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TO THE EDITOR

Chronic low back pain (CLBP), as a major and potentially
disabling musculoskeletal conditions, is highly prevalent
among older adults [1]. Previous studies revealed that in
different parts of the world approximately 30% of older
adults experience CLBP that lasts for at least 3 months [2,3].
CLBP among older adults can lead to functional disability,
increased risk of fall, depression, sleep disturbance, cog-
nitive deficits and poor quality of life. CLBP-related conse-
quences can also impose substantial financial burden on
caregivers and society [4,5]. Considering the multifacto-
rial etiology of CLBP in older adults, it is a therapeutically
challenging pain condition. Notwithstanding pharmaco-
logical and technological advancement in chronic pain
management, CLBP management in older adults has only
limited success. It has been previously shown that, despite
its high prevalence and numerous negative consequences,
CLBP in older adults remains untreated. Therefore, iden-
tifying a safe and cost-effective adjunctive treatment mo-
dality for CLBP management is crucial [1,6,7].

Recently, virtual reality (VR) has been proposed as

a highly promising non-pharmacological modality for
chronic pain management [8]. VR is a computer-generated
environment which can generate simulations of real or
imagined environments and allows users to be immersed
in an interactive virtual world [8,9]. Although the exact
mechanism of the pain-relieving effect of VR is not well
elucidated, distraction hypothesis is likely a prominent
mechanism to explain the analgesic effects of VR. How-
ever, graded exposure therapy and neuromodulation are
other suggested mechanisms [8,10]. Although some pub-
lished reviews and meta-analysis found good evidence of
the potential efficacy of VR for managing CLBP in adults
[11,12], only one recently published study has evaluated
the efficacy of four-week VR therapy in 22 older adults with
CLBP. In this randomized controlled pilot study, although
the patients’ pain intensity decreased in both groups of
older adults who received multimodal pain therapy in VR
(n = 11) or conventional multimodal pain therapy (n = 11),
the difference was not statistically significant. In addi-
tion, patients in the VR group had a significant improve-
ment in subjective functional capacity compared to the
control group [13]. The results of a requirements analysis
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indicated that for a successful usage of VR in CLBP man-
agement of older adults, obligatory requirements for the
overall system, software, hardware and gamification
elements should be set and applied [14]. Therefore, these
requirements should be taken into account and met. Also,
the results of a study have confirmed the efficacy of VR in
reducing procedure-related pain and anxiety during fluo-
roscopic pain intervention in patients with chronic pain
[15].

In terms of safety, the available evidence has indicated
that VR interventions are generally safe, and tolerable.
Despite its advantages, the high cost of VR devices and
programs, potential risks of cyber sickness, eye strain, and
addiction, especially if used for an extended period, are
some potential challenges or limitations in employing VR.
However further studies for evaluating the safety of VR
and its potential side effects are necessary [16-18].

In sum, it seems that using VR has great the potential to
be used as a feasible, useful, and safe adjunctive modality
for managing CLBP in older adults. However further well
designed and adequately powered randomized clinical tri-
als are needed to fully evaluate and confirm the potential
efficacy and safety of this modality in older adults.
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