[bookmark: _GoBack]Appendix 4: Numerical breakdown of the sector in which studies were done
The following table summarises the various sectors in which the studies occurred. The categories are determined by the study’s participant cohort and / or context. Sorted by highest to lowest count
	[bookmark: _kjpc1w3c8q43]Studies done  (N=44) 
	
	Count (%)

	Healthcare and Medicine Sector
	
	15 (34.10 %)

	
	Caregivers (Dementia, Alzheimer’s, chronic pain, migraine)
	
	8 (18.19 %)

	
	Ageism and geriatrics
	
	2 (4.55 %)

	
	Autism
	
	2 (4.55 %)

	
	Schizophrenic spectrum and other psychotic disorders)
	
	1 (2.23%)

	
	Training new mental health clinicians
	
	1 (2.23%)

	
	Racism in medicine
	
	1 (2.23%)

	Education sector
	
	15 (34.10 %)

	
	Bullying
	
	2 (4.55 %)

	
	Sexism & sexual harassment 
	
	2 (4.55 %)

	
	Enhance teacher’s reflection and empathy skills
	
	2 (4.55 %)

	
	Refugees
	
	1 (2.23%)

	
	School culture
	
	1 (2.23%)

	
	Storytelling
	
	1 (2.23%)

	
	VR classroom vs a real classroom
	
	1 (2.23%)

	
	Empathy exercise
	
	1 (2.23%)

	
	Develop empathy and communication via VR
	
	1 (2.23%)

	
	Impacts of immersive presentation of 360-video nonfiction content
	
	1 (2.23%)

	
	Modification of dysfunctional communication
	
	1 (2.23%)

	
	Immersion/embodiment
	
	1 (2.23%)

	General sector
	
	10 (22.73%)

	
	Refugees
	
	1 (2.23%)

	
	Young adults
	
	1 (2.23%)

	
	Sexism & sexual harassment
	
	1 (2.23%)

	
	Parenting
	
	1 (2.23%)

	
	Attitudes toward drug users
	
	1 (2.23%)

	
	Short and long-term effects of a traditional perspective-taking task and a VR perspective-taking
	
	1 (2.23%)

	
	Comparison. VR (real world) vs VR (augmented info added)
	
	1 (2.23%)

	
	How the uncanny valley influences narrative empathy and enjoyment
	
	1 (2.23%)

	
	Empathy-arousing (Game design)
	
	1 (2.23%)

	
	Racism

	
	1 (2.23%)



