Table 2: Cognitive and psychosocial influence of virtual reality

First author,

year

Kind of study

Purpose

Participant

Neuropsychomotor
deficiencies treated

Virtual reality modality

Time

intervention

Dahdah, 2017

Cameirao,
2016

Geraets, 2017

Experimental

study

Pilot Study

Experimental

study

Determine effectiveness of
interventions with RV on
attention dysfunction in patients

with brain injury

Investigate the emotional impact
of cognitive-motor

rehabilitation training through
the performance of attention,

memory and eye tracking

Investigate the interpersonal
distance of people with
psychotic disorder or at risk for
psychosis within virtual social

environments.

15 patients

10 participants (7
women);

Average Age: 54.2 +
9.2

156 individuals
Average Age: 18 to 35

years

Chronic stroke;
Injury by cerebral
anoxia;

Brain Tumor;
Skull-encephalic
trauma

Chronic stroke

Psychotic Disorder

Display System Z800 3D
Display integrated to the

computer

Sony PlayStation Eye
sensor; Integrated to the
monitor; RV
environment developed
by the game engine
Unity 3D

VR environment created
by CleVR with the
Vizard software;

3D glasses (Sony HMZ-
T1); Joysticks

8 times a week

for 4 weeks

90 minutes

Not informed




Luca, 2017

McLay, 2017

Manera, 2016

Mendez, 2014

Case study

Clinical Trial

Experimental

study

Pilot Study

Evaluate the effects of a
combined treatment of
rehabilitation with conventional
techniques in a virtual
environment on the stroke
Compare the exposure therapy
benefits with and without
immersion in RV over post-

traumatic stress disorder

Test the viability of the use of
rendered RV and based on
highly realistic image in patients
with mild cognitive impairment

and dementia

Evaluate, through a RV
program, changed
characteristics in frontotemporal

behavioral v

1 woman 58 years old

81 participants

Average Age: Between

18 and 60 years old

28 participants with
cognitive impairment
(15 men);

Mean age = 75 years;
29 participants with
dementia (17 males);
Average age = 76.3
years.

5 participants (3
women);

Mean age: 56 + 12.5

Hemorrhagic type
stroke in post-acute

phase (5 months after

injury)

Post-traumatic stress
disorder

Mild Cognitive
impairment and

dementia

Behavioral variant of
frontotemporal

dementia

Virtual Environment
produced by Nirvana
BTS System

Virtual System Virtual
Iraq and Afghanistan
system; Software and
hardware developed by
Virtual Reality Medical
Center

LED Full HD 3D
stereoscopic video screen
(resolution of 1920 x
2160 pixels and
dimensions of 1.55 x
1.74 meters)

eMagin Z800 HMD
glasses (Virtually Better
Co)

24 sessions
for 2 months;
Interval of 2

weeks

Session of 90
minutes ; 18
times for 9

weeks

5 minutes for

each level

Not informed




Monteiro,
2017

Morganti,
2013

Moritz, 2013

Clinical Trial

Experimental

study

Short report

Analyze the motor learning
process in individuals with SD

during a task in RV

Study the decline of allocentric-
egocentric translation of spatial
knowledge during different
types of guidance in patients
with DA

Examine differences generated
by RV programs in behavioral
modification among participants

with schizophrenia

40 individuals (20 with
the syndrome);

Mean age: Between 14
and 30 years old

26 patients (average
age: 80.96 £ 6.3) and
26 healthy subjects
(Mean age: 77.23 £
5.25);

33 participants (21
men);

Mean age: 40.52 + 9.93

years

SD

DA

Schizophrenia

Software tasks with 3D
images;

Viewing by computer
monitor

Spatial Task Software
VR-Maze and VR task-
Road Map developed by
virtual reality tools;
Desktop Computer

RV Task software
developed in Unity3D

Not informed

10 minutes of

training

Maximum
duration of 5
minutes per

attempt

RV= Virtual Reality; SD= Parkinson Disease; SD= Down Syndrome; DA= Alzheimer disease.




