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Exploring the Use of Virtual Reality Technology in People with Huntington’s Disease to Improve   

General Well-being 

The Following report was prepared on behalf of HDANI by; 

Ms Alex Fisher, MSc (Neuropsychiatry), PhD Candidate (UOB), Snr Occupational Therapist 
Neuropsychiatry, BSMHFT, The Barberry, Honorary Clinical Lecturer - Huntington’s Disease Module Lead, 
Neuropsychiatry, University of Birmingham (UOB) 
 
HDANI is part of a network of global Huntington’s Disease charities that exist to raise awareness of HD, and 

advocate for effective services, but also promote well-being in the HD affected population. 

As part of the latter remit, they were awarded a small grant in 2021 by the ADDOR Foundation to explore 

two non-pharmacological interventions that were beginning to take traction in other neurogenerative 

conditions. One of the interventions was virtual reality (VR) headsets. 

The use of VR headsets (and what are called wearables) has started to be used by themselves and in more 

immersive settings such as rehabilitation and assessment of symptoms, but this is the first project (to our 

knowledge) that has trialed them for well-being and leisure.  

The HDNI gathered (non-standardised) data from the users and their families and carers on the practicality 

of the devices but also any positive or negative feedback. This included verbal & and written feedback from 

those who were able to give it but also proxy feedback from companions from those who were unable to 

(i.e., observations of body language indicating well-being/or frustration). 

Whilst not part of a formalised study and with a small group of participants, the outcomes still demonstrate 

useful knowledge for people with HD and their families and for those considering the use of this technology 

with people with HD across their lifespan.  

8 participants volunteered to take part – all at various stages of their illness, 3 in the early, 2 in the mid and 

3 in the late stage. Ages ranged from 44 through to 69 years old. There were 7 males and 1 female. 

The participants living arrangements varied from living at home with their children to being in or having full 

time care and no longer mobile. 2 at the time of the intervention were still working. 

An infographic has been produced to show outcomes but also considerations relevant to future use of VR 

headset use with people with HD.  
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