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Abstract:  
In developing this study we built upon Harvard 
University Professor Edward O. Wilson’s biophilia 
hypothesis, which expands E. Fromm's theory to 
position biophilia as the basis of human existence. The 
overwhelming majority of people have a love of and 
keen interest in animals. 20 elderly residents (mean = 
80.2, median = 82, SD = 8.614) of a care home in 
Malakhovka, a suburb of Moscow, participated in a 
study of the impact of visiting a virtual savanna via Virry 
VR technology. These 20 people later formed an 
experimental group. A control group was formed of 22 
elderly residents (mean = 80, median = 80.5, SD = 9.6). 
Among the participants were elderly people with 
differing levels of cognitive function, but all with an 
MMSE score of at least 24. This condition was set due 
to the study’s requirement for interaction with and 
feedback from the participants. A resident with an 
MMSE score of 16 also chose to take part, having 
learned about the study from a participating neighbor, 
and the effect on this particular resident pleasantly 
surprised both care homestaff and the Virry VR 
research group.   
The positive effect of embedding a visit to a virtual 
savanna in the everyday routine of care home residents 
with dementia was noted. Over the course of the study, 
the mood of the participants improved significantly and 
their satisfaction with life increased after each 
immersion in the virtual reality environment. Their 
level of pain also decreased and through long-term 
observation, it became apparent that a visit to the virtual 
savannah has a cumulative effect associated with a 
decrease in the subjective level of pain. 
There was a clear improvement in memory test results. 
It should be noted that the inclusion of a new type of 
 
 

 

activity in an elderly person’s environment gives them a 
stimulating experience and it is highly probable that this 
has a positive effect on cognitive abilities that decline 
with age. It can be assumed that visiting the savannah via 
VR arouses interest in the new and re- orientates the 
entire cognitive system with knowledge, whilst also 
having an immediate positive impact on the individual’s 
wellbeing, setting a positive emotional scene that enables 
a different attitude to life. 
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