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My background



What is virtual reality?

ÁInteraction with a computer simulated 
environment



Virtual rehabilitation, 
games4health, serious games, 
exergaming , Wiihab ...



Evidence for virtual 
rehabilitation

Published research has shown VR can:

ÁPromote motor learning and transfer to real 
world tasks

ÁImprove upper limb function, mobility, 
balance and cognition and decrease pain

ÁIncrease physical activity, improve 
satisfaction and enjoyment of therapy



Evidence for virtual 
rehabilitation
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,Ï× ÃÏÓÔ ƧÏÆÆ- the -ÓÈÅÌÆƨ 
systems: DDR,Eyetoy, Wii



Why use virtual reality in 
rehabilitation?

ÁFun

ÁEngaging

ÁMotivating

ÁRepetition of movement

ÁProvision of feedback

ÁChallenging

ÁRewarding

ÁDistraction

ÁAssessment 



Nintendo Wii Balance Board 
as an assessment tool

ÁDr Ross Clarke

Universityof Melbourne

ÁFound that the data from 
the Balance Board was 
comparable to a laboratory 
grade force plate
(Clarke et al 2009)



The Nintendo Wii

ÁReleasedat the end of 2006

ÁSold  1.7 million in Australia 
and 67 million worldwide

ÁUses wireless controllers 
with motion sensitive 
technology and pressure 
ÓÅÎÓÉÔÉÖÅ ȰÂÁÌÁÎÃÅ ÂÏÁÒÄȱ



Wii in the media


