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In a hurry? These are our 
main conclusions!

Executive Summary

You are currently holding one of the first 
large-scale studies into the use of virtual reality 
(VR) in social care. Here is a quick a summary:

Delighted reactions and great potential

Testing VR experiences for activation therapy

(The right kind of) VR has its place  
in social care

The study confirmed that VR experiences 
can successfully transfer the elderly from 
the monotonous dullness of their room to 
more stimulating environments, also by 
virtue of a talkative narrator. The Kaleido 
experiences were very positively received 
not only by the elderly travellers but also by 
the activation therapists themselves, who 
reported that working with Kaleido was 
easy, convenient, and effective. 

Both target groups, the elderly and the 
activation therapists, need to be involved 
in the development process of the 
instrument and its content. When the VR 
experiences are truly tailor-made to the 
needs and preferences of older adults, 
they can improve their lives regardless of 
cognitive and physical disabilities.  There 
is a long journey ahead of us but we are 
embarking on it with great enthusiasm, 
as we clearly are headed in the right 
direction.

We created a new activation therapy 
instrument called Kaleido. 40 VR 
headsets were lent free of charge to 
nursing homes and hospitals throughout 
Czech Republic. In cooperation with these 
facilites, both qualitative and quantitative 
feedback was subsequently collected 
over a period of three months. 

What were the results?

What was the study about?

What are the practical implications?



What can you find in this 
study?
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The elderly in social care 
facilities lack contact with 
the outside world.

Problem

Imagine this is your room, and you are not to spend a 
mere few weeks in it but the rest of your life.

Diverse stimuli from the outside world 
are a crucial factor in slowing down the 
onset of dementia and maintaining an 
overall balanced state of mental 
well-being.

The elderly in social care facilities often 
feel lonely and separated from the 
outside world. The intensity of such 
feelings, only multiplies during a 
pandemic when outside visitors are not 
allowed. 

Activation therapy teams in social care 
facilities have limited options regarding the 
tools for mental and physical activation, 
especially when it comes to working with 
chairbound or bedbound clients.

The elderly in social care facilities and 
chronic disease hospitals, but also 
patients in regular hospitals and 
rehabilitation centers can easily succumb 
to the gloomy routine and a depressing 
feeling that nothing new will enrich their 
life anymore, at least not anytime soon.



Many international studies 
have already confirmed the 
potential of virtual reality for 
activating older adults.

Virtual reality as a solution?

Virtual reality (VR) can inexpensively, safely, and 
comfortably contribute to the overall mobilization and 
preservation of cognitive abilities in the elderly.

A Canadian research (1) verified the 
potential of 360° videos for activation 
therapy in the elderly without any side 
effects. The researchers recommended to 
focus on image quality and a narrator to 
supplement the visual content.

A Korean RCT experiment (2) found 
positive effects of interactive VR 
experiences as a tool to bring cognitive 
decline to a halt or at least slow down 
its progress in elderly with dementia. 

A recent meta-analysis (3) of data from 11 
studies showed the potential of VR in elderly 
with dementia and patients with cognitive 
impairment. The use of semi-immersive 
technology was deemed most suitable.

A team of Australian scientists (4) 
examined existing findings regarding 
the use of VR in therapy for the elderly 
and reached the conclusion that VR 
experiences can contribute to overall 
long-term mental well-being. The 
researchers also called for studies with 
larger numbers of participants.

(1) Appel, L., Appel, E., Bogler, O., Wiseman, M., Cohen, L., Ein, N., Abrams, H. B., & Campos, J. L. (2020). Older adults with cognitive and/or physical impairments can benefit from immersive virtual reality experiences: A feasibility study. Frontiers in Medicine, 
6, 329. https://doi.org/10.3389/fmed.2019.00329

(2) Thapa, N., Park, H.J., Yang, J.-G., Son, H., Jang, M., Lee, J., Kang, S.W., Park, K.W., & Park, H. (2020). The effect of a virtual reality-based intervention program on cognition in older adults with mild cognitive impairment: A randomized control trial. Journal 
of Clinical Medicine, 9, 1283. https://doi.org/10.3390/jcm9051283

(3) Kim, O., Pang, Y., & Kim, J. (2019). The effectiveness of virtual reality for people with mild cognitive impairment or dementia: A meta-analysis. BMC Psychiatry, 19(1). http://doi:10.1186/s12888-019-2180-x

(4) D’Cunha, N., Nguyen, D., Naumovski, N., Mckune, A., Kellett, J., Georgousopoulou, E., . . . Isbel, S. (2019). A mini-review of virtual reality-based interventions to promote well-being for people living with dementia and mild cognitive impairment. 
Gerontology, 65(4), 430-440. doi:10.1159/000500040



Joy, new experiences, 
and entertaining 
exercise

New activation therapy tool Kaleido 

Finally a truly effective and 
affordable digital innovation in 
social care.

Wonderful experiences in virtual reality to brighten up the day

Travelling, relaxation, cultural, and reminiscential experiences that 
bring joy, activate memories, create emotions, and stimulate 
movement even in bedbound clients.  All of it regularly delivered to 
the rooms of the clients where they feel safe and comfortable. Our 
continuous content creation ensures stable, permanent effect 
rather than a temporary “wow” effect of the VR technology itself.

A tool completely tailor-made for the elderly.

Kaleido is fully adapted to the needs of older adults 
and people with disabilities. The content (from 
recording to voice acting) is all created in-house, 
always having the target group in mind. The target 
group is also acitvely involved in the whole process. 
From the very beginning, the tool itself is created for 
use in individual activation therapy.



A simple tool ready to be 
used right after the 
moment of delivery





Kaleido in practice

1. The facility receives a 
package containing the 
VR headset and all 
accessories by mail. .

2. Our online manual 
and instructional video 
explain the best 
practices while providing 
all necessary 
information. No 
technological skills are 
required - using Kaleido 
is very simple.

3. The Kaleido app 
comes pre-installed in 
the headset. All it takes is 
charging the headset, 
and downloading new 
experiences via WiFi. 

4. Kaleido is ready and the 
activation therapy team is 
all set to visit the 
individual clients in their 
rooms. The headset is 
light, comfortable, and 
does not require any 
phone or hardware to 
operate.

5. After choosing the 
desired destination, walk, 
or cultural experience, the 
app gives the therapist 
enough time to help the 
client put the VR headset 
on.

6. The experience lasts 
for 7-14 minutes, and 
the client can enjoy it 
from the comfort of their 
chair or bed. The 
narrator then 
continuously motivates 
the client to look around 
and investigate the 
surroundings.

7. When the experience is 
over, the therapist and 
client talk about what the 
client saw and heard. The 
conversation amplifies the 
cognitive and physical 
activation effect and 
strengthens the 
relationship between the 
client and the therapist.

8. The activation 
therapy team disinfects 
Kaleido, which is then 
ready for another 
traveller. One battery 
charge is sufficient for at 
least 7 to 9 virtual 
experiences in a row.

new product video.
For a nice introduction to Kaleido, we kindly invite you 
to watch our 



We create diverse experiences 
tailor-made for the elderly

Virtual experiences

To ensure that our content is truly suitable and 
well-received by the elderly, we create all the VR 
content ourselves - from recording the 360 film 
material to writing the script, recording the audio 
narration, and editing the final output.

World-famous classics as well as hidden 
gems from all around Europe.

Travelling and sights

Murmuring waves, breathtaking cliffs, and 
sunbathing on a peaceful beach


Sea and beaches

Music in extraordinary locations, museum 
and gallery walks.

Concerts and art

Forest walks for both relaxation and fall 
prevention, mountain and lake meditation. 

Relaxation and walks



We thoroughly tested 
Kaleido with 40+ care 
facilities in the Czech 
Republic

Pilot programme

Our goal was to answer the joint call of 
researchers for a usability study of VR in 
social care with a larger sample.  

On September 1, 2020, we launched a 
4-month pilot programme with 40 
partner facilities (elderly care homes, 
rehabilitation clinics, NGOs). 



Amsterdam

Beach relaxation
Walk on the 


Charles Bridge Cello Concert

Haarlem Antwerp

Karlstejn Castle

Lesser Cyclades (Greece)

Remembering the good old days 
and enjoying music, relaxation, 
and new adventures

Virtual experiences

These eight experiences were part of our pilot 
programme:



Research questions and 
design of the usability study

Research objectives

Due to the very limited amount of empirical evidente in this area, especially 
in the Czech Republic, we did not introduce any specific hypotheses in the 
research. The main goal was to find answers to the following questions:

The following methodological plan was established:

Phases:  
- pre-pilot testing in three care facilities 

- concept adjustments based on the first findings

- large-scale three-month study on a bigger 
sample

Data: 
- qualitative feedback: observation, in-depth 
interviews (via phone) with activation therapists

- quantitative data: online questionnaires filled in 
by activation therapists after finishing each travel 
experience - questions for both the therapist and 
the elderly traveller

- final analysis combining both qualitative and 
quantitative methods and findings

Sample: 
- 40 VR headsets, no less than 35 facilities 
including care homes, chronic disease hospitals 
and rehabilitation centers

- 212 filled-in questionnaires by people who have 
just enjoyed a VR experience with Kaleido 

- 8 virtual experiences (travel, relaxation in nature, 
music, walk simulation)

Are virtual experiences beneficial for the activation of the elderly? Do results differ based on their physical and cognitive condition? 

Can social care workers effectively use virtual reality experiences in activation therapy? Under what circumstances?

What are the possible barriers and contraindications to using virtual experiences in social care?

What adjustments to the tool and the content would contribute to a broader and more effective use of virtual reality 
experiences in social care practice?



We verified that concept-wise, we were headed in the right direction. Kaleido experiences were very well received 
both by the travellers and their caretakers.


Regarding our VR app and the content, we received valuable feedback to further improve the experience before 
launching the pilot programme (e.g., volume, surrounding noise, image stability, etc.)

5/5 rating for 70 +% experience

Unique and immensely popular 
opportunity to visit places which 
most elderly cannot physically 
visit anymore.

Great activation for 80% of 
travellers

Effective motivation to move and 
exercise even for bedbound and 
chairbound clients.

Sample: 62 traveller, 76% women, average age 81 years 
In this phase, Kaleido was tested primarily in clients in better physical and cognitive shape, even though it was not an 
intention. The activation therapists intuitively had the propensity to test the VR glasses on the more capable clients.

4 out 5 experiences deepen the 
relationship

Intense mutual experience 
strengthens the relationship 
between the client and his 
activation therapist.

Most experiences get the clients 
talking and sharing

Magical activation of memories 
thanks to the immersive effect of 
virtual reality.

Verified positive impact on 
physical and mental 
well-being in three facilities

Pre-pilot testing - August 2020

Prior to launching the full-scale pilot 
programme, we tested Kaleido with the 
first two travel experiences in three care 
facilites. We reached the following 
conclusions:



Main conclusions of our 
pilot study

Pilot testing - September to November 2020

85%: 4-5/5

A total number of 39 travellers filled out a 

questionnaire after a non-finished experience.


Clear conclusions regarding possible contraindications 

are, however, missing. 

In case of more advanced cases of dementia, an ad hoc

assessment by the activation team is required.  

Not even the non-finished experiences did, however, 

discourage the travellers - 

3 out of 4 wanted to try Kaleido again, or at least 

had a neutral stance toward it.

Teams of pilot participants confirmed a substantial 
activation therapy potential, both for 


cognitive and physical activation.  


Virtually anybody was able to work 

with the VR headset and app, 

regardless of prior digital skills. 

Virtual experiences also, when used correctly,  
managed to save time of the activation therapists. 

Virtual experiences worked as a wonderful diversion 
which managed to pull the elderly in care facilities 


out of their daily routine.



They praised the visual side of the experiences, 

as well as their length, sound, dialogues 

with the narrator and location choice. 
Many would like to see more of nature. 

On the other hand, demand for culture was 

comparatively smaller.

18% drop-out

Note: In the second wave of the COVID-19 pandemic, the care facilities had very limited capacities, and filled out questionnaires less often, usually with “new” travellers. 
Based on the qualitative information from the activation therapy teams, it is fair to assume that the reviews would be even better after accounting for “regular” travellers .

80%: 4-5/5

Barriers and room for 
improvement?

Use and effectiveness 
within activation therapy?

Reception by the elderly?



The virtual trips beautifully activate 
memories and create a new spark 
of life in our clients’ eyes. Kaleido is 
very supportive and motivational. 
Even disabled people get to stretch 
and move in a playful manner.

”

Ilona Vesela
Director, Chodov Nursing Home



Wonderful references, cute 
reactions and pictures

Testimonials

“Wow, I’m walking 
again!”

“This is like nothing I’ve 
ever seen before!”

Virtual reality. We visited two cities in two different countries - Antwerp in Belgium and 
Haarlem in the Netherlands. The clients’ were very excited, many of them were turning 
around in their chairs or beds as if the virtual tour was real. And they even had a good 
chat with the voiceover guide. Let’s hope we will soon get a chance to visit some exotic 
places too! ️

Kaleido VR ToursAnother batch of virtual travellers! Thank you  
for the cooperation 

Kaleido VR ToursOur nursing home is part of a fantastic project with  . The clients can 
now take a stroll on the beach, enjoy virtual travelling with commentary, and relax under 
beautiful trees in a forest. They have instantly fallen in love with the project - thank you for 
such unique experiences! ️



Care facilities, therapists, and 
clients forming the sample 

Research sample

40 headsets (some of them used in more than one facilty over the 4-month period):

39x nursing homes


1x digital club for the elderly


2x remote (volunteer-based) care


4x rehabilitation facilities*


2x community centers for the elderly

* Hospital facilities unfortunately could not employ Kaleido properly in the second wave of the pandemic due to very strict internal restrictions.

212 questionnaires (filled in by the traveller + his/her therapist)

Age: average 81, median 84, oldest 97, more than 75% aged 78+


Gender: 77% female, 23% male


Mobility: 24% fully mobile, 51% mobile with difficulties, 19% chairbound, 6% bedbound


Cognitive condition: 24% very good, 37% mostly good, 27% neither good nor bad, 10% mostly bad, 2% very bad


Prior use of Kaleido: 74% first time, 20% second time, 5% third time, 1 % fourth time

Usability and effecivity feedback from the travellers was 
mainly provided by the activation and occupational 
therapy teams or other social care workers and managers 
of the facilities directly involved in the use of Kaleido.

Mobility of the travellers:

Cognitive condition of the travellers:

very good


rather good


neither good nor poor


rather poor


very poor

fully mobile


mobile with difficulties


chair-bound


bed-bound



Convenient and comfortable tool 
without technological barriers

Usability in care facilities

Activation therapy teams praised the ease of use and 
opportunity to carry the headset from one client to another. 
After overcoming the initial “fear of the unknown”, people were 
not afraid to try out the VR experiences. On the other hand, the 
second wave of the pandemic proved to be an obstacle.

“Kaleido helped me to pull through the demanding 
days of the second wave of the pandemic. Time for 
the preparation of individual activation sessions was 
scarce but thanks to Kaleido VR experiences, a nice 
activity was always readily available.” 

The following was concluded based on mainly the qualitative feedback:

Working with the VR headset and the simple app was trouble-free even with minimal experience with new technologies.

The initial training via the online manual and instructional video worked flawlessly.  For social care workers, it was an easy 
and convenient way of onboarding.

The second wave of the pandemic impeded the use of Kaleido in many facilities due to a temporary discontinuation of all activation 
therapy sessions. 

On the other hand, for some activation therapy teams, Kaleido proved to be a very useful tool. It saved them precious 
time in preparing individual activation therapy conversations with clients. Thanks to Kaleido, a natural conversational topic 
was always readily available.

In times of strict sanitary restrictions and a rapidly spreading contagion, it is very taxing for activation therapy workers to 
spend time on completing questionnaires. Therefore, most facilities only filled in a couple of questionnaires and 
continued providing feedback over a phone on a once-in-a-while basis.

From the sample of virtual experiences covered by the questionnaires (N = 212), a technical problem occurred only 9 times. 
Following the fixing of a downloading error, virtually no technical difficulties ocurred.



Wonderful distraction, entertaining 
narrator, and the “wow effect”

Reviews by the elderly themselves

The effect of immersion into the virtual environment worked amazingly 
well. The elderly enjoyed the new stimuli and were excited about them. 
They demanded more and more which we consider a very promising 
sign. It seems that women are somewhat more keen on trying the virtual 
experiences, but the positivity of the reviews is balanced accross genders.

“I’ve never seen anything like that in my life.”

“I can totally smell the sea. The salinity, the air, that’s 
beatiful! I used to travel to the sea every year for 12 years.”

To the narrator: “You’re a good lad, tell me more!”

“We have a lady here, who’s almost a 100 years old, 
and who’s grown extremely fond of Kaleido. Every day, 
she asks when the next new VR experience is coming.”Analyzing the survey data and qualitative interviews led us to conclude:

Overall rating from all travellers:
Those experiences that were completed (N = 174) received an average rating 
of 4.6/5. All the aspects received a rating of 4.5-4.6/5.

Regression analyses did not show a different perceptions of experiences between 
men and women, neither a relationship between rating and age. Based on our 
results, demographics are not a determining factor of Kaleido’s acceptance.

From the sample (N = 212) more than 80% reviewed all aspects of the virtual 
experiences (overall, imagery, sounds, narrator, destinations) as good or very good.  
The average length of 10 minutes appears to be ideal.

Those who completed the trip had a desire to travel again with Kaleido in 80% of 
cases (61% expressed a strong desire to do so). Only 5 people reported they probably 
would not like to travel again, and only 3 reported they definitely would not. Even in 
the case of a not completed experience, 1/3 of clients had the desire to try it again.

Based on the verbal reactions, it was clear that the so called immersion effect, a 
typical aspect of VR experiences, worked very well. The travellers were transferred 
outside of their rooms and engaged in conversations with the narrator (voiceover), 
who asked them different questions.

very good


rather good


neither good nor bad


rather bad


very bad



Great activation of memories 
and effective motivation to move

Contribution of Kaleido in activation therapy

The staff especially praised the effect of Kaleido in getting people to share 
and talk. We verified that the stimuli in virtual reality are so strong that they 
can pull the client out of his routine state and make him/her remember 
miscellaneous experiences, family members, old acquaintances, etc.

Based on the reviews of the activation therapists, the following was concluded:

Constituent components of activation (rating 1-5):

The narrator was also highly praised by the activation therapy teams. From 
their perspective, the narrator worked as an effective trigger of interaction 
and dialogue.

In the overwhelming majority of cases, the rating of overall activation, as 
well as its constituent parts, was rated as good or very good. Again, no role 
of age or gender was discovered.

The therapists were often witnesses to the desire of the elderly to talk about their 
experiences. They zealously and often proudly recounted what they had seen to 
their family and other clients, which motivated others to try out Kaleido as well. 

From the activation standpoint, VR experiences from the Karlstejn Castle and 
Amsterdam were the most effective. The most famous Czech castle often activated 
memories in clients and cheered them up slightly more than other experiences. 
Amsterdam, on the other hand, was successful because of its higher quality, as it 
was one of the most recent experiences from our production. The upward trend 
from our first experiences to the present day is noticeable. We attribute it to always 
creating new experiences with the previous feedback in mind. 

“One user was absolutely delighted. She often speaks 
about her desire of visiting the seaside one more time. 
Following this VR experience, her mood improved by a 
100%. Amazing!”

“Our client genuinely wanted to get up and follow the 
narrator, she was totally immersed in the experience!” 

“The client immediately called her family saying that 
she had gone on a trip to the seaside. She was 
completely carried away.”

overall activation            physical activation                   cheer-up effect               stronger relationship        memory activation

all experiences completed experiences



A tool suitable for almost 
anyone 

Barriers and contraindications

Statistical analyses revealed a negative relationship between the cognitive 
condition of the travellers and their rating of the experience and, in 
consequence, the rating of the activation effect. Overall, however, the VR 
experiences work very well regardless of age, gender, or mobility. 

Regression analyses of questionnaire data and observations of the 
therapists signal the following: 

Average physical activation success for different 
mobility levels:

Probability of completing the experience is apparently not influenced by age or gender. 
Also, no clear pattern was found in the case of mobility. Bedbound clients are, however, 
slightly more prone to dizziness, unless they are helped into a seated position.

1/3 of the travellers who did not finish a VR experience had the desire to try 
Kaleido again. Further 39% of such travellers had a neutral stance toward Kaleido 
after not completing the full experience. The initial lack of success, therefore, did 
not discourage the majority of travellers. 

Inferior cognitive condition is a significant predictor of lower user and activation 
ratings in all aspects. In both cases, a move by one level (e.g., from “rather poor” to 
“very poor”) lowers the rating by 0.3/5. The ratings, however, still remain positive, with 
the exception of extreme cases. Some facilities succcessfuly used Kaleido in patients 
with dementia, others did not have such a good experience in such patients. It is, 
therefore, advisory to make a judgement on individual basis in dementia patients. 

39 travellers from the sample (N = 212) did not complete a VR experience. The most 
common reasons were eyesight problems (15), discomfort (13), and dizziness (9). 
Dizziness while travelling with Kaleido was only reported by 4% of the sample. Loss 
of orientation was only reported by 2%.

“I am always very pleased with the experience, as I 
spend my whole day in bed.”

“I have problems with my eyesight, but the travel 
experiences are truly wonderful!”

“Both a deaf lady and a mute gentleman were able to 
enjoy the travel experience.”

“A gentleman, who hasn’t moved in years, because he 
didn't feel like it, first started turning his head with 
Kaleido, and subsequently started moving his hands 
and reaching out with them. That was huge for us!”

“One client was delighted by a trip to the seaside. She 
was just confused by the fact she couldn’t see her legs, 
which made her feel slightly dizzy.” 

fully mobile



mobile with 
difficulties



chairbound



bedbound



Diverse preferences and 
desire for relevant content

Content preferences of the elderly

Thanks to a wide sample and involvement of partner facilities 
from the whole Czech Republic, it was shown that content 
preferences of the elderly widely differ based on both region 
and individual characteristics. The determining factors are likely 
to be character traits and personal life stories, rather than easily 
measurable variables.

The preferences of the elderly and the remarks of the staff show: Content preference - everyone vs. “not complete”

* clients who did not complete a trip (N = 39)

N
a

t u
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*

Preferences of the elderly vary tremendously. Creating a wide palette of 
virtual experiences will be key, so everyone can find what he/she desires.

From the 8 experiences inluded in the pilot programme, Karlstejn Castle 
received the most favourable user rating. Due to a low number of participants 
for some experiences, it was, however, not possible to find a clear pattern.

A relaxation experience with stretching and breathing exercises on beach was 
slightly less positively (but still positively) rated. This type of experiences might 
benefit from less narration and fewer instructions.

Nature was the most popular theme in the sample (N = 212), followed by Czech 
cities and landmarks, European locations and exotic locations. As of not completed 
experiences (N = 39), nature, followed by Czech cities and landmarks, remains the 
most popular. Preferences for other locations were much lower in these travellers. 
The key to convincing these travellers might therefore be experiences from nature 
and locally relevant environments.

“Preferred destinations vary a lot. Some crave to visit 
well-known places in the Czech Republic. Others 
desire to visit places they have never been to.”

“Most of our clients come from a village environment, 
they are not used to travelling abroad. They would 
probably prefer the setting of a farm yard.”
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Great potential and a lot of 
exciting work ahead of us

Implications and plans for the future 

Our pilot programme followed up on recent international studies, showing substantial 
activation benefits that virtual experiences can effectively and comfortably deliver to 
social care facilities. Despite still being at the very beginning, especially as far as the 
Czech Republic is concerned, we sincerely believe that this usability study will 
contribute to a wider and smarter use of virtual reality in social care.

What are the implications of this study?

Virtual experiences can provide great amounts of joy to the 
elderly.


For care facilities, VR can be a practical and easy-to-use tool.


In some clients, the activation effects of VR can be almost 
magical.


Content preferences differ on many levels.


Intuitively assumed contraindications are not necessarily 
universally valid.

What do we learn from it?

We are headed in the right direction, the value and benefit of 
Kaleido have been confirmed.


All future developments of Kaleido will put emphasis on 
simplicity and ease of use.


We want to better understand why and when some experiences 
work so well with specific types of clients and patients.


We look forward to endless experimentations with the content.


Together with care facilities, we will continue to collect feedback 
with special attention dedicated to the elderly with dementia 
and cognitive disabilities.



On a mission to introduce

technological innovations

into social care

Our mission and values

We are driven by the joy and excitement Kaleido brings to

the elderly. And we strongly believe that:

Whether they live alone or in a caring

facility, grandmas and grandpas also

deserve to benefit from the amazing

potential of today’s technological

advancements such as virtual reality.

Digital innovations in health and social

care should not be designed only for the

fit and digitally savvy patients and elders.

They should aim to cater to different

needs and be as inclusive as possible.

Every new solution should be based on

validated insights from practitioners, and

then designed and thoroughly tested

together with the social care staff and

elderly themselves.

Although our mission and the well-being

of our users come always first, the target

value must be delivered through

financially sustainable products in order 
to create long-lasting effects.

Otherwise our ideas become as

ephemeral as a raindrop on a desert.



Marek Háša 


Co-Founder & Head of 
Product



Filip Háša

Co-Founder

Michal Režný 

Head of Growth

Michal Vávra

Head of Development

Jan Vyčichlo

Videomaker 

Our team

...and many more young people dedicated to bringing digital innovations to social care - voice actors, translators, sound


engineers, and graphic designers.

Mission-driven innovators and 
videomakers



Interested in the 
topic of virtual 
reality in social care?
Contact us, we are here to help you.


Visit kaleido.tours for further information and follow 
Kaleido on Facebook and Instagram - you won't miss 
any news and we’ll provide you with a daily dosage of 
positive emotions!

Thank you for your time and the attention you 
dedicate to the topic of digital innovations in social 
care.



On behalf of the whole Kaleido team,



Marek Háša, MSc.

CEO

guarantor of this study

PhD student @ Charles University




Any questions? We’ll gladly answer all of them. You can 
always reach us at +420 731 914 622 or info@kaleido.tours. 

You can find photos, videos, logos, and all media 
outputs related to our project in our press kit. 


