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Abstract
Introduction
Young people experiencing mental ill-health can face significant disruption to education and training and challenges gaining and maintaining employment. Virtual reality offers a promising approach to support vocational skill development through immersive, experiential learning. To date, the focus of digital mental health research has been symptom reduction and relapse prevention. A small body of work has applied digital technologies to support functional outcomes such as vocational recovery, however, most digital vocational interventions target the reduction of work-related stress (Phillips et al., 2019). More recent research investigates virtual reality for vocational skill attainment among people with mental ill-health (Tsang & Man, 2013; Smith et al., 2015). However, there are limited digital interventions that focus on functional outcomes, and traditional feasibility acceptability trials often discount the implementation context.
Objectives
This novel feasibility study aimed to assess the feasibility, acceptability, and safety of a virtual reality vocational recovery intervention (VR4VR) and its implementation, delivered within vocational support co-located with youth mental health services. For this trial, VR4VR was implemented in a youth mental health service and a youth out of home care and homelessness service in diverse geographic locations in Australia. The objectives were to understand the implementation from staff and young people’s perspectives to ensure further development responds to feedback, leading to scalable and effective enhancements to existing services. 
Theoretical basis
Virtual reality for vocational recovery (VR4VR) was developed in consultation with young people and vocational workers with themes identified from interviews and focus groups contributing to the selection of the scenarios developed. Themes were mapped against theories and frameworks including experiential learning, the Australian Blueprint for Career Development, relevant Australian curriculum, insights from the Individual Placement and Support (IPS) supported employment model and functional and vocational recovery. Trial components were based on the theoretical framework of acceptability (Sekhon, Cartwright, & Francis, 2017) and consolidated framework for implementation research (Damschroder et al., 2022).  Occupational and general self-efficacy and social and occupational functioning were also key components (Rigotti, Schyns & Mohr, 2008; Schwarzer & Jerusalem, 1995).

Methodology
A feasibility and acceptability implementation-effectiveness trial was conducted with young people with mental health difficulties receiving vocational support. Vocational workers were trained to deliver the intervention over three sessions as part of routine care and referred eligible young people aged 18-25 years seeking vocational support. Implementation strategies were developed with the services and included training, monthly supervision, and technical support. Quantitative measures at baseline and 6 weeks post-intervention assessed feasibility, acceptability, safety, and uptake. Implementation outcomes included vocational worker adoption, acceptability, and fidelity. Qualitative interviews with young people and vocational workers were conducted. 
Results
6 of 7 vocational workers, in two services, took part in the study. Vocational workers referred a total of 18 young people, 16 consented to participate, and 11 were retained through follow-up. Mean age was 19.8 years, 56% female, 12% trans or gender diverse, 25% first nations. Acceptability was high among both young people (91%) and workers (100%), with participants reporting the scenarios were engaging and relevant to vocational goals. No adverse events related to the intervention were reported. Vocational workers delivered a mean of 3.4 sessions, with 93% completing all planned sessions. Qualitative findings from young people and vocational workers will be presented.
Conclusions
Delivering VR-based vocational intervention within youth mental health-based vocational services is feasible, acceptable, and safe. Embedding feasibility and acceptability trials within implementation contexts provides valuable early insight into real-world delivery and scalability. VR4VR is a feasible and acceptable vocational intervention, warranting further development and evaluation, with continued attention to implementation.
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