiety is a psychological condition characterized by ongoing and 

excessive feelings of anxiety or worry, which last for a long time (Meira E Siqueira-

Campos et al., 2019). Conditions like this almost always occur and interfere with a 

https://creativecommons.org/licenses/by-sa/4.0/
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person's daily life and normal functioning. Chronic anxiety is often confused with acute 

anxiety (Karaaslan et al., 2020). However, there are two things that differentiate acute 

anxiety from chronic anxiety, namely duration and intensity. Acute anxiety may have 

no clear cause and feel like it never goes away (Yan et al., 2019). In contrast, chronic 

anxiety may appear during stressful or chaotic life events and then disappear soon 

afterward (Tripathi et al., 2019). GAD, panic disorder, and others are some examples of 

chronic anxiety disorders. 

Virtual reality (VR) can be defined as a technology that creates artificial 

environments that can be simulated by computers and can be accessed by users via 

special devices such as VR headsets (Huang et al., 2019). This technology allows users 

to have a deep and immersive experience as if they were in the real world. Virtual 

reality is used in clinical psychology to create scenarios that can help people face and 

manage their anxiety in a safe and controlled manner (Meißner et al., 2019). By 

confronting anxiety triggers in a controlled environment, VR can help individuals 

reduce their anxiety levels and teach effective coping techniques (Du et al., 2018). 

Additionally, VRT offers advantages in terms of flexibility and personalization of 

therapy, as it can be tailored to each individual's unique needs and conditions.  

Chronic anxiety usually occurs in adults. Chronic anxiety disorders, such as 

generalized anxiety disorder, can appear in adults and can persist for months or years 

for no apparent reason (Wei et al., 2019). Many adults experience chronic anxiety for 

several reasons. One of the main causes is chronic stress that never gets a signal to 

return to normal functioning (Saredakis et al., 2020). Chronic stress can weaken the 

immune system, making people more susceptible to viral infections and frequent 

illnesses. In addition, chronic anxiety can also worsen symptoms of asthma and heart 

disease, as well as increase the risk of high blood pressure and depression (Wang et al., 

2019). 

Virtual reality (VR) therapy has been shown to be effective in managing chronic 

anxiety by diverting attention from anxiety-inducing situations to a safer, more 

controlled place (Makransky et al., 2021). VR can also help patients overcome 

psychosis, trauma, and addiction. However, you also need to pay attention to side 

effects such as nausea, dizziness, headaches, eye strain or fatigue (Gupta et al., 2018). In 

clinical psychology, VR is used to help patients with various types of mental disorders, 

including chronic anxiety such as using Virtual Reality Exposure therapy (Gold & 

Mahrer, 2018). Exposure therapy with virtual reality can help patients with height 

phobia face and overcome various mental conditions in a safe and controlled 

environment (Itani & Hollebeek, 2021). Next is post-traumatic trauma therapy, where 

virtual reality can help patients overcome trauma with the guidance of a therapist while 

they are at home, which can help them overcome logistical problems and increase 

compliance with therapy (Appel et al., 2020). 

The type of method used in this research is a quantitative method. This method is 

used so that the final results of the processed data can be known clearly and precisely 

regarding the Impact of Virtual Reality Therapy in Managing Chronic Anxiety in 
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Clinical Psychology. The data collection process was obtained by the researcher from 

the results of the respondents' answers that the researcher had carried out (Fowler et al., 

2023). Researchers created a questionnaire with 10 questions, then distributed it via 

Goggle from. After the data is collected, the data will be calculated into a percentage 

and presented in table form. In processing research data, researchers use SPSS software 

which aims to make it easier for researchers to process data, and the data results are 

more relevant. Furthermore, the researcher really hopes that the next researchers will 

research and study more deeply the impact of virtual reality therapy in managing 

chronic anxiety in clinical psychology. 

 

RESEARCH  

METHOD 

Research Design 

 This research uses a quantitative research design, which uses statistical 

processes to present data in the form of numbers. Researchers created twenty questions 

to collect information about the research to find out the results. Researchers will ask 

respondents to answer the questions asked, which will be presented in the form of tables 

and percentages (Muñoz De Las Heras et al., 2020). The purpose of processing this data 

with the SPSS application is to compare the results of respondents' answers. After this 

comparison, researchers can provide solutions to any information they get about the 

Impact of Virtual Reality Therapy in Managing Chronic Anxiety Clinical Psychology.  

Research Procedure 

 In this study, researchers investigated the impact of virtual reality therapy in 

managing chronic anxiety in clinical psychology. The aim of the researcher is to 

investigate this matter so that the researcher can collect, analyze and provide 

understanding of the data that has been collected. In making questions, the researcher 

used good language that was easy for respondents to understand when filling out the 

questionnaire distributed by the researcher later (Ji & Liu, 2022). This aims to ensure 

that respondents who provide responses to questions asked by researchers can be 

answered quickly. That way, it will be easier for researchers to test the data being 

investigated regarding the impact of virtual reality therapy in managing chronic anxiety 

in clinical psychology. 

Research Subject 

 In researching the Impact of Virtual Reality Therapy in Managing Chronic 

Anxiety in Clinical Psychology, researchers of course determine the subjects for their 

research. In this study, the subjects of this research were aimed at adults aged 17 years 

and over. Before the questionnaire was distributed by the researcher, the researcher 

asked the respondents for their willingness to spend their time filling out the 

questionnaire that the researcher would distribute (Ingram, 2019). The questionnaire 

each contains 10 questions about the Impact of Virtual Reality Therapy in Managing 

Chronic Anxiety in Clinical Psychology. 
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Research Ethics  

 After the researcher carried out several stages as previously explained, in 

conducting research, the researcher also paid close attention to ethics and manners in 

research. Researchers believe that ethics needs to be considered whenever and 

wherever, including in the research being conducted (Lackritz & Horowitz, 2021). This 

aims to gain trust and readiness from the respondents or those who are the objects of 

this research. Furthermore, in this research, the researcher also explains information 

related to the research, one of which is information in filling out the questionnaire. This 

information was explained by the researcher so that the respondents were ready and 

willing to voluntarily provide responses and answers to the questions asked by the 

researcher. 

Data Collection and Analysis 

 Data collected by researchers in researching the Impact of Virtual Reality 

Therapy in Managing Chronic Anxiety in Clinical Psychology, will be processed into 

the SPSS application. Then the data that has been obtained will be presented by 

researchers in the form of tables and diagrams. The purpose of presenting it in table and 

diagram form is to be able to see a comparison of the results of research conducted by 

researchers regarding the Impact of Virtual Reality Therapy in Managing Chronic 

Anxiety Clinical Psychology (Yang et al., 2022). Next, the obtained data results are 

converted into percentages or averages. Then the data results will be tested again using 

the T-test. 

Table 1  

Category Impact of Virtual Reality Therapy in Managing Chronic Anxiety Clinical 

Psychology 

no  Earning Category  Value interval 

1 Agree  35-65% 

2 Strongly agree >90% 

3 Don't agree 25%-50% 

4 Don't agree 0-25%% 

Total    100% 

 

Figure 1 

Data Collection and Analysis Flow 
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 Figure 1 above shows how researchers collect and analyze research data. The 

results of data acquisition came from respondents' answers to the researcher's questions. 

Furthermore, in the quantitative research method, the researcher will also test again 

using the T-test which will be used to enter research data into the SPPS application. The 

number of questions asked by the researcher was 20 questions, where each question was 

divided into ten questions with different questions. Only after the questionnaire is 

distributed can researchers formulate and draw conclusions from the research object.  

 

RESULTS 

In the field of clinical psychology, virtual reality therapy has emerged as a 

promising method for treating chronic anxiety. This method offers an innovative 

solution to the problems of traditional treatments. Virtual reality works because it can 

create a safe and controlled environment where patients can gradually confront the 

cause of their anxiety. This allows therapists to adjust the intensity of exposure 

according to each patient's needs, which results in more personalization of treatment. In 

addition, the immersive nature of virtual reality enhances patient engagement in 

therapy. Compared to conventional approaches, the interactive experience that virtual 

reality offers tends to be more engaging, which can increase patients' motivation and 

their adherence to the treatment program. Furthermore, virtual reality makes therapy 

more accessible, allowing patients to participate in sessions from the comfort of their 

own homes, which is especially beneficial for patients who may have difficulty gaining 

access to therapy. 

 

Table 2 

Recap of Percentage Results from Respondents' Answers 

No. Question 
strongly 

agree 

Agree Disagree Don’t 

Agree 

1 

Virtually reality therapy can provide a safe 

and controlled environment for patients to 

confront their anxiety triggers. 

56% 30% 14% 0% 

2 

Virtual reality allows simulation of difficult 

or frightening situations without any real 

risk, helping patients to learn to cope with 

anxiety. 

59% 35% 6% 0% 

3 

Studies show that virtual reality therapy is 

effective in reducing symptoms of chronic 

anxiety. 

30% 40% 19% 11% 

Drawing Conclusions 
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Table 2 above shows the distribution of questionnaires that have been conducted 

by researchers. This questionnaire contains ten questions about the impact of virtual 

reality therapy in managing chronic anxiety in clinical psychology. In addition, during 

the distribution of the questionnaire, the researcher has percented each response from 

the respondents. Therefore, respondents can choose to answer the researcher's questions 

by providing options such as strongly agree, agree, disagree, or disagree. And it can also 

be seen from the first question asked by researchers regarding virtual reality therapy can 

provide a safe and controlled environment for patients to deal with their anxiety 

triggers, getting the highest score of 56% in the strongly agree option. The second 

question about virtual reality allows simulation of difficult or frightening situations 

without real risk, helping patients to learn to overcome anxiety, obtained a percentage 

result of 59% in the strongly agree option. 

The third question about the study shows that virtual reality therapy is effective in 

reducing symptoms of chronic anxiety, obtaining a percentage result of 40% in the 

agree category. The fourth question about virtual reality therapy can be adapted to 

individual needs, providing a more personalized approach to anxiety management, 

obtained a percentage of 43% in the agree category. Next, the fifth question, Patients 

often report a decrease in anxiety levels after several virtual reality therapy sessions, 

getting a percentage of 35% in the option choice strongly agree. The sixth question 

4 

Virtual reality therapy can be adapted to suit 

individual needs, providing a more 

personalized approach to anxiety 

management. 

32% 43% 20% 5% 

5 

Patients often report a reduction in anxiety 

levels after a few virtual reality therapy 

sessions. 

35% 30% 25% 10% 

6 

Virtual reality therapy can help patients 

develop better coping skills in dealing with 

real situations. 

45% 35% 15% 5% 

7 

Virtual reality allows gradual exposure to 

anxiety-inducing situations, helping patients 

to gradually reduce their emotional reactions. 

25% 30% 35% 10% 

8 

With virtual reality, patients can practice 

relaxation and breathing techniques in a 

calming virtual environment. 

43% 32% 23% 2% 

9 

Virtual reality therapy is often more 

appealing to young patients who are used to 

technology, increasing their participation in 

therapy. 

55% 30% 10% 5% 

10 
Virtual reality can help identify and treat the 

root causes of anxiety more effectively. 
20% 25% 40% 15% 
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virtual reality therapy can help patients develop better coping skills in dealing with real 

situations, getting a percentage of 45% who strongly agree. 

Exposure to anxiety-inducing situations, helping patients reduce their emotional 

reactions gradually, getting a percentage result of 35% for the option choice of less 

agree. In the eighth question regarding virtual reality, patients can practice relaxation 

and breathing techniques in a soothing virtual environment, obtaining a percentage of 

43% in the strongly agree category. The ninth question about virtual reality therapy is 

often more interesting for young patients who are familiar with technology, increasing 

their participation in therapy, getting a percentage result of 55% in the strongly agree 

category. For the last question regarding virtual reality can help identify and treat the 

root causes of anxiety more effectively, getting a percentage of 40% in the option 

choice of less agree. 

Table 3 

Recap of Percentage Results from Respondents' Answers 

No. Question 
strongly 

agree 

Agree Disagree Don’t 

Agree 

1 

Virtual reality therapy can be integrated 

with other therapeutic methods, such as 

CBT (Cognitive Behavioral Therapy), for 

more comprehensive results. 

20% 30% 35% 15% 

2 
Patients using virtual reality therapy often 

report improved overall quality of life 
26% 38% 25% 11% 

3 

Virtual reality therapy can help reduce 

Patients using virtual reality therapy often 

report improved overall quality of 

lifedependence on medications to manage 

anxiety 

60% 20% 20% 0% 

4 

The effectiveness of virtual reality therapy 

in managing chronic anxiety is supported 

by numerous clinical studies 

35% 40% 28% 3% 

5 

Virtual reality therapy allows for unlimited 

repetition of exposure exercises, helping to 

reinforce learned skills 

57% 33% 8% 2% 

6 

Virtual reality can be used to explore 

scenarios that are difficult to access in real 

life, such as flights or crowded public 

spaces 

19% 25% 38% 18% 

7 
Patients can feel more control over their 

therapy process when using virtual reality 
35% 40% 12% 13% 



The Impact of Virtual Reality Therapy in Managing Chronic Anxiety in Clinical Dipsychology 

462 

In the table 3 statement above, the researcher has also made ten questions. Which 

can be seen from the first question regarding virtual reality therapy can be integrated 

with other therapeutic methods, such as CBT (Cognitive Behavioral Therapy), for more 

comprehensive results, getting a percentage score of 35% in the disagree category 

option. Next, question number two about patients who use virtual reality therapy often 

report an improvement in overall quality of life, received a percentage score of 38% in 

the agree category. The third question about virtual reality therapy can help reduce 

dependence on medications to manage anxiety, received a percentage score of 60% in 

the strongly agree category. 

Furthermore, the fourth question about the effectiveness of virtual reality therapy 

in managing chronic anxiety is supported by various clinical studies, getting a 

percentage score of 40% percentage score in the agree category option. The fifth 

question about virtual reality therapy allows unlimited repetition of exposure exercises, 

helping to strengthen learned skills, getting a percentage score of 57% in the strongly 

agree category. The sixth question about virtual reality can be used to explore scenarios 

that are difficult to access in real life, such as flights or crowded public spaces, received 

a percentage score of 38% in the disagree category. 

Furthermore, the seventh question regarding patients can feel more control over 

their therapy process when using virtual reality, getting a percentage of 40% in the 

agree category. The eighth question about virtual reality therapy can reduce the stigma 

often associated with traditional anxiety treatment, getting a percentage of 35% in the 

agree category. In question nine that patients undergoing virtual reality therapy showed 

significant improvement in their ability to deal with anxiety-provoking situations in the 

real world, a percentage of 47% strongly agreed. The last question about virtual reality 

provides an opportunity for therapists to monitor patient reactions in real-time and 

adjust interventions as needed, received a percentage of 40% in the disagree option. 

 

 

 

 

 

8 

Virtual reality therapy can reduce the 

stigma often associated with traditional 

anxiety treatment 

32% 35% 24% 9% 

9 

Patients who undergo virtual reality therapy 

show significant improvements in their 

ability to deal with anxiety-provoking 

situations in the real world 

47% 29% 14% 10% 

1

0 

Virtual reality provides the 

opportunity for therapists to monitor patient 

reactions in real-time and customize 

interventions as needed. 

25

% 

1

5% 

40

% 

2

0% 
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Diagram 1 

 
Diagram 2 

 

Table 3 

T-test on the impact of virtual reality therapy in managing chronic anxiety in clinical 

psychology. 

Paired Samples Statistics 

 Mean N 

Std. 

Deviation 

Std. Error 

Mean 

Pair 1 PRE TEST 45.5000 20 14.03942 3.13931 

POST 

TEST 

30.7500 20 10.54751 2.35850 

 

 

Paired Samples Correlations 

 N 

Correlatio

n Sig. 
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Pair 1 PRE TEST & POST 

TEST 

20 -.589 .006 

 

 

Paired Samples Test 

 

Paired Differences 

Mean Std. Deviation 

Std. Error 

Mean 

95% Confidence Interval of the 

Difference 

Lower Upper 

Pair 1 PRE TEST - POST 

TEST 

14.75000 21.97337 4.91339 4.46615 25.03385 

 Based on the results of table 3 above, it is a T-test using the SPSS application. 

From the results of the study, researchers can conclude that the T-test in the first output 

section explains Mean as an average. In the Pre Test, the resulting average amount is 

45.5000, while in the Post Test it is 30.7500. Based on these results it can be formulated 

that there is a difference from the results of the respondents' answers. Furthermore, in 

the Paired Samples Correlations section, obtaining Correlations of -.589, as well as a 

large sig acquisition of .006. Furthermore, in the Paired Samples Test section, the 

results obtained were 21.97337 in the Std. Deviation section, while in the Std. Error 

Mean section obtained a result of 4.91339. Based on these results, there is an impact of 

virtual reality therapy in managing chronic. 

 

Table 4 

T-test on the impact of virtual reality therapy in managing chronic anxiety in clinical 

psychology. 

Paired Samples Statistics 

 Mean N 

Std. 

Deviation 

Std. Error 

Mean 

Pair 1 PRE TEST 20.2500 20 10.32052 2.30774 

POST 

TEST 

6.5000 20 7.79676 1.74341 

 

Paired Samples Correlations 

 N 

Correlatio

n Sig. 

Pair 1 PRE TEST & POST 

TEST 

20 .567 .009 

 

 

Paired Samples Test 

 Paired Differences 
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Mean Std. Deviation 

Std. Error 

Mean 

95% Confidence Interval of the 

Difference 

Lower Upper 

Pair 1 PRE TEST - POST 

TEST 

13.75000 8.71704 1.94919 9.67030 17.82970 

 Furthermore, in the 4th table section, it is also the result of research using the T-

test. It can be seen in the first output section from the acquisition of the Pre Test results 

of 20.2500, and the Post Test of 6.5000. In the Paired Samples Correlations section, 

obtaining Correlations of .567, with the acquisition of Sig results of .009. While in the 

Paired Samples Test section, obtained results of 8.71704 in the Std. Diviation, and Std. 

Error Meanya as much as 1.94919. Based on the results of this study, it can be seen that 

between each question posed by researchers regarding the impact of virtual reality 

therapy in managing chronic anxiety in clinical psychology, it is very influential on the 

health of its patients. 

 

DISCUSSION 

 Virtual reality therapy allows patients to explore and practice dealing with 

situations that are usually avoided in real life, helping them to overcome their anxiety 

triggers in a safe and controlled environment (Carl et al., 2019). By simulating 

frightening or anxiety-provoking situations, patients can learn to manage their stress 

responses in a fully controlled environment (Çelik et al., 2021). Many clinical studies 

have shown that virtual reality therapy can reduce long-lasting anxiety symptoms. After 

several virtual therapy sessions, patients often report a significant reduction in anxiety 

(Makransky et al., 2019). This suggests that virtual reality is not only an innovative but 

also effective tool to help patients overcome their anxiety (Barreda-Ángeles & 

Hartmann, 2022).  

 Virtual reality therapy can be tailored to meet individual needs with proper 

customization, providing a more specialized method of anxiety treatment (Zhang et al., 

2020). Providing gradual exposure to situations that can cause anxiety is one of the 

main advantages of virtual reality therapy (Kothgassner et al., 2019). This gradual 

exposure method helps patients learn relaxation and breathing techniques in a calming 

virtual environment before gradually increasing the intensity of their exposure to more 

difficult situations (Chen et al., 2020). It also helps them refine their coping skills and 

increase their ability to deal with anxiety situations in real life. Virtual therapy is also 

particularly appealing to young patients who are familiar with technology, increasing 

their participation in therapy. 

 Moreover, patients often report that, compared to conventional therapy, they feel 

more engaged and motivated during virtual therapy sessions. This makes virtual reality 

a very effective tool to attract patients' interest and keep them engaged during therapy 

(Grassini et al., 2020). In the treatment of anxiety, virtual therapy can help reduce 

dependence on medications. Patients can rely more on self-management strategies 

rather than medications by acquiring better coping skills and reducing emotional 
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reactions to anxiety triggers (Lee et al., 2019). This not only reduces the risk of side 

effects from long-term medication use, but also gives patients more control over their 

anxiety. With all these advantages, virtual reality therapy offers a new and successful 

method to treat chronic anxiety in clinical psychology. 

 Chronic anxiety is a psychological disorder characterized by excessive and 

ongoing fear and worry. Clinical psychology treats chronic anxiety by combining 

psychological therapies, behavioral interventions, and sometimes medication (Bagheri 

Hosseinabadi et al., 2019). The main goal is to help people recognize the causes of their 

anxiety, create healthy coping techniques, and gradually reduce the frequency and 

intensity of symptoms. Chronic anxiety management is a process that requires 

perseverance and patience over the long term (Riches et al., 2019). Clinical 

psychologists build a treatment plan tailored to each patient's needs. During recovery, 

friends and family are essential for support. Many people with chronic anxiety can 

improve their quality of life and learn to manage their symptoms well with the right 

help and strategies (Hobaica et al., 2021). 

 Virtual reality therapy has been shown to be effective in the treatment of long-

term anxiety in clinical psychology patients. In some studies, virtual reality has been 

used to treat various anxiety disorders, including phobias and panic disorder (Mekbib et 

al., 2020). This is because this technology allows people to overcome their fears and 

anxieties in a safe and controlled virtual environment. Thus, people can effectively 

reduce their fears and anxieties without having to face real situations that may increase 

their anxiety (Gujjar et al., 2019). And also in research, virtual reality has been used to 

treat eating disorders, acrophobia, schizophrenia, agoraphobia, eating disorders, 

claustrophobia, social phobia, and other eating disorders (Stewart, 2021). 

 Virtual reality therapy is also beneficial for those with addictions related to 

various substances such as alcohol, drugs, or nicotine, as well as behaviors such as 

gambling or excessive social media use (Giachero et al., 2020). Therefore, virtual reality 

can be a viable option for both therapists and patients, and perhaps even more beneficial 

for them. Virtual reality therapy can also treat fear of heights. When compared to other 

participants, those treated using Virtual reality technology showed lower levels of fear 

(Weber et al., 2019). The authors support virtual reality in treating mental health 

because the positive effects of the treatment last long term. Therefore, in clinical 

psychology, virtual reality therapy has shown a significant effect on long-term anxiety 

control. 

 

CONCLUSION 

 In the field of clinical psychology, virtual reality therapy has shown significant 

results in managing chronic anxiety. VR therapy allows patients to gradually and 

systematically confront and overcome the causes of their anxiety by creating a safe and 

controlled environment. In a realistic simulation, patients can learn to manage their 

emotional responses to stress, which then helps them reduce their anxiety reactions in 

real life. Patients have the opportunity to develop better coping skills when facing 



The Impact of Virtual Reality Therapy in Managing Chronic Anxiety in Clinical Dipsychology 

467 

anxiety situations with this method. Clinical research has shown that virtual reality 

therapy is effective in reducing chronic anxiety symptoms. Patients undergoing VR 

therapy reported a significant reduction in their anxiety levels after a few therapy 

sessions. Gradual exposure to anxiety-provoking situations helps patients develop better 

coping skills and improves their ability to deal with problems in real life. In addition, 

VR technology, especially for young patients, makes therapy more engaging and fun. 

 

REFERENCES 

Appel, L., Appel, E., Bogler, O., Wiseman, M., Cohen, L., Ein, N., Abrams, H. B., & 

Campos, J. L. (2020). Older Adults With Cognitive and/or Physical Impairments 

Can Benefit From Immersive Virtual Reality Experiences: A Feasibility Study. 

Frontiers in Medicine, 6, 329. https://doi.org/10.3389/fmed.2019.00329 

Bagheri Hosseinabadi, M., Khanjani, N., Ebrahimi, M. H., Haji, B., & Abdolahfard, M. 

(2019). The effect of chronic exposure to extremely low-frequency 

electromagnetic fields on sleep quality, stress, depression and anxiety. 

Electromagnetic Biology and Medicine, 38(1), 96–101. 

https://doi.org/10.1080/15368378.2018.1545665 

Barreda-Ángeles, M., & Hartmann, T. (2022). Psychological benefits of using social 

virtual reality platforms during the covid-19 pandemic: The role of social and 

spatial presence. Computers in Human Behavior, 127, 107047. 

https://doi.org/10.1016/j.chb.2021.107047 

Carl, E., Stein, A. T., Levihn-Coon, A., Pogue, J. R., Rothbaum, B., Emmelkamp, P., 

Asmundson, G. J. G., Carlbring, P., & Powers, M. B. (2019). Virtual reality 

exposure therapy for anxiety and related disorders: A meta-analysis of 

randomized controlled trials. Journal of Anxiety Disorders, 61, 27–36. 

https://doi.org/10.1016/j.janxdis.2018.08.003 

Çelik, M., Yılmaz, Y., Karagöz, A., Kahyaoğlu, M., Özgün Çakmak, E., Küp, A., Çelik, 

F. B., Karaduman, A., Külahçıoğlu, S., İzci, S., Geçmen, Ç., & Çalışkan, M. 

(2021). Anxiety Disorder Associated with the COVID-19 Pandemic Causes 

Deterioration of Blood Pressure Control in Primary Hypertensive Patients. 

Medeniyet Medical Journal. https://doi.org/10.5222/MMJ.2021.08364 

Chen, F.-Q., Leng, Y.-F., Ge, J.-F., Wang, D.-W., Li, C., Chen, B., & Sun, Z.-L. (2020). 

Effectiveness of Virtual Reality in Nursing Education: Meta-Analysis. Journal 

of Medical Internet Research, 22(9), e18290. https://doi.org/10.2196/18290 

Du, J., Shi, Y., Zou, Z., & Zhao, D. (2018). CoVR: Cloud-Based Multiuser Virtual 

Reality Headset System for Project Communication of Remote Users. Journal of 

Construction Engineering and Management, 144(2), 04017109. 

https://doi.org/10.1061/(ASCE)CO.1943-7862.0001426 

Fowler, R., Lundberg, A., Siao, D., & Smith, C. (2023). Women and Minorities in 

Commercial Aviation: A Quantitative Analysis of Data from the United States 

Bureau of Labor Statistics. International Journal of Aviation, Aeronautics, and 

Aerospace, 10(2). https://doi.org/10.58940/2374-6793.1792 

Geerlings, L. R. C., Thompson, C. L., Kraaij, V., & Keijsers, G. P. J. (2018). Culturally 

competent practice: A mixed methods study among students, academics and 

alumni of clinical psychology master’s programs in the Netherlands. Europe’s 

Journal of Psychology, 14(1), 88–106. https://doi.org/10.5964/ejop.v14i1.1461 

https://doi.org/10.3389/fmed.2019.00329
https://doi.org/10.1080/15368378.2018.1545665
https://doi.org/10.1016/j.chb.2021.107047
https://doi.org/10.1016/j.janxdis.2018.08.003
https://doi.org/10.5222/MMJ.2021.08364
https://doi.org/10.2196/18290
https://doi.org/10.1061/(ASCE)CO.1943-7862.0001426
https://doi.org/10.58940/2374-6793.1792
https://doi.org/10.5964/ejop.v14i1.1461


The Impact of Virtual Reality Therapy in Managing Chronic Anxiety in Clinical Dipsychology 

468 

Giachero, A., Calati, M., Pia, L., La Vista, L., Molo, M., Rugiero, C., Fornaro, C., & 

Marangolo, P. (2020). Conversational Therapy through Semi-Immersive Virtual 

Reality Environments for Language Recovery and Psychological Well-Being in 

Post Stroke Aphasia. Behavioural Neurology, 2020, 1–15. 

https://doi.org/10.1155/2020/2846046 

Gold, J. I., & Mahrer, N. E. (2018). Is Virtual Reality Ready for Prime Time in the 

Medical Space? A Randomized Control Trial of Pediatric Virtual Reality for 

Acute Procedural Pain Management. Journal of Pediatric Psychology, 43(3), 

266–275. https://doi.org/10.1093/jpepsy/jsx129 

Goodie, J. L., Bennion, L. D., Schvey, N. A., Riggs, D. S., Montgomery, M., & Dorsey, 

R. M. (2022). Development and implementation of an objective structured 

clinical examination for evaluating clinical psychology graduate students. 

Training and Education in Professional Psychology, 16(3), 287–298. 

https://doi.org/10.1037/tep0000356 

Grassini, S., Laumann, K., & Rasmussen Skogstad, M. (2020). The Use of Virtual 

Reality Alone Does Not Promote Training Performance (but Sense of Presence 

Does). Frontiers in Psychology, 11, 1743. 

https://doi.org/10.3389/fpsyg.2020.01743 

Gujjar, K. R., Van Wijk, A., Kumar, R., & De Jongh, A. (2019). Efficacy of virtual 

reality exposure therapy for the treatment of dental phobia in adults: A 

randomized controlled trial. Journal of Anxiety Disorders, 62, 100–108. 

https://doi.org/10.1016/j.janxdis.2018.12.001 

Gupta, A., Scott, K., & Dukewich, M. (2018). Innovative Technology Using Virtual 

Reality in the Treatment of Pain: Does It Reduce Pain via Distraction, or Is 

There More to It? Pain Medicine, 19(1), 151–159. 

https://doi.org/10.1093/pm/pnx109 

Haselau, T., & Saville Young, L. (2023). Co-Constructing Defensive Discourses of 

Service-Learning in Psychology: A Psychosocial Understanding of Anxiety and 

Service-Learning, and the Implications for Social Justice. Teaching of 

Psychology, 50(2), 164–174. https://doi.org/10.1177/00986283221077206 

Hobaica, S., Szkody, E., Owens, S. A., Boland, J. K., Washburn, J. J., & Bell, D. J. 

(2021). Mental health concerns and barriers to care among future clinical 

psychologists. Journal of Clinical Psychology, 77(11), 2473–2490. 

https://doi.org/10.1002/jclp.23198 

Huang, K.-T., Ball, C., Francis, J., Ratan, R., Boumis, J., & Fordham, J. (2019). 

Augmented Versus Virtual Reality in Education: An Exploratory Study 

Examining Science Knowledge Retention When Using Augmented 

Reality/Virtual Reality Mobile Applications. Cyberpsychology, Behavior, and 

Social Networking, 22(2), 105–110. https://doi.org/10.1089/cyber.2018.0150 

Huffman, J. C., Golden, J., Massey, C. N., Feig, E. H., Chung, W.-J., Millstein, R. A., 

Brown, L., Gianangelo, T., Healy, B. C., Wexler, D. J., Park, E. R., & Celano, 

C. M. (2020). A Positive Psychology–Motivational Interviewing Intervention to 

Promote Positive Affect and Physical Activity in Type 2 Diabetes: The 

BEHOLD-8 Controlled Clinical Trial. Psychosomatic Medicine, 82(7), 641–649. 

https://doi.org/10.1097/PSY.0000000000000840 

Ingram, C. (2019). Statistics as a Democratic Pedagogy: Quantitative Measures and the 

Civic Imagination. New Political Science, 41(1), 122–139. 

https://doi.org/10.1080/07393148.2018.1558038 

https://doi.org/10.1155/2020/2846046
https://doi.org/10.1093/jpepsy/jsx129
https://doi.org/10.1037/tep0000356
https://doi.org/10.3389/fpsyg.2020.01743
https://doi.org/10.1016/j.janxdis.2018.12.001
https://doi.org/10.1093/pm/pnx109
https://doi.org/10.1177/00986283221077206
https://doi.org/10.1002/jclp.23198
https://doi.org/10.1089/cyber.2018.0150
https://doi.org/10.1097/PSY.0000000000000840
https://doi.org/10.1080/07393148.2018.1558038


The Impact of Virtual Reality Therapy in Managing Chronic Anxiety in Clinical Dipsychology 

469 

Itani, O. S., & Hollebeek, L. D. (2021). Light at the end of the tunnel: Visitors’ virtual 

reality (versus in-person) attraction site tour-related behavioral intentions during 

and post-COVID-19. Tourism Management, 84, 104290. 

https://doi.org/10.1016/j.tourman.2021.104290 

Izquierdo Elizo, A., Cuellar, I., Padilla, D., Escudero, C., Vilagrá, R., Martínez De 

Salazar Arboleas, A., & Fournier Del Castillo, M. C. (2022). Especialidad 

sanitaria de psicología clínica de la infancia y la adolescencia: Una propuesta 

razonada. Revista de Psicopatología y Psicología Clínica, 27(2). 

https://doi.org/10.5944/rppc.31633 

Ji, W., & Liu, Y. (2022). Research on Quantitative Evaluation of Remote Sensing and 

Statistics Based on Wireless Sensors and Farmland Soil Nutrient Variability. 

Computational Intelligence and Neuroscience, 2022, 1–11. 

https://doi.org/10.1155/2022/3646264 

Karaaslan, Ö., Kantekin, Y., Hacımusalar, Y., & Dağıstan, H. (2020). Anxiety 

sensitivities, anxiety and depression levels, and personality traits of patients with 

chronic subjective tinnitus: A case-control study. International Journal of 

Psychiatry in Clinical Practice, 24(3), 264–269. 

https://doi.org/10.1080/13651501.2020.1757117 

Kothgassner, O. D., Goreis, A., Kafka, J. X., Van Eickels, R. L., Plener, P. L., & 

Felnhofer, A. (2019). Virtual reality exposure therapy for posttraumatic stress 

disorder (PTSD): A meta-analysis. European Journal of Psychotraumatology, 

10(1), 1654782. https://doi.org/10.1080/20008198.2019.1654782 

Kwok, S. Y. C. L. (2019). Integrating Positive Psychology and Elements of Music 

Therapy to Alleviate Adolescent Anxiety. Research on Social Work Practice, 

29(6), 663–676. https://doi.org/10.1177/1049731518773423 

Lackritz, J., & Horowitz, I. (2021). The Value of Statistics Contributing to Scoring in 

the NBA: A Quantitative Approach. The American Economist, 66(2), 175–189. 

https://doi.org/10.1177/0569434520968477 

Lee, H. S., Park, Y. J., & Park, S. W. (2019). The Effects of Virtual Reality Training on 

Function in Chronic Stroke Patients: A Systematic Review and Meta-Analysis. 

BioMed Research International, 2019, 1–12. 

https://doi.org/10.1155/2019/7595639 

Liu, S., Zhang, R.-Y., & Kishimoto, T. (2021). Analysis and prospect of clinical 

psychology based on topic models: Hot research topics and scientific trends in 

the latest decades. Psychology, Health & Medicine, 26(4), 395–407. 

https://doi.org/10.1080/13548506.2020.1738019 

Makransky, G., Andreasen, N. K., Baceviciute, S., & Mayer, R. E. (2021). Immersive 

virtual reality increases liking but not learning with a science simulation and 

generative learning strategies promote learning in immersive virtual reality. 

Journal of Educational Psychology, 113(4), 719–735. 

https://doi.org/10.1037/edu0000473 

Makransky, G., Borre‐Gude, S., & Mayer, R. E. (2019). Motivational and cognitive 

benefits of training in immersive virtual reality based on multiple assessments. 

Journal of Computer Assisted Learning, 35(6), 691–707. 

https://doi.org/10.1111/jcal.12375 

Meira E Siqueira-Campos, V., Da Luz, R. A., De Deus, J. M., Zangiacomi Martinez, E., 

& Conde, D. M. (2019). Anxiety and depression in women with and without 

https://doi.org/10.1016/j.tourman.2021.104290
https://doi.org/10.5944/rppc.31633
https://doi.org/10.1155/2022/3646264
https://doi.org/10.1080/13651501.2020.1757117
https://doi.org/10.1080/20008198.2019.1654782
https://doi.org/10.1177/1049731518773423
https://doi.org/10.1177/0569434520968477
https://doi.org/10.1155/2019/7595639
https://doi.org/10.1080/13548506.2020.1738019
https://doi.org/10.1037/edu0000473
https://doi.org/10.1111/jcal.12375


The Impact of Virtual Reality Therapy in Managing Chronic Anxiety in Clinical Dipsychology 

470 

chronic pelvic pain: Prevalence and associated factors. Journal of Pain 

Research, Volume 12, 1223–1233. https://doi.org/10.2147/JPR.S195317 

Meißner, M., Pfeiffer, J., Pfeiffer, T., & Oppewal, H. (2019). Combining virtual reality 

and mobile eye tracking to provide a naturalistic experimental environment for 

shopper research. Journal of Business Research, 100, 445–458. 

https://doi.org/10.1016/j.jbusres.2017.09.028 

Mekbib, D. B., Han, J., Zhang, L., Fang, S., Jiang, H., Zhu, J., Roe, A. W., & Xu, D. 

(2020). Virtual reality therapy for upper limb rehabilitation in patients with 

stroke: A meta-analysis of randomized clinical trials. Brain Injury, 34(4), 456–

465. https://doi.org/10.1080/02699052.2020.1725126 

Muñoz De Las Heras, A., Macaluso, E., & Carusotto, I. (2020). Anyonic Molecules in 

Atomic Fractional Quantum Hall Liquids: A Quantitative Probe of Fractional 

Charge and Anyonic Statistics. Physical Review X, 10(4), 041058. 

https://doi.org/10.1103/PhysRevX.10.041058 

Paltoglou, A. E., Morys-Carter, W. L., & Davies, E. L. (2019). From Anxiety to 

Confidence: Exploring the Measurement of Statistics Confidence and its 

Relationship with Experience, Knowledge and Competence within Psychology 

Undergraduate Students. Psychology Learning & Teaching, 18(2), 165–178. 

https://doi.org/10.1177/1475725718819290 

Riches, S., Khan, F., Kwieder, S., & Fisher, H. L. (2019). Impact of an auditory 

hallucinations simulation on trainee and newly qualified clinical psychologists: 

A mixed‐methods cross‐sectional study. Clinical Psychology & Psychotherapy, 

26(3), 277–290. https://doi.org/10.1002/cpp.2349 

Roth-Rawald, J., Kühne, F., Lazarides, R., & Weck, F. (2020). Krankheitsängste bei 

Psychologiestudierenden: Studie zur Angst vor körperlichen Erkrankungen und 

psychischen Störungen. Zeitschrift für Klinische Psychologie und 

Psychotherapie, 49(2), 103–112. https://doi.org/10.1026/1616-3443/a000578 

Saredakis, D., Szpak, A., Birckhead, B., Keage, H. A. D., Rizzo, A., & Loetscher, T. 

(2020). Factors Associated With Virtual Reality Sickness in Head-Mounted 

Displays: A Systematic Review and Meta-Analysis. Frontiers in Human 

Neuroscience, 14, 96. https://doi.org/10.3389/fnhum.2020.00096 

Siyothula, E.-T. B. (2019). Clinical psychology service distribution and integration into 

primary health care in KwaZulu-Natal, South Africa. South African Journal of 

Psychology, 49(3), 391–402. https://doi.org/10.1177/0081246318815337 

Stewart, A. E. (2021). Psychometric Properties of the Climate Change Worry Scale. 

International Journal of Environmental Research and Public Health, 18(2), 494. 

https://doi.org/10.3390/ijerph18020494 

Tripathi, S. J., Chakraborty, S., Srikumar, B. N., Raju, T. R., & Shankaranarayana Rao, 

B. S. (2019). Basolateral amygdalar inactivation blocks chronic stress-induced 

lamina-specific reduction in prefrontal cortex volume and associated anxiety-

like behavior. Progress in Neuro-Psychopharmacology and Biological 

Psychiatry, 88, 194–207. https://doi.org/10.1016/j.pnpbp.2018.07.016 

Walsh, C. G., Xia, W., Li, M., Denny, J. C., Harris, P. A., & Malin, B. A. (2018). 

Enabling Open-Science Initiatives in Clinical Psychology and Psychiatry 

Without Sacrificing Patients’ Privacy: Current Practices and Future Challenges. 

Advances in Methods and Practices in Psychological Science, 1(1), 104–114. 

https://doi.org/10.1177/2515245917749652 

https://doi.org/10.2147/JPR.S195317
https://doi.org/10.1016/j.jbusres.2017.09.028
https://doi.org/10.1080/02699052.2020.1725126
https://doi.org/10.1103/PhysRevX.10.041058
https://doi.org/10.1177/1475725718819290
https://doi.org/10.1002/cpp.2349
https://doi.org/10.1026/1616-3443/a000578
https://doi.org/10.3389/fnhum.2020.00096
https://doi.org/10.1177/0081246318815337
https://doi.org/10.3390/ijerph18020494
https://doi.org/10.1016/j.pnpbp.2018.07.016
https://doi.org/10.1177/2515245917749652


The Impact of Virtual Reality Therapy in Managing Chronic Anxiety in Clinical Dipsychology 

471 

Wang, D., Guo, Y., Liu, S., Zhang, Y., Xu, W., & Xiao, J. (2019). Haptic display for 

virtual reality: Progress and challenges. Virtual Reality & Intelligent Hardware, 

1(2), 136–162. https://doi.org/10.3724/SP.J.2096-5796.2019.0008 

Weber, L. M., Nilsen, D. M., Gillen, G., Yoon, J., & Stein, J. (2019). Immersive Virtual 

Reality Mirror Therapy for Upper Limb Recovery After Stroke: A Pilot Study. 

American Journal of Physical Medicine & Rehabilitation, 98(9), 783–788. 

https://doi.org/10.1097/PHM.0000000000001190 

Wei, W., Qi, R., & Zhang, L. (2019). Effects of virtual reality on theme park visitors’ 

experience and behaviors: A presence perspective. Tourism Management, 71, 

282–293. https://doi.org/10.1016/j.tourman.2018.10.024 

Yan, R., Xia, J., Yang, R., Lv, B., Wu, P., Chen, W., Zhang, Y., Lu, X., Che, B., Wang, 

J., & Yu, J. (2019). Association between anxiety, depression, and comorbid 

chronic diseases among cancer survivors. Psycho-Oncology, 28(6), 1269–1277. 

https://doi.org/10.1002/pon.5078 

Yang, H., Wang, L., Yang, C., Guo, Y., Guo, W., Bi, Z., & Zhao, G. (2022). 

Visualization and quantitative statistics of experimental hydraulic fracture 

network based on optical scanning. Journal of Natural Gas Science and 

Engineering, 105, 104718. https://doi.org/10.1016/j.jngse.2022.104718 

Yap, K., Sheen, J., Nedeljkovic, M., Milne, L., Lawrence, K., & Hay, M. (2021). 

Assessing clinical competencies using the Objective Structured Clinical 

Examination (OSCE) in psychology training. Clinical Psychologist, 25(3), 260–

270. https://doi.org/10.1080/13284207.2021.1932452 

Zhang, Y., Liu, H., Kang, S.-C., & Al-Hussein, M. (2020). Virtual reality applications 

for the built environment: Research trends and opportunities. Automation in 

Construction, 118, 103311. https://doi.org/10.1016/j.autcon.2020.103311 

 

 
 

 

Copyright Holder : 

© Benny Novico Zani et al. (2024). 

 

First Publication Right : 

© World Psychology 

 

This article is under: 

 

https://doi.org/10.3724/SP.J.2096-5796.2019.0008
https://doi.org/10.1097/PHM.0000000000001190
https://doi.org/10.1016/j.tourman.2018.10.024
https://doi.org/10.1002/pon.5078
https://doi.org/10.1016/j.jngse.2022.104718
https://doi.org/10.1080/13284207.2021.1932452
https://doi.org/10.1016/j.autcon.2020.103311

