Table 3: Neural modulations during immersion in virtual and physical environment

First author,  Kind of study Purpose Participant Neuropsychomotor  Virtual reality modality Time
year deficiencies treated intervention
Ballester, Experimental Explore the effect of the 20 subjects (11 men); Stroke (Hemiparesis); Games system of 2 consecutive
2015 study movement amplification Mean age: 62.2 + 14.3  Ischemic or rehabilitation; Integrated  days
directed at RV in the induction years Hemorrhagic type Sensor Kinect
of beneficial changes in the use (Microsoft)

of the ethical pair

Subramanian,  Clinical Trial ~ Compare the kinematic and 32 patients; Stroke; Ischemic or RV 3D System with the 12 times over
2013 clinical outcomes of a training Average Age: Between  Hemorrhagic type software CAREN; 4 weeks
in physical and virtual 40 £ 80 years Occurrence from6to  Screen displayed with
environment on stroke 60 months prior to stereoscopic glasses
complications the study
Ferraz, 2018 Pilot Study Compare the effects of 62 elderly subjects (37 Idiopathic DP Video Games Xbox 360 8 weeks; three
functional training, bike men); Kinect integrated sessions of 50
exercise and exercise based on Average age > 60 minutes per
RM on the gait of elderly with years. week
DP
Kim, 2017 Experimental ~ To assess the safety of the use 33 participants; DP Glasses Rift (Kit 2, Walking for
study of monitors of immersion in RV 11 Healthy young, 11 Oculus VR); 20 minutes
set on the head for longer healthy elderly and 11 Environment developed

periods of walking on DP individuals with DP using Sketchup




Faria, 2016 Clinical Trial ~ Compare an intervention based 18 patients Chronic Stroke RV Reh@City system 12 sessions of
in RV with a conventional on built into the computer 20 minute, for

cognitive rehabilitation in stroke 4 to 6 weeks

RV= Virtual Reality; CAREN= Computer Assisted Rehabilitation Environment; DP= Parkinson Disease.




