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Abstract
Virtual reality (VR) is increasingly incorporated into psychotherapy, with the literature documenting its effectiveness in 
treating anxiety disorders, pain, and stress. Few studies have incorporated VR into mindfulness interventions. The present 
study examined the efficacy of VR in facilitating mindfulness. It was hypothesised that a brief mindfulness intervention inte-
grated with VR would lead to a greater elevation in mindfulness than conventional mindfulness practice. Thirty-two adults 
(16 males) aged 18–65 (M = 27.25, SD = 6.04) were randomly allocated to either a control condition, in which participants 
listened to a mindfulness audio track, or an experimental condition, in which participants received mindfulness practice in 
a VR beach environment. The Toronto Mindfulness Scale (Lau et al. J clin psychol 62(12):1445–1467 2006) was used to 
assess two mindfulness factors: curiosity and decentring. Although participants in the experimental condition experienced 
an increase in mindfulness, VR was not significantly more effective in facilitating mindfulness overall, although the VR 
condition was characterised by a significantly greater increase in decentring. Replication and investigation of causative 
mechanisms is necessary to further understand the distinct increase in decentring observed during VR-enhanced mindful-
ness training in this study.

Keywords Mindfulness skills · Brief mindfulness intervention · Virtual reality · Toronto Mindfulness Scale · Randomised 
control trial

1 Introduction

Technologies such as virtual reality (VR) have made mental 
health interventions more accessible to the broader public 
(Hill et al. 2017). According to Burdea (1999), three factors 
have made the experience of VR compelling from a user 
standpoint: interaction, immersion, and imagination. First, 
the VR participant is actively able to interact with the VR 
environment. Second, VR is immersive, as demonstrated by 
its ability to elicit a sense of embodiment and presence in 
a virtual environment. Burdea and Coiffet (1994) state that 
“The imagination part of VR refers also to the mind’s capac-
ity to perceive nonexistent things” (p. 3). These components 
of VR may be leveraged to facilitate or enhance psycho-
logical therapies or skills practice in individuals who have 

experienced a lack of adherence to traditional psychotherapy 
(e.g. see Nararro-Haro et al. 2016).

An important factor in determining uptake of new tech-
nologies is technology acceptance (Davis 1989). According 
to Davis’s (1989) technology acceptance model (TAM), two 
factors influence an individual’s acceptance of technology: 
(i) perceived usefulness and (ii) perceived ease of use of the 
technology. Studies examining TAM about VR application 
in the field of mental health have demonstrated increased 
patient acceptance towards VR (Costaa and Carvalho 2004; 
Gracia-Palacios et al. 2007).

The benefits of VR in health care are well documented. 
Support for the effectiveness of VR in enhancing exposure-
based therapies has been found across a range of psychologi-
cal disorders, including anxiety disorders (Carlin et al. 1997; 
Gebara et al. 2016; Rothbaum et al. 1995, 2006) and post-
traumatic stress disorder (PTSD; Aiken and Berry 2015; 
Difede et al. 2014; Ready et al. 2006). Other studies also 
support for the effectiveness of VR in managing pain and 
stress (Wiederhold and Wiederhold 2007; Wolitzky et al. 
2005).
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However, one area in which the application of VR is 
not well documented is that of mindfulness skills training, 
with minimal studies exploring the effectiveness of VR in 
enhancing mindfulness (Nararro-Haro et al. 2016). Research 
done by Crescentini et al. (2016) demonstrated an increase 
in state mindfulness and decrease in stress response after 
participants were asked to observe stress-evocative VR sce-
narios after completion of an 8-week mindfulness meditation 
course. Yet, their work has called for future research due to 
the lack of replicated research into the use of VR to promote 
and/or administer mindfulness skills.

1.1  Mindfulness skills training

Mindfulness refers to present-moment awareness that is 
open, non-judgemental, and accepting of thoughts, feelings, 
and sensations (Brown et al. 2007; Davis and Hayes 2011; 
Malinowski 2008). Despite ambiguity found in definitions 
across the literature, the practice of mindfulness is based on 
the ability to observe one’s cognitions, rather than actively 
engaging in thought and emotional response. According to 
Lau et al. (2006), (i) curiosity and (ii) decentring underlie 
the state of mindfulness. Curiosity refers to interest in the 
present moment, while decentring refers to the shift in atten-
tion or perspective away from one’s external environment 
and towards one’s inner experiences (Lau et al. 2006).

Mindfulness was first applied to clinical interventions 
by Kabat-Zinn (1982), who examined the effectiveness of 
a mindfulness-based stress reduction (MBSR) programme 
in treating patients with chronic pain. Extending this 
research to mindfulness-based cognitive behavioural therapy 
(MCBT), several randomised control studies have provided 
evidence for MBCT in reduction of avoidance behaviours 
and emotional regulation (i.e. the ability to appropriately 
express, and where necessary inhibit, emotion) in anxiety 
disorders (Evans et al. 2008; Goldin and Gross 2010), and 
reducing depressive symptoms and relapse in major depres-
sive disorder (Hepburn et al. 2009; Teasdale et al. 2000). 
Linehan et al. (2006) found that self-harm behaviours among 
patients with borderline personality disorder (BPD) reduced 
with mindfulness intervention. Meta-analyses show that 
mindfulness-based intervention that involves a component 
of thought/emotional awareness is beneficial, with an indi-
cation of positive results in stress reduction (see Grossman 
et al. 2004), pain management (see Hilton et al. 2016), as 
well as overall therapeutic efficacy (see Khoury et al. 2013). 
Despite the broad efficacy of mindfulness treatments, there 
have arisen several issues with mindfulness as a construct. 
For example, some studies have highlighted low participant 
adherence to interventions, with dropout rates as high as 
45% because of the amount of time a programme requires, 
with a typical standard being 8 weeks (Evans et al. 2008; 
Schoultz et al. 2015; Teasdale et al. 2000). Further, the 

effectiveness of mindfulness-based interventions may arise 
due to other treatment variables different from mindfulness 
techniques (e.g. relaxation skills learned in group or factors 
such as therapeutic alliance) and present in broader treat-
ment programmes (Bernstein et al. 2012). Overall, mindful-
ness efficacy studies have not sufficiently differentiated the 
effect of specific mindfulness exercises from that of other 
elements of the treatment programme, such as cognitive 
behavioural therapy (CBT) techniques (Eagle 2008).

Compared to the literature on long-term mindfulness-
based treatment, only a small number of studies have exam-
ined the efficacy of brief mindfulness exercises (Larson et al. 
2013; Nyklicek et al. 2012; Rahl et al. 2017). Randomised 
control trials of brief mindfulness exercises have supported 
their therapeutic effect (Broderick 2005; Call et al. 2013; 
Tan et al. 2014). For example, Broderick (2005) found that 
a brief mindfulness meditation exercise, which involved par-
ticipant awareness of their thoughts and listing these on a 
notepad, was more effective than distraction or rumination 
response tasks in increasing mindfulness skills and reduc-
ing negative affect (NA) following a negative mood induc-
tion, which involved participants reading out loud negative/
depressing statements.

A potential barrier that is identified with the application 
of brief mindfulness interventions is the increased self-reg-
ulatory effort and sustained attention required in initial ses-
sions of practice (Lutz et al. 2008; Tang et al. 2015). Hence, 
exploring techniques that offset the attentional effort in prac-
tising mindfulness can enhance acquisition of mindfulness 
skills and increase the potential benefits of brief mindfulness 
practices (Nararro-Haro et al. 2016; Lymeus et al. 2016). As 
noted earlier, virtual reality (VR) constitutes one potentially 
useful technology for enhancing brief mindfulness practice 
(Nararro-Haro et al. 2016).

1.2  A virtual reality approach to brief mindfulness 
skills training

Nararro-Haro et  al. (2016) explored the feasibility and 
clinical utility of using VR to enhance mindfulness skills 
in dialectical behaviour therapy (DBT), an approach that 
incorporates mindfulness techniques in conjunction with 
more common behavioural and cognitive interventions. In 
their single-participant case study, the client, a 32-year-old 
woman diagnosed with borderline personality disorder, 
floated down a three-dimensional virtual river while listen-
ing to a DBT training mindfulness-based audio track. The 
authors noted that patient markers of depression and urge 
for self-harm reduced post-session. The patient also dem-
onstrated high adherence and self-reported the experience 
as beneficial. Notably, as this was a case study, results can-
not be generalised more broadly. However, the preliminary 
outcomes of that work are promising and certainly highlight 
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the need to explore the potential of VR-supported mindful-
ness in more depth.

We propose that the next step is to explore the efficacy 
of VR-enhanced brief mindfulness practice using a larger 
sample and systematic experimental methods. VR research 
has commonly been limited to laboratory or clinical stud-
ies, which require participants/patients to attend for a ses-
sion. From a mindfulness intervention standpoint, this has 
been problematic as many mindfulness practices are portable 
and transferrable across environments (for instance, MP3 
sessions, group workshops, and ad hoc practice). In spite 
of this, with technological improvements the availability of 
more versatile VR systems is increased; thus, a forward-
looking step is to adopt a method of delivery of virtual 
environments on viewing devices that are more portable, 
accessible, and affordable for people (Nararro-Haro et al. 
2016; Rauterberg 2004). Initial approaches that could lend 
themselves to more portable application such as Gromala 
et al. (2015) “Virtual Meditative Walk” (VMW) can be con-
sidered here.

The present study aimed to determine whether a brief 
mindfulness intervention integrated with VR enhances 
mindfulness in novice participants. We hypothesised that a 
VR environment combined with a mindfulness audio track 
would facilitate an increase in mindfulness, as measured via 
self-report. We also hypothesised that mindfulness practice 
guided within a VR environment would lead to a greater 
increase in mindfulness than that of conventional mindful-
ness practice. As a final open-ended aim, we assessed the 
general efficacy of mindfulness skills training applied within 
a VR context.

2  Method

2.1  Participants

The sample comprised 32 participants (16 males) aged 
between 18 and 65 (M = 27.25 years, SD = 6.04). The par-
ticipants were recruited from RMIT University and the 
general population of metropolitan Melbourne, Australia. 
Individuals with (i) a history of psychiatric or neurologi-
cal disorders; (ii) a history of psychological treatment; (iii) 
prior experience with virtual reality or mindfulness training; 
or (iv) hearing or visual impairments were excluded from 
participation. All participants were volunteers and were pro-
vided with a $20 gift card in gratitude.

2.2  Materials

For the VR experience, an Oculus Rift head-mounted 
display (HMD) was connected to an Alienware desktop 
computer optimised for VR testing. The VR experience 

was generated by a video titled “A Walk on the Beach”, 
designed by Eric Fassbender at 360°/VR video producer 
Atmosphaeres. The video displayed a 360° spherical land-
scape view of South Australia’s coastal suburb of Port Noar-
lunga at midday (Fig. 1). Audio recording for mindfulness 
exercise on “external world and breath” was obtained from 
the Counselling and Psychological Resources section of the 
University of Melbourne website (University of Melbourne 
2017). All software analyses were performed using the SPSS 
statistical package, version 22 (IBM Corp, Armonk, USA). 

The Toronto Mindfulness Scale (TMS), a self-report ques-
tionnaire, was used to measure each participant’s state mind-
fulness. The scale included 13 items pertaining to subjec-
tive awareness and referenced to the immediate mindfulness 
session. Two sub-scales were computed: curiosity, reflect-
ing an attitude of interest (e.g. “I am curious about each of 
my thoughts and feelings as they occur”), and decentring, 
reflecting a shift from identifying personally with cognitions 
and feelings of one’s experience (e.g. “I am receptive to 
observing unpleasant thoughts and feelings without interfer-
ing with them”). Participants rate how well each statement 
represented his/her experience before and after the brief 
mindfulness exercise from 0 (Not at all) to 4 (Very much). 
Higher scores on each subscale indicate a higher level of the 
relevant construct (Lau et al. 2006).

2.3  Design

Participants were randomly allocated to either a VR (n = 16) 
or non-VR (n = 16) condition. A within-subjects approach 
was taken to test for elevation in mindfulness, with measure-
ment conducted at pretest and post-test. A between-subjects 
element was used to compare the VR (experimental) and 
non-VR (control) conditions. Self-reported state mindfulness 
was used as the dependent variable.

Fig. 1  A screenshot from “A Walk on the Beach” virtual relaxation 
video
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2.4  Procedure

Ethics approval was granted by RMIT University. Upon 
approval, individuals contacted the researcher and were 
invited to participate in the study. Data collection took 
place at RMIT University’s city campus, in a quiet room 
with proper lighting and air conditioning. Before admin-
istering the questionnaires, a short introduction was pro-
vided regarding the study. Participants were randomly 
assigned to either the VR or the non-VR group and were 
required to complete basic demographic information along 
with the Toronto Mindfulness Scale (TMS). Participants 
were then instructed to engage in the session of mindful-
ness skills training.

Participants in the control group listened to the mind-
fulness training audio track; these participants were 
instructed to close their eyes during the exercise, or to 
direct their gaze downward or steadily at a single location. 
Participants in the experimental group listened to the same 
mindfulness training audio track while immersed in the 
“A Walk on the Beach” 360 video/VR experience. Par-
ticipants were not required to engage with the 360 video/
VR experience and were instead instructed to passively 
observe the video of beach scenes in front of them. Par-
ticipants in both conditions were instructed to maintain a 
comfortable posture throughout the exercise.

Both groups were guided through instructions and 
engaged in the mindfulness training exercise of focusing 
on the external sensations and their breath. The duration 
of the mindfulness exercise was approximately 20 min. 
Following the exercise, participants again completed the 
TMS as a post-test measure. At the completion of the 
study, participants were debriefed about the purpose of 

the project. Data were collected using the Qualtrics survey 
programme over the course of 4 weeks from 31 June to 31 
August, 2017.

3  Results

No missing data were present. Two variables were not nor-
mally distributed (pretest curiosity and pretest total mindful-
ness). As n > 15 and the data were continuous, nonparamet-
ric tests were not included in this instance.

The mean and standard deviation scores for total mind-
fulness, curiosity, and decentring across experimental and 
control groups are displayed in Tables 1 and 2.

Paired sample t tests indicated that in the VR condition, 
total mindfulness is significantly increased from pretest to 
post-test, t(15) = − 5.20, p < .05 (Table 2). This effect was 
also present in the non-VR condition, t(15) = − 3.83, p < .05 
(Table 3). Between-group t tests indicated that the increase 
in total mean scores of mindfulness was not significantly 
different between the experimental and control groups, 
t(30) = 1.32, p = .195 (Table 3).

Regarding the TMS sub-scales, curiosity did not sig-
nificantly improve from baseline in either conditions, 
VR (t(15) = − 1.74, p = .102) or non-VR (t(15) = − 1.51, 
p = .152), and hence no significant difference in change 
to curiosity was detected, t(30) = −.09, p = .932. In 
contrast, decentring increased from baseline scores in 
both VR (t(15) = − 6.60, p < .05) and non-VR condi-
tions (t(15) = − 4.23, p < .05). Moreover, VR partici-
pants (M = 26.63, SD = 2.25) showed significantly higher 
decentring compared to non-VR participants (M = 23.88, 

Table 1  Descriptive statistics 
and within-subjects mindfulness 
differences in the VR condition 
(n = 16)

M mean, SD standard deviation

Outcome measure Pretest Post-test 95% CI for mean dif-
ference

M SD M SD Lower Upper

Total mindfulness 36.50 9.87 47.31 5.50 − 15.25 − 6.38
Decentring 17.81 4.92 26.63 2.25 − 11.66 − 5.96
Curiosity 18.69 6.36 20.69 4.39 − 4.45 .44

Table 2  Descriptive statistics 
and within-subjects mindfulness 
differences in the non-VR 
condition (n = 16)

M mean, SD standard deviation

Outcome measure Pretest Post-test 95% CI for mean dif-
ference

M SD M SD Lower Upper

Total mindfulness 38.31 7.87 44.69 5.71 − 9.93 − 2.83
Decentring 18.56 4.50 23.88 3.54 − 7.99 − 2.63
Curiosity 19.75 5.20 20.81 3.87 − 2.56 .438
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SD = 3.54), t(30) = 2.63, p < .05) (Table 3). Cohen’s d was 
estimated at .96, a large effect (Cohen 1992).

Of the 16 participants in the experimental condition, 11 
reported that the HMD was somewhat uncomfortable to 
wear and that their attention was drawn to the band around 
their head. These technological limitations, thus, may have 
reduced the sense of presence in mindfulness training which, 
in turn, reduced the efficacy of VR.

4  Discussion

The present study examined whether a VR environment 
could enhance brief mindfulness intervention. The results 
indicated that participants in each condition had signifi-
cantly greater improvements in self-reported mindfulness 
from baseline scores. Therefore, our first hypothesis, which 
purported that participants in the VR condition would report 
an increase in state mindfulness, was confirmed. Our second 
hypothesis, which proposed that the VR condition would 
produce an increase in mindfulness skills above and beyond 
that of traditional practice, was partially confirmed. Namely, 
we found greater increases in decentring, a subordinate con-
struct of mindfulness, in the VR condition compared to the 
non-VR condition. Our overall findings indicate that VR 
practice is a viable means of delivering mindfulness skills.

The results related to our first hypothesis are consist-
ent with research conducted by Nararro-Haro et al. (2016), 
which demonstrated the effective use of VR and brief 
mindfulness practice. Although the research of Nararro-
Haro et al. was centred on a case study, our results provide 
further evidence in support of VR-aided mindfulness skills 
practice in a controlled experiment. This suggests that VR-
aided mindfulness skills practice is a viable alternative or 
supplemental approach to traditional intervention.

The results pertaining to our second hypothesis showed 
that VR-aided mindfulness practice produced minor benefits 
above and beyond traditional practice, increasing decentring, 
but not curiosity. Previous research has identified decen-
tring as a working mechanism of mindfulness in which one 
actively experiences a diffusion from one’s cognitive and 
emotional states (Carmody et al. 2009; Hayes-Skelton and 

Graham 2013; Lau et al. 2006). According to Shapiro et al. 
(2008), decentring enables the distancing of oneself from 
conscious thoughts by perceiving them as temporary experi-
ences rather than actual manifestations of reality and self. 
The finding of greater increases in decentring as a function 
of VR mindfulness, therefore, could provide a foundational 
framework for the potential therapeutic importance of VR 
mindfulness, specifically, in the context of mood disorders, 
wherein cultivating decentring may enable individuals to 
diminish negative thoughts and rumination (Lau et al. 2006).

Notably, the above result calls for future replication 
and broader exploration in order to draw more meaningful 
conclusions. Although overall mindfulness was not signifi-
cantly impacted by the VR practice, considering that only 
one subscale showed a substantial increase in mindfulness, 
we suggest that researchers consider other sub-scales in their 
work on VR intervention. Definitions of curiosity and decen-
tring need to be more closely critiqued in terms of whether 
both contribute equally to therapeutic effects (not directly 
measured in our study as we have made the assumption that 
mindfulness constructs have been well established in prior 
work). For example, it may be that mindfulness therapy need 
only elicit change in one of the sub-scales of mindfulness. 
A comparison across metrics/scales could highlight which 
other dimensions are most influenced in VR as compared 
with traditional practice.

4.1  Limitations and conclusion

From our findings, we conclude that VR-based mindfulness 
intervention is at least as effective as standard mindful-
ness practice. Investigation into VR-enhanced mindfulness 
has not been broadly conducted previously in a controlled 
experimental design, which serves as one strength of the cur-
rent study. Specifically, these results pave the way for future 
explorations into VR-aided counselling and intervention. 
VR technologies are gaining in popularity with the recent 
releases of mass-market, commercially available headsets, 
and VR-aided therapies have become more common in clini-
cal settings. The present research provides a basis for consid-
ering the efficacy of implementing a VR-aided mindfulness 

Table 3  Independent sample t test comparing outcome measures for the experimental and control groups

t df Sig. (2-tailed) Mean difference Std. error 
difference

95% Confidence 
interval of the dif-
ference

Lower Upper

Total mindfulness Equal variances assumed 1.324 30 .195 2.6250 1.9821 − 1.4230 6.6730
Decentring Equal variances assumed 2.625 30 .014 2.7500 1.0478 .61008 4.8899
Curiosity Equal variances assumed − .085 30 .932 − .12500 1.4633 − 3.1134 2.8634
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skills intervention in public health and/or clinical treatment 
programmes.

One limitation of the present study is the sample size of 
32 participants. This can be regarded as a relatively small 
sample in comparison with much larger samples in related 
research on brief mindfulness (e.g. Call et al. 2013, N = 91; 
Tan et al. 2014, N = 72) and VR interventions for other 
conditions (e.g. Herrero et al. 2014, N = 40). The smaller 
sample size limits both the precision of the estimates and 
the generalisability. Similarly, we only compared laboratory-
administered mindfulness skills training in this study, rather 
than comparing the outcomes of a clinical session, or series 
of sessions, with VR-supported mindfulness treatment. This 
makes the research less ecologically valid, and generalising 
the findings to the therapeutic context is therefore not yet 
possible.

A concern from the outset of the study was that the VR 
component of mindfulness practice could in fact reduce 
participant mindfulness due to distractions either in the VR 
environment or due to external factors. It is promising to 
note that, despite minor distractions due to discomfort of the 
headset, the impact of mindfulness training in the experi-
mental condition was not influenced. Qualitative feedback 
from our VR participants indicated that a more pressing dis-
traction was the comfort of the VR headset, suggesting that 
participant comfort should be a core priority when selecting 
a VR headset with which to enhance mindfulness exercises, 
and that participants could benefit from additional time spent 
habituating to and adjusting the feel of the VR headset.

In conclusion, the current study demonstrated the fea-
sibility of VR to facilitate mindfulness skills practice. The 
findings suggest that the VR-based mindfulness intervention 
is as effective as a standard mindfulness practice to enhance 
state mindfulness. They also indicate greater increases in 
decentring skills as a function of VR mindfulness training. 
VR-based interventions based on mindfulness-skills training 
have the potential to be cost-effective, flexible, and acces-
sible to a broader audience. Further explorations and larger 
randomised control trials are necessary before such interven-
tions can be fully endorsed for use in clinical practice.

References

Aiken MP, Berry MJ (2015) Posttraumatic stress disorder: possibilities 
for olfaction and virtual reality exposure therapy. Virtual Real 
19:95–109. https ://doi.org/10.1007/s1005 5-015-0260-x

Bernstein A, Jislin-Goldberg T, Tanay G (2012) Mindfulness and 
positive affect: cross- sectional, prospective intervention, and 
real-time relations. J Posit Psychol 7:349–361. https ://doi.
org/10.1080/17439 760.2012.70072 4

Broderick P (2005) Mindfulness and coping with dysphoric mood: 
contrasts with rumination and distraction. Cogn Therapy Res 
29:501–510. https ://doi.org/10.1007/s1060 8-005-3888-0

Brown K, Ryan R, Creswell D (2007) Mindfulness: theoretical 
foundations and evidence for its salutary effects. Psychol Inq 
18:211–237. https ://doi.org/10.1080/10478 40070 15982 98

Burdea G (1999) Haptic feedback for virtual reality. Retrieved from 
http://www.ti.rutge rs.edu/publi catio ns/paper s/2000_ijdir .pdf. 
Accessed 30 Mar 2017

Burdea GC, Coiffet P (1994) Virtual reality technology. Wiley-
Interscience, London

Call D, Miron L, Orcutt H (2013) Effectiveness of brief mindfulness 
techniques in reducing symptoms of anxiety and stress. Mind-
fulness 5:658–668. https ://doi.org/10.1007/s1267 1-013-0218-6

Carlin AS, Hoffman HG, Weghorst S (1997) Virtual reality and 
tactile augmentation in the treatment of spider phobia. A case 
report. Behav Res Ther 35:153–158. https ://doi.org/10.1016/
S0005 -7967(96)00085 -X

Carmody J, Baer RA, Lykins LB, Olendzki N (2009) An empirical 
study of the mechanisms of mindfulness in a mindfulness-based 
stress reduction program. J Clin Psychol 65:613–626. https ://
doi.org/10.1002/jclp.20579 

Cohen J (1992) A power primer. Psychol bull 112(1):155. https ://
doi.org/10.1037/0033-2909.112.1.155

Costaa E, Carvalho A (2004) The acceptance of virtual reality 
devices for cognitive rehabilitation: a report of positive results 
with schizophrenia. Comput Methods Progr Biomed 73:173–
182. https ://doi.org/10.1016/S0169 -2607(03)00066 -X

Crescentini C, Chittaro L, Capurso V, Sioni R, Fabbro F (2016) 
Psychological and physiological responses to stressful situa-
tions in immersive virtual reality: differences between users 
who practice mindfulness meditation and controls. Comput 
Hum Behav 59:304–316

Davis FD (1989) Perceived usefulness, perceived ease of use, and 
user acceptance of information technology. MIS Q. https ://doi.
org/10.2307/24900 8

Davis D, Hayes J (2011) What are the benefits of mindfulness? A 
practice review of psychotherapy-related research. Psychother-
apy 48(2):198–208. https ://doi.org/10.1037/a0022 062

Difede J, Cukor J, Wyka K, Olden M, Hoffman H, Lee FS, Alte-
mus M (2014) D-cycloserine augmentation of exposure therapy 
for post-traumatic stress disorder. A pilot randomized clinical 
trial. Neuropsychopharmacology 39(5):1052–1058. https ://doi.
org/10.1038/npp.2013.317

Eagle JL (2008) Engaging the “wise mind” of a teen: Incorporating 
mindfulness practice into a group therapy protocol for anxious 
adolescents. Doctoral dissertation, Massachusetts School of 
Professional Psychology

Evans S, Ferrando S, Findler M, Stowell C, Smart C, Haglin D 
(2008) Mindfulness-based cognitive therapy for generalized 
anxiety disorder. J Anxiety Disord 22:716–721. https ://doi.
org/10.1016/j.janxd is.2007.07.005

Gebara CM, Barros-Neto TP, Gertsenchtein L, Lotufo-Neto F (2016) 
Virtual reality exposure using three-dimensional images for the 
treatment of social phobia. Bras Psiquiatr 38(1):24–29. https ://
doi.org/10.1590/1516-4446-2014-1560

Goldin PR, Gross JJ (2010) Effects of mindfulness-based stress 
reduction (MBSR) on emotion regulation in social anxiety dis-
order. Emotion 10(1):83. https ://doi.org/10.1037/a0018 441

Gracia-Palacios A, Botella C, Hoffmann H, Fabregert S (2007) 
Comparing acceptance and refusal rates of virtual reality expo-
sure vs. in vivo exposure by patients with specific phobias. 
Cyber Psychol Behav 10(5):722–724. https ://doi.org/10.1089/
cpb.2007.9962

Gromala D, Tong X, Choo A, Karamnejad M, Shaw CD (2015) 
The virtual meditative walk: virtual reality therapy for chronic 
pain management. In: Proceedings of the 33rd annual ACM 
conference on human factors in computing systems. ACM, pp 
521–524

https://doi.org/10.1007/s10055-015-0260-x
https://doi.org/10.1080/17439760.2012.700724
https://doi.org/10.1080/17439760.2012.700724
https://doi.org/10.1007/s10608-005-3888-0
https://doi.org/10.1080/10478400701598298
http://www.ti.rutgers.edu/publications/papers/2000_ijdir.pdf
https://doi.org/10.1007/s12671-013-0218-6
https://doi.org/10.1016/S0005-7967(96)00085-X
https://doi.org/10.1016/S0005-7967(96)00085-X
https://doi.org/10.1002/jclp.20579
https://doi.org/10.1002/jclp.20579
https://doi.org/10.1037/0033-2909.112.1.155
https://doi.org/10.1037/0033-2909.112.1.155
https://doi.org/10.1016/S0169-2607(03)00066-X
https://doi.org/10.2307/249008
https://doi.org/10.2307/249008
https://doi.org/10.1037/a0022062
https://doi.org/10.1038/npp.2013.317
https://doi.org/10.1038/npp.2013.317
https://doi.org/10.1016/j.janxdis.2007.07.005
https://doi.org/10.1016/j.janxdis.2007.07.005
https://doi.org/10.1590/1516-4446-2014-1560
https://doi.org/10.1590/1516-4446-2014-1560
https://doi.org/10.1037/a0018441
https://doi.org/10.1089/cpb.2007.9962
https://doi.org/10.1089/cpb.2007.9962


149Virtual Reality (2020) 24:143–149 

1 3

Grossman P, Niemann L, Schmidt S, Walach H (2004) Mindfulness-
based stress reduction and health benefits: a meta-analysis. J Psy-
chosom Res 57(1):35–43

Hayes-Skelton SA, Graham JR (2013) Decentering as a common link 
among mindfulness, cognitive reappraisal, and social anxiety. 
Behav Cogn Psychother 41(3):317–328. https ://doi.org/10.1017/
S1352 46581 20009 02

Hepburn SR, Crane C, Barnhofer T, Duggan DS, Fennell MV, Wil-
liams JG (2009) Mindfulness-based cognitive therapy may reduce 
thought suppression in previously suicidal participants: findings 
from a preliminary study. Br J Clin Psychol 48:209–215. https ://
doi.org/10.1348/01446 6509X 41497 0

Herrero R, Garcia-Palacios A, Castilla D, Molinari G, Botella C (2014) 
Virtual reality for the induction of positive emotions in the treat-
ment of fibromyalgia: a pilot study over acceptability, satisfac-
tion, and the effect of virtual reality on mood. Cyber Psychol 
Behav Soc Netw 17(6):379–384. https ://doi.org/10.1089/cyber 
.2014.0052

Hill C, Martin JL, Thomson S, Scott-Ram N, Penfold H, Creswell C 
(2017) Navigating the challenges of digital health innovation: con-
siderations and solutions in developing online and smartphone-
application-based interventions for mental health disorders. Br J 
Psychiatry 211(2):65–69

Hilton L, Hempel S, Ewing BA, Apaydin E, Xenakis L, Newberry S, 
Colaiaco B, Maher AR, Shanman RM, Sorbero ME, Maglione 
MA (2016) Mindfulness meditation for chronic pain: systematic 
review and meta-analysis. Ann Behav Med 51(2):199–213

Kabat-Zinn J (1982) An outpatient program in behavioural medicine 
for chronic pain patients based on the practice of mindfulness 
meditation: theoretical considerations and preliminary results. 
Gen Hosp Psychiatry 4:33–47. https ://doi.org/10.1016/01638 
343(82)90026 -3

Khoury B, Lecomte T, Fortin G, Masse M, Therien P, Bouchard V, 
Chapleau MA, Paquin K, Hofmann SG (2013) Mindfulness-
based therapy: a comprehensive meta-analysis. Clin Psychol Rev 
33(6):763–771

Larson MJ, Steffen PR, Primosch M (2013) The impact of a brief mind-
fulness meditation intervention on cognitive control and error-
related performance monitoring. Front Hum Neurosci 7:308. https 
://doi.org/10.3389/fnhum .2013.00308 

Lau MA, Bishop SR, Segal ZV, Buis T, Anderson ND, Carlson L, 
Shapiro S, Carmody J, Abbey S, Devins G (2006) The Toronto 
mindfulness scale: Development and validation. J clin psychol 
62(12):1445–1467. https ://doi.org/10.1002/jclp.20326 

Linehan M, Comtois A, Murray M, Brown Z, Gallop J, Heard L, 
Korslund E, Tutek A, Reynolds K, Lindenboim N (2006) Two-
year randomized controlled trial and follow-up of dialectical 
behaviour therapy versus therapy by experts for suicidal behav-
iors and borderline personality disorder. Arch Gen Psychiatry 
63(7):757–766. https ://doi.org/10.1001/archp syc.63.7.757

Lutz A, Slagter HA, Dunne JD, Davidson RJ (2008) Attention regula-
tion and monitoring in meditation. Trends Cogn Sci 12(4):163–
169. https ://doi.org/10.1016/j.tics.2008.01.005

Lymeus F, Lundgren D, Hartig T (2016) Attentional effort of begin-
ning mindfulness training is offset with practice directed toward 
images of natural scenery. Environ Behav 49:536–559. https ://doi.
org/10.1177/00139 16516 65739 0

Malinowski P (2008) Mindfulness as psychological dimension: con-
cepts and applications. Ir J Psychol 29(1):155–166. https ://doi.
org/10.1080/03033 910.2008.10446 281

Nararro-Haro MV, Hoffman HG, Garcia-Palacios A, Sampaio M, 
Alhalabi W, Hall K, Linehan M (2016) The use of virtual reality 

to facilitate mindfulness skills training in dialectical behavioral 
therapy for borderline personality disorder: a case study. Front 
Psychol 7:1573. https ://doi.org/10.3389/fpsyg .2016.01573 

Nyklicek I, Dijksman SC, Lenders PJ, Fonteijn WA, Koolen J (2012) 
A brief mindfulness based intervention for increase in emotional 
well-being and quality of life in percutaneous coronary interven-
tion (PCI) patients: the Mindful-Heart randomized controlled 
trial. J Behav Med 37:135–144. https ://doi.org/10.1007/s1086 
5-012-9475-4

Rahl HA, Lindsay EK, Pacilio LE, Brown KW, Creswell JD (2017) 
Brief mindfulness meditation training reduces mind wandering: 
the critical role of acceptance. Emotion 17(2):224–230. https ://
doi.org/10.1037/emo00 00250 

Rauterberg M (2004) Positive effects of VR technology on human 
behaviour. Building theinformation society. Springer, Boston, 
MA, pp 51–58

Ready D, Pollack S, Rothbaum B, Alarcon R (2006) Virtual reality 
exposure for veterans with posttraumatic stress disorder. J Aggress 
Maltreat Trauma 12:199–220. https ://doi.org/10.1300/J146v 12n01 
_11

Rothbaum O, Hodges L, Kooper R, Opdyke D, Williford J, North M 
(1995) Effectiveness of virtual graded exposure in the treatment 
of acrophobia. Am J Psychiatry 152(4):626–628. https ://doi.
org/10.1176/ajp.152.4.626

Rothbaum B, Anderson P, Zimand E, Hodges L, Lange D, Wilson J 
(2006) Virtual reality exposure therapy and standard (in vivo) 
exposure therapy in the treatment of fear of flying. Behav Therapy 
37(1):80–90. https ://doi.org/10.1016/j.beth.2005.04.004

Schoultz M, Atherton I, Watson A (2015) Mindfulness-based cognitive 
therapy for inflammatory bowel disease patients: findings from an 
exploratory pilot randomised controlled trial. Trials 16:379. https 
://doi.org/10.1186/s1306 3-015-0909-5

Shapiro L, Oman D, Thoresen E, Plante G, Flinders T (2008) Cultivat-
ing mindfulness: effects on well-being. J Clin Psychol 64(7):840–
862. https ://doi.org/10.1002/jclp.20491 

Tan LBG, Lo BCY, Macrae CN (2014) Brief mindfulness meditation 
improves mental state attribution and empathizing. PLoS ONE 
9(10):e110510. https ://doi.org/10.1371/journ al.pone.01105 10

Tang Y, Holzel K, Posner I (2015) The neuroscience of mindful-
ness meditation. Nat Rev Neurosci 16(4):213–225. https ://doi.
org/10.1038/nrn39 16

Teasdale JD, Segal ZV, Williams JMG, Ridgeway VA, Soulsby JM, Lau 
MA (2000) Prevention of relapse/recurrence in major depression 
by mindfulness-based cognitive therapy. J Consult Clin Psychol 
68(4):615–623. https ://doi.org/10.1037/0022-006X.68.4.615

University of Melbourne (2017) Counselling and Psychological Ser-
vices. Retrieved from http://servi ces.unime lb.edu.au/couns el. 
Accessed 14 Apr 2017

Wiederhold D, Wiederhold K (2007) Virtual reality and interactive 
simulation for pain distraction. Comput Inf Technol Assess 
Manag Patients Pain 8(3):181–188. https ://doi.org/10.111
1/j.1526-4637.2007.00381 .x

Wolitzky K, Fivush R, Zimand E, Hodges L, Rothbaum BO (2005) 
Effectiveness of virtual reality distraction during a painful medi-
cal procedure in pediatric oncology patients. Psychol Health 
20(6):817–824. https ://doi.org/10.1080/14768 32050 01433 39

Publisher’s Note Springer Nature remains neutral with regard to 
jurisdictional claims in published maps and institutional affiliations.

https://doi.org/10.1017/S1352465812000902
https://doi.org/10.1017/S1352465812000902
https://doi.org/10.1348/014466509X414970
https://doi.org/10.1348/014466509X414970
https://doi.org/10.1089/cyber.2014.0052
https://doi.org/10.1089/cyber.2014.0052
https://doi.org/10.1016/01638343(82)90026-3
https://doi.org/10.1016/01638343(82)90026-3
https://doi.org/10.3389/fnhum.2013.00308
https://doi.org/10.3389/fnhum.2013.00308
https://doi.org/10.1002/jclp.20326
https://doi.org/10.1001/archpsyc.63.7.757
https://doi.org/10.1016/j.tics.2008.01.005
https://doi.org/10.1177/0013916516657390
https://doi.org/10.1177/0013916516657390
https://doi.org/10.1080/03033910.2008.10446281
https://doi.org/10.1080/03033910.2008.10446281
https://doi.org/10.3389/fpsyg.2016.01573
https://doi.org/10.1007/s10865-012-9475-4
https://doi.org/10.1007/s10865-012-9475-4
https://doi.org/10.1037/emo0000250
https://doi.org/10.1037/emo0000250
https://doi.org/10.1300/J146v12n01_11
https://doi.org/10.1300/J146v12n01_11
https://doi.org/10.1176/ajp.152.4.626
https://doi.org/10.1176/ajp.152.4.626
https://doi.org/10.1016/j.beth.2005.04.004
https://doi.org/10.1186/s13063-015-0909-5
https://doi.org/10.1186/s13063-015-0909-5
https://doi.org/10.1002/jclp.20491
https://doi.org/10.1371/journal.pone.0110510
https://doi.org/10.1038/nrn3916
https://doi.org/10.1038/nrn3916
https://doi.org/10.1037/0022-006X.68.4.615
http://services.unimelb.edu.au/counsel
https://doi.org/10.1111/j.1526-4637.2007.00381.x
https://doi.org/10.1111/j.1526-4637.2007.00381.x
https://doi.org/10.1080/14768320500143339

	A virtual reality approach to mindfulness skills training
	Abstract
	1 Introduction
	1.1 Mindfulness skills training
	1.2 A virtual reality approach to brief mindfulness skills training

	2 Method
	2.1 Participants
	2.2 Materials
	2.3 Design
	2.4 Procedure

	3 Results
	4 Discussion
	4.1 Limitations and conclusion

	References




