
DEVELOPMENT OF A PROTOCOL FOR TREATMENT OF POST-STROKE PATIENTS WITH VIRTUAL REALITY:  

PRELIMINARY RESULTS  

     To verify the efficacy of a pre-established protocol using virtual reality (VR) as 

adjunctive therapy in the process of re-acquisition balance in patients with motor 

disability caused by stroke receiving physical rehabilitation, by comparing it to 

conventional treatment.  

 

 

OBJECTIVE 

       Our sample consisted of six people (2 female and 4 male) with stroke, mean age 

56,6 ± 13,8 years, randomly distributed in 02 groups: Control Group (CG) – subjects 

realized physical rehabilitation only and Experimental Group (EG) – which associated 

physical rehabilitation and therapy in AV following certain protocol. The VR was created 

using a 32-inch LCD television and a videogame Nintendo Wii Fit Plus® connected to a 

balance board. A simple-blind assessment using Berg Balance Scale (BBS) was 

performed, before and after the intervention [1, 2]. Subjects received 48 sessions of VR 

therapy, twice a week, during 40 minutes with three different games during the session, 

five replicates of each game, with rests between two and three minutes to change from 

one model to another game being played. In addition, the individual should repeat a 

games session in the remaining 10 minutes. 6 games (Soccer Heading,  Penguin Slide, 

Ski Slalom, Snowboard Slalom, Table Tilt and  Balance Buble) based on the strategies 

of postural control specifically designed to promote balance were used, creating a 

game protocol progressively increasing difficulty, variability and repetition. The first was 

week the baseline, where volunteers knew the games. The games were scaled with the 

degree of difficulty, and the first two weeks the games were easier, working over the 

average lateral balance and then the most difficult games (antero-posterior Balance). 

Finally, games that include both axes of motion. The third time we reached the top 

score went to the advanced mode of the game. 
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 It appears that the GC, only one individual got small gain of 6%, the second 

reduced 11% and the latter did not change the percentage. 

Fig. 2. Percentage of the BBS obtained through initial and final assessments comparison to 

subjects A, B and C from CG and  D, E and F from EG. 

Fig. 1. Virtual reality room. 

    Phisiotherapy and VR associated to protocol used in this study was 

efficient, whereas EG was more expressive regarding balance than CG. The 

result of this study demonstrates that the protocol was efficient, which is 

consistent with other studies [3]. A larger sample is necessary to achieve 

expressive evidences. Besides, VR has a low cost and can be used 

rehabilitation centers, clinics, or even domiciles, when properly instructed by a 

qualified professional, being an interactive way that provides bigger 

participation of the subject. 

METHODS 

DISCUSSIONS / CONCLUSION 

REFERENCES 

1- MYIAMOTO, S.T.; LOMBARDI JUNIOR, I.; BERG, K.O.; RAMOS, L.R.; NATOUR, J. Brazilian 

version of the Berg balance scale. Brazilian Journal of Medical and Biological Research, 2004, 

37: 1411-1421. 

2- PAVAN, K.; CRUZ,  L.C.A. da; NUNES, M.F.; MENEZES, L.G.; MARANGONI, B.E.M. Cross 

cultural adaptation and validation of the Rivermead Mobility Index  in stroke patients within 

the brazilian cultural and language context. Arq. Neuropsiquiatr 2010, 68(1): 52-55. 

3-SAPOSNIK, G; FAHA; M.L. Virtual Reality in Stroke Rehabilitation: A Meta-Analysis and 

Implications for Clinicians. Aha journals. Vol.42:1380-1386, 2011. 

 

 

 

 

RESULTS 

   In comparison, among the three individuals from GE, two had scores 

increased to 16% and 14%, respectively, while the third has lost 15%. ( Figure 

2). 


