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| t d t a tiny backpack. Additionally, no negative effects were noted. This information
ntroauction is crucial and is in line with earlier studies that employed games to accomplish

comparable goals but only examined them over a short period of time.
Up to 2% of seniors have Parkinson's disease (PD), a neurological condition

that typically manifests in the sixth decade of life (65 years and older). By 2040, It would be required to confirm that the safety outcomes shown here are
the prevalence of it is anticipated to double globally. Its therapeutic therapy ~ Maintained in longer immersion sessions because the session periods used in
is intricate and incorporates both pharmaceutical and non-pharmacological e currentinvestigation were rather brief. The equipment's use was acceptable
treatments, such as physical exercise and interdisciplinary rehabiltative care. S Well- These outcomes are consistent with earlier research. In any case,
As rehabilitation and preservation of physical and functional capacities are key ~ the Oculus Quest 2 hand controllers are objectively smaller and lighter and,
components in these patients, exercise interventions have had positive effects  therefore, more manageable than the HTC Vive Pro hand controllers, which,
in PD. Physical therapy is primarily an exercise-based strategy used in the i Our opinion, may have made the virtual tasks easier for these patients, who

management of Parkinson's disease (PD) that targets five key areas: physical  reduently have symptoms affecting the upper limb in general and eye-hand
fitness, transfers, manual tasks, balance and gait. in particular. Better tremor self-management might result from carrying a

device like a controller, however it would be fascinating to see future study that
included games with hand-tracking systems.

Description

A higher adherence to future treatments using these virtual tools may
also be suggested by the satisfaction views' emphasis on the game's value
for the treatment of Parkinson's disease and the respondents' willingness to
use it regularly. Numerous participants expressed interest in the potential of
purchasing and using the chosen wearable gadget at home due to its usability
and favorable reviews. As anticipated, individual performance also increased
in the second session, with better scores and a perceived effort level in every
single member of the sample. Participants with more severe illness also
showed greater performance.

Exergames need active user engagement in order to replicate the effects
of conventional PD rehabilitation techniques through motions and physical
tasks. Systematic reviews and meta-analyses have proven to have the
ability to increase PD populations' levels of satisfaction and adherence while
also balancing out their lives and improving their quality of life. Gaming that
includes visual and aural feedback takes use of neurophysiological reward
processes, such as dopaminergic reward systems, which can boost brain
plasticity. Inmersive virtual reality (IVR) refers to technologies that build on this

favourable response by offering a first-person viewpoint system via a head- It was possible to train PD patients independently of the disease's stage of
mounted display (HMD), enabling users to interact with virtual environments progression and the 60 training sessions that were conducted showed a high
in a natural way. degree of safety (no side effects). Even though it was not our research's goal,

postural instability warrants consideration. This is a crucial symptom in the
development of the illness and may affect the selection criteria for the sample
in next research, such as the user's standing or sitting posture. In any event, as
we have already stated, the most important factor from a clinical standpoint is
that all of the patients successfully finished the work without experiencing any
negative side effects [1-5].

Despite the fact that applications of exergame-bhased exercise programmes
with HMDs targeting PD are still largely unexplored, they are frequently
conducted with systems like the HTC Vive Pro (HTC Corporation, Taoyuan
City, Taiwan) that require significant and expensive additional equipment,
primarily a high-performance computer, a monitor and a base station system
to set up a specific game space. Additionally, they have been tested on small
samples and in studies with only a few sessions. Additionally, research on
exercise games used with people with Parkinson's disease has concentrated Conclusion
on those that call for performing motor activities, primarily requiring lower and
upper limb movement, which is frequently compromised in these individuals. For associations of patients with Parkinson's, Alzheimer's, or other related

Our results are intriguing because they demonstrate that boxing exergame disorders, which frequently have limited resources, demonstrating the viability
sessions may be conducted in conjunction with a wearable, commercial of exercise programs—designed for patients with neurological conditions—
HMD for use in PD. Our research up to this point has utilised VR systems to be undertaken while wearing affordable wearable technological devices
that required extra hardware, making it challenging to move the trials. The could be beneficial. Future versions of these gadgets may serve as beneficial
approach we utilised in this study enabled us to easily transport our trial to the auxiliary aids with a wide range of potential advantages for patients' physical,

Vigo Association of Parkinson, in this example, with VR equipment that fits in psychological and social rehabilitation and they may even enable itinerant
treatments at homes thanks to their portable nature.

*Address for Correspondence: Evandro Sperandio, Department of Human Movement i
Sciences, Federal University of Sao Paulo, Brazil; E-mail: evandrosperadino@gmail.com C on f I I Ct Of I n te re St

Copyright: © 2022 Sperandio E. This is an open-access article distributed None.
under the terms of the Creative Commons Attribution License, which permits
unrestricted use, distribution, and reproduction in any medium, provided the

original author and source are credited. References

Received: 05 May, 2022, Manuscript No. jppr-22-68123; Editor assigned: 06 o ) )
May, 2022, PreQC No. P-68123; Reviewed: 13 May, 2022, QC No. Q-68123; 1. Goodwin, Victoria A., Suzanne H. Richards, Rod S. Taylor and Adrian H. Taylor, et

Revised: 21 May, 2022, Manuscript No. R-68123; Published: 26 May, 2022, DOI: al. "The effectiveness of exercise interventions for people with Parkinson's disease:
10.3742112573_0é12_2622_7_277 ' ' ' A systematic review and meta-analysis." Mov Disord 23 (2008): 631-640.



https://pubmed.ncbi.nlm.nih.gov/18181210/
https://pubmed.ncbi.nlm.nih.gov/18181210/
mailto:evandrosperadino@gmail.com

Sperandio E

Physiother Rehabil, Volume 7:5, 2022

2.

Mak, Margaret K., Irene S. Wong-Yu, Xia Shen and Chloe L. Chung, et al. "Long-
term effects of exercise and physical therapy in people with Parkinson disease." Nat
Rev Neurol 13 (2017): 689-703.

Chen, Zhichun, Guanglu Li and Jun Liu. "Autonomic dysfunction in Parkinson’s
disease: Implications for pathophysiology, diagnosis and treatment." Neurobiol Dis
134 (2020): 104700.

Page 2 of 2

4.

De Keersmaecker, Emma, Nina Lefeber, Marion Geys and Elise Jespers, et al.
"Virtual reality during gait training: does it improve gait function in persons with
central nervous system movement disorders? A systematic review and meta-
analysis." NeuroRehabilitation 44 (2019): 43-66.

Wang, Bo, Min Shen, Yan-xue Wang, Zhi-wen He and Shui-qing Chi, et al. "Effect
of virtual reality on balance and gait ability in patients with Parkinson’s disease: A
systematic review and meta-analysis." Clin Rehabil 33 (2019): 1130-1138.

How to cite this article: Sperandio, Evandro. “Wearable Immersive Virtual

Reality Device for Promoting Physical Activity in Parkinson’s Disease Patients.”
Physiother Rehabil 7 (2022): 277.



https://pubmed.ncbi.nlm.nih.gov/29027544/
https://pubmed.ncbi.nlm.nih.gov/29027544/
https://pubmed.ncbi.nlm.nih.gov/31809788/
https://pubmed.ncbi.nlm.nih.gov/31809788/
https://pubmed.ncbi.nlm.nih.gov/30814368/
https://pubmed.ncbi.nlm.nih.gov/30814368/
https://pubmed.ncbi.nlm.nih.gov/30814368/
https://pubmed.ncbi.nlm.nih.gov/31016994/
https://pubmed.ncbi.nlm.nih.gov/31016994/
https://pubmed.ncbi.nlm.nih.gov/31016994/

