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ABSTRACT:

Introduction and purpose: Traditional rehabilitation methods often have limitations in improving

motor function and cognitive abilities. This review aims to provide an updated overview of innovative

methods in rehabilitation, focusing on the role of immersive and interactive technologies in enhancing

rehabilitation outcomes. The literature suggests that these technologies can improve upper limb

mobility, grip strength, and manual dexterity, as well as cognitive function, attention, and spatial

awareness. Additionally, innovative balance and gait rehabilitation programs have been shown to

improve functional mobility and reduce the risk of falls. The use of these technologies in combination
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with other rehabilitation modalities, such as electrostimulation and robotic assistance, may lead to

even greater improvements in motor function and cognitive abilities. While more research is needed to

fully understand the benefits and limitations of these innovative approaches, the existing evidence

suggests that they have the potential to revolutionize rehabilitation and improve quality of life for

patients.

Materials and Methods: A literature review was conducted using PubMed with search phrases

immersive and interactive technologies and rehabilitation.

Description of the state of knowledge: Traditional rehabilitation methods often have limitations in

improving motor function and cognitive abilities.Upper extremity impairment is a common and

debilitating consequence of stroke.

Summary: mmersive and interactive technologies have the potential to improve upper limb mobility,

grip strength, and manual dexterity, as well as cognitive function, attention, and spatial awareness.

Innovative balance and gait rehabilitation programs have been shown to improve functional mobility

and reduce the risk of falls. The use of these technologies in combination with other rehabilitation

modalities may lead to even greater improvements in motor function and cognitive abilities.

INTRODUCTION

Statistically, one person in the world suffers a stroke once every two seconds 1 .

According to Global Burden of Disease 2019, stroke ranks second in terms of deaths

worldwide and is the third most common cause of death and disability combined. Since 1990,

there has been an increasing incidence of stroke of around 70% and the resulting disability is

a major public health problem 2 . Statistics indicate that the global lifetime risk of stroke,

starting at the age of 25, is 24.9% 3.

Stroke is a neurological condition that significantly impacts patients' quality of life,

often hindering their ability to perform daily activities 4 . Upper extremity impairment is the

most common disability affecting stroke survivors' inability to perform activities of daily

living 5 . The recovery of hand motor function has a major impact on daily living activities.

Many stroke patients suffer from functional impairment and are unable to move their hands

due to insufficient rehabilitation. Hand impairments caused by stroke often present challenges

in motor rehabilitation, requiring creative therapy for successful recovery 6,7 . One of the most

serious and common sequelae of stroke is impaired balance, which significantly increases the

risk of falls 8 . ‘Silent’ cerebrovascular pathology also plays a crucial role in the development

of cognitive impairment in older adults1.
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AIM

The primary aim of this review is to provide clinicians with an updated overview of stroke

rehabilitation options with using virtual reality. By summarizing current evidence and identifying gaps

in knowledge, this review aims to inform about innovative methods of disability management after

stroke.

MATERIAL AND METHODS

Database such as Pubmed was used for the literature review with the keywords: Eighty-four articles

were considered for inclusion, with keywords immersive and interactive technologies and

rehabilitation, with publication dates between 2019 and 2024 to ensure relevance to contemporary

understanding and practice.

DESCRIPTION OF THE STATE OF KNOWLEDGE:

Over the past twenty years, the treatment of stroke has changed dramatically with new,

effective methods of prevention, treatment in the acute phase and rehabilitation in the chronic

phase 1 . The efficacy of conventional exercises in improving stroke patients' concentration

may be limited due to the prolonged duration of therapy sessions9. A breakthrough appears to

be the concept of mirror neurons, which is the foundation of mirror therapy (MT), an

intervention used in upper limb rehabilitation in post-stroke patients 10 . The neuronal illusion

is created by placing a mirror between two arms in such a way that the reflecting side faces

odd11. The patient then makes arm movements on both sides and observes the reflection of the

arm movements. This is a preparatory technique to induce neuroplasticity12. Brain preparation

leads to modulation of cortical excitability, which can create a favorable environment for

neurons to reorganize 13 . More recently, virtual reality also has been widely used in

rehabilitation to promote user involvement, which has been proven to induce brain plasticity6.

Games enriched with visual and audio feedback use neurophysiological reward mechanisms,

such as by engaging dopaminergic reward systems, which can increase brain plasticity14.

Virtual Reality in post-stroke upper limb rehabilitation

In the literature special attention has been given to the use of VR in upper limb

rehabilitation in both the acute and chronic phases of stroke. According to many authors, this

aspect is particularly important because the return of upper limb function is a major challenge
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for rehabilitation teams. Traditional therapy has several limitations in the reduction of motor

impairments and the improvement of the general functional capacity of the upper limb15.

 Potential of computer games as a tool to support motor rehabilitation

Numerous studies focus on the effectiveness and safety of implementing rehabilitation

programs based on the use of gaming systems. The authors argue that such engaging and

easily accessible solutions can be a valuable and effective complement to traditional

rehabilitation 16 . Aguilera Rubio et al. studied the effectiveness of an inexpensive VR system

based on the Leap Motion Controller®. It has included specially designed games that focused

on different aspects of upper limb mobility, from shoulder joint movements and stabilization

through pronation and supination of the forearm to hand movements, coupled with elements

of traditional therapy. According to the authors, the system in combination with conventional

physiotherapy benefits better grip strength, manual dexterity, and overall upper limb mobility

compared to traditional exercises alone. In addition to the impact on upper limb function, the

inclusion of VR had a positive effect on patients' satisfaction and tolerance of the therapy

which was also reflected in the 100% attendance of participants17.

Similar results were achieved when commercial gaming systems Jintronix and HTC

Vive were attached16,18. Traditional ambulatory therapy augmented with an additional 4-week

session with the Jintronix system resulted in statistically significant improvements in mobility,

physical performance, and activities of daily living (ADLs) compared to the group without

VR implementation. In terms of safety, no serious adverse events (falls, dizziness or pain)

have been reported 18 . Also independly implemented the HTC Vive system, based head-

mounted display has achieved similar results, contributing to increases self-agency among

chronic stroke patients 16 . A study by Fen-Ling Kuo et al. found that also the use of the

wearable sensor-based PABLO virtual gaming system resulted in greater improvements in the

function of the upper limb, particularly in the hand dexterity and shoulders and elbows

movements compared to traditional treatments. In addition, study participants also expressed

greater satisfaction with the therapy19.

Amin et al. showed that addictive computer games that engage cognitive functions and

provide visual feedback can be an effective tool for improving hand motor function in post-

stroke patients in the subacute phase of recovery. In the cognitive engagement paradigm,

visual feedback in patients involves attentional processes, such as focusing on visual cues to

select the colour of an object, and decision-making processes, such as selecting the right
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object of the right colour after the random appearance of the same objects of different colors.

The six-week intervention, which included a set of four fully immersive games designed for

hand rehabilitation, was a valuable addition to traditional therapy and an engaging

rehabilitation environment9.

On the other hand, Hung et al. showed that the Kinect2Scratch system, which uses a

motion sensor to control games, provide similar benefits to therapist-led training in improving

upper limb function in chronic stroke patients. According to the authors, while it may not

completely replace traditional therapy, it could be a valuable adjunct to it, potentially reducing

the burden on therapists20.

 Electrostimulation as a complementary rehabilitation tool using virtual reality

Several authors have studied the impact of innovative interventions involving the

addition of elements of electrostimulation combined with virtual reality to rehabilitation.

Norouzi-Gheidari et al. evaluated the effectiveness of a rehabilitation program combining

robotics, VR, and neuromuscular electrostimulation (NMES). In a stroke rehabilitation study,

participants underwent a 4-week intervention, with sessions three times a week, tailored to

their individual functional abilities. The researchers used a specialized algorithm, Predict

Recovery Potential, to evaluate the integrity of the corticospinal tract, which involved

measuring muscle responses to electrical stimulation and manual muscle testing. Based on the

results, participants were divided into two groups: those with limited potential for hand

recovery, who received robotic therapy focused on elbow and shoulder movements, and those

with a higher potential for hand recovery, who received electromyography-triggered NMES in

addition to robot-assisted therapy. The authors suggest that a personalized approach

combining different rehabilitation modalities may be more beneficial in improving upper limb

function in people with moderate to severe post-stroke impairment than using individual

modalities21.

Llorens et al, Lee et al, and Yao et al. conducted the studies to test whether combining

transcranial direct current stimulation (tDCS) with VR therapy could effectively improve

motor function in post-stroke patients22–24. Llorens et al suggest that the combination of tDCS

and VR results in significant improvements in motor function, similar sensory effects, and

improved cognitive function compared to traditional physical therapy 22 . Research conducted

by Lee et al. indicates that anodal tDCS when applied to the same-side primary motor cortex

(M1) during VR training, can significantly improve upper limb function, cognitive abilities,
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and executive function in individuals who have experienced a stroke 23 . Also Yao et al.

suggests that combining cathodal tDCS with VR therapy may lead to greater improvements in

upper limb motor function, overall functionality, and quality of life for individuals who have

suffered an ischemic stroke, compared to using VR therapy alone 24 . In addition, Chen et al.

studied efficacy of intermittent theta burst stimulation (iTBS) on the virtual reality-based

cycling training for upper limb function in patients with stroke. This non-invasive brain

stimulation technique has been shown to enhance the responsiveness of the brain's motor

areas on the same side as the affected limb. As a result, effectiveness of VR cycling training

may increase, leading to reduced spasticity, increased upper extremity use, and improved

participation in daily activities25.

 Robotic assistance virtual reality

Park et al. have proposed a VR-based rehabilitation program using the RAPAEL Smart

Glove, which has been shown to be more effective than traditional therapy in improving upper

limb function, activities of daily living, and increasing patient participation in the acute phase

of stroke. Another promising development is the combination of robotic VR with task-

oriented therapies that lead to activation of the cerebral cortex. Research suggests that robotic

VR game training can effectively reduce spasticity and improve upper limb motor function in

people in the chronic phase of stroke26.

 Mirroring Therapy Enhanced by Virtual Reality

Mekbib et al. have investigated the effectiveness of an immersive virtual reality

system called "Mirroring Neuron VR Rehab" (MNVR-Rehab), which is based on the premise

that stimulating mirror neurons by combining the execution of a movement with its

observation can accelerate the recovery of motor function. The system offers three modes of

operation that focus on grasping, moving, and releasing the ball in a virtual environment. A

study of brain activity using functional magnetic resonance imaging (fMRI) showed that

neural activity increased after VR therapy, particularly in areas associated with mirror neurons,

such as the motor cortex. This suggests that the MNVR-Rehab system may stimulate mirror

neurons, potentially leading to better rehabilitation outcomes27.

A study by Hsu et al. also have showed that virtual reality-based mirror therapy may

be more effective than conventional occupational therapy and traditional mirror therapy in

restoring upper limb motor function in post-stroke patients, especially wrist function and

coordination28.
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A study by Jo et al. found that a novel mirror therapy based on 360° immersive virtual

reality (360MT) was more effective than traditional mirror therapy and conventional physical

therapy in rehabilitating the upper limb in post-stroke patients. Patients who received 360MT

therapy reported greater engagement and motivation 29 . According to Errante et al, the use of

combination therapy with VR can be an effective rehabilitation approach because it has the

potential for better therapeutic outcomes by using both classical exercise therapy and the

immersive environment of VR30.

 Effects of Virtual Reality on neuroplasticity and motor function

Confirmation of the efficacy of the technological solutions mentioned above can be

sought from MR studies of the brain and of the activity of the cortex in response to the stimuli

applied. Chen et al. sought to understand how VR training affects cognitive processes related

to movement planning and whether improvements in these processes translate into

improvements in hand function. VR training was found to be more effective than

conventional therapy in improving electromyography (EMG) reaction time and contingent

negative variation (CNV) latency, suggesting improvements in cognitive processes related to

motor anticipation 31 . The study by Keller et al. was designed to test whether virtual reality

therapy (VAI) could improve upper limb motor function in people after brain injury.

Participants in the experimental group showed an increase in gray matter volume in five brain

areas: the caudate of the hippocampus, the left caudate nucleus, the left cingulate cortex, the

left medial sulcus, and the left visual cortex. There was also a significant increase in the

amount of gray matter in the brain areas responsible for movement (motor and premotor) on

the side of the injury. This suggests significant changes in the brain's ability to remodel its

structure 32 . The study by Huang et al. aimed to investigate the effects of immersive virtual

reality-based motor control training on inflammation, oxidative stress, and neuroplasticity.

The results of the study showed a significant effect of therapy duration on the levels of

interleukin-6 (IL-6), heme oxygenase 1 (HO-1), 8-hydroxy-2-deoxyguanosine (8-OHdG), and

on all motor functions assessed except coordination and speed. A significant treatment group

effect was observed only for elbow extension range of motion and forearm pronation. In

addition, the use of positive feedback in the form of "good" messages increased dexterity, as

assessed by the time interval between touching the target and the beep, and performance, as

assessed by the length of movement path, touch time, and accuracy of touch with the virtual

hand, compared to negative feedback in the form of "bad" messages33.
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The Potential of Virtual Reality in Post-Stroke Balance and Gait Rehabilitation

Among the problems affecting post-stroke patients are dizziness, balance and gait

disturbances. These limitations are particularly dangerous as they are often the cause of falls

and a reduction in the patient's sense of independence, affecting their quality of life.

Dedicated approaches involving virtual reality technologies exist to improve patient

functioning in this area.

Previously known for virtual games, the Nitendo Wii or Xbox consoles are now an

enrichment tool for traditional rehabilitation 34–36 . According to Sana et al, VR as a

complementary or alternative therapy is potentially a more engaging and motivating option

for improving balance and gait 34 . According to Marques-Sule et al. the addition of virtual

reality with the Nintendo Wii to conventional physiotherapy provided greater benefits in the

areas of reaction time, balance and activities of daily living. Being able to visualise one's own

movements using an on-screen avatar and receiving positive feedback can stimulate

neuroplasticity, resulting in improved balance in patients. However, the Wii Sports package

did not significantly affect the range of function of the upper limb, suggesting that the applied

exercises with Wii Fit did not specifically affect this area35. Also, the Wii Fit software on the

Xbox console proved to be effective in improving functional mobility, independence and

trunk stretch coordination in post-stroke patients. However, no difference was observed in

terms of balance improvement compared to traditional exercises36.

According to Kwak et al VR with a touch controller can stimulate purposeful upper

limb movements in varied virtual environments, resulting in better body awareness and

anticipatory movement ability. With VR, patients can practice movements in more varied and

challenging environments, which translates into better postural control and body stability.

Technologies using VR can vary in terms of immersivity, i.e. the degree of 'immersion' in the

virtual world, which translates into providing the user with the most realistic and immersive

experience possible. Immersive training compared to semi-immersive and traditional

treadmill training provides an increase in gait speed and higher levels of motivation 37 .

Fishbein et al. also evaluated dual-task training based on virtual reality performing cognitive
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and motor tasks simultaneously during training can be more effective than focusing on only

one task. The authors also highlight the fact that the use of VR can make training more

interesting and motivating for patients and increase confidence. There are also reports

showing no significant difference between VR-based training and traditional vestibular

rehabilitation therapy approaches for balance and gait 38.

Virtual Reality in Post-Stroke Cognitive Rehabilitation

Stroke, by causing brain damage, often results in impaired cognitive abilities such as

memory, the ability to learn new information, plan task sequences, speech, reading with

understanding and communication. However, thanks to the plasticity of the brain, post-stroke

patients can re-learn the skills necessary to perform everyday activities.

In response to this challenge, Chatterjee et al. presented the Virtual Reality

Environment for Therapeutic Use (VIRTUE) application, which uses immersive virtual reality

technology to simulate ADLs using head-mounted displays. Key features of VIRTUE, such as

ADL-based scenarios, difficulty level customization, therapist control and competitive

elements in the game, aim to increase patient motivation and optimize the rehabilitation

process. Pilot studies have shown promising results, indicating improvements in cognitive

function especially in patients with more severe deficits, as well as reduced hospitalization

times39.

Also, Maiera et al. developed a programme called Adaptive Conjunctive Cognitive

Training (ACCT). Patients performed a variety of tasks in a virtual environment that required

them to use different cognitive abilities simultaneously. The programme automatically

adjusted the difficulty level of the tasks to the patient's individual abilities, ensuring an

optimal level of challenge. The experimental group that used ACCT showed significant

improvements in attention, spatial awareness, and overall cognitive functioning. In the control

group using traditional cognitive training, no significant changes were observed in any of the

tested domains. A decrease in depression was also observed in patients using ACCT,

suggesting a positive effect of VR training on psychological wellbeing40.

A study by Manuli et al. investigated the impact of VR and robotic gait rehabilitation

using the Lokomat, which is a robotic lower limb orthosis that allows patients with post-

stroke gait disorders to perform treadmill training. Using an orthosis attached to the patient's
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legs, the robotic arm moves the patient's legs to stimulate a natural gait pattern. The included

weight-bearing system reduces the strain on the patient's legs, allowing even people with

limited muscle strength to train. The VR attached to the Lokomat acted as a virtual reality-

based feedback module. This module provided patients with instructions, interaction and

feedback related to their gait, displaying the results of the exercises on a screen. Exercises

mainly consisted of collecting and avoiding objects randomly placed in a virtual environment.

By adjusting the intensity and level of difficulty, the exercises could be adapted to the

patients' motor and cognitive skills, providing personalized feedback. In this way, VR not

only made the training more interesting, but also engaged patients in tasks requiring attention

and decision-making, which contributed to a greater improvement in cognitive function than

the use of the Lokomat alone41.

However, not all studies agree on this point. A study by Ersoy and Iyigun aimed to

compare the effects of virtual and real boxing training as an adjunct to traditional

neurodevelopmental therapy. The study did not find that virtual reality boxing training was

better than real training. Despite the small effect, the study suggests that boxing training, both

in VR and in reality, may be a valuable adjunct to cognitive rehabilitation after stroke 42 . A

study by Lee et al. investigated the effect of non-immersive virtual reality training on upper

limb function and cognitive function in people with chronic hemiparesis after stroke. VR

training included the use of the RAPAEL smart glove system, which facilitates task-oriented

exercises in a virtual environment. Again, this study showed no clear advantage of VR

training over recreational activities in improving cognitive function43.

SUMMARY

Virtual reality has emerged as a promising tool in post-stroke upper limb rehabilitation,

offering a more engaging and effective way to improve motor function, cognitive abilities,

and overall quality of life for patients. Studies have shown that VR-based interventions can

improve upper limb mobility, grip strength, and manual dexterity, as well as cognitive

function, attention, and spatial awareness. Additionally, VR-based balance and gait

rehabilitation programs have been shown to improve functional mobility and reduce the risk

of falls. While more research is needed to fully understand the benefits and limitations of VR-

based interventions, the existing evidence suggests that VR has the potential to revolutionize

post-stroke rehabilitation and improve patient outcomes.



12

Declarations:

Funding:

This Research received no external funding.

Author contributions:

Authors contributions

Conceptualization: Klaudia Błachnio

Methodology: Dominika Opala, Dobromiła Osuch, Izabela Staszczyk

Software: Klaudia Błachnio, Agnieszka Anderska

Check: Aleksandra Drabik, Antonina Szemplińska, Dobromiła Osuch, Anna Maria Chernych

Formal analysis: Dominika Opala, Aleksandra Drabik, Dobromiła Osuch-Musik, Anna Maria

Chernych

Investigation: Dominika Szczotka, Klaudia Błachnio, Agnieszka Anderska, Antonina

Szemplinska

Resources: Dominika Szczotka, Agnieszka Anderska, Izabela Staszczyk

Data curation: Dominika Opala, Aleksandra Drabik, Antonina Szemplińska, Klaudia Błachnio

Writing - rough preparation: Dominika Szczotka, Klaudia Błachnio, Agnieszka Anderska,

Izabela Staszczyk

Writing - review and editing: Dominika Opala, Aleksandra Drabik, Dobromiła Osuch, Izabela

Staszczyk

Visualization: Klaudia Błachnio, Dominika Szczotka, Antonina Szemplińska, Dobromiła

Osuch-Musik

Supervision: Dominika Opala, Aleksandra Drabik, Izabela Staszczyk

Project administration: Dominika Opala, Klaudia Błachnio
All authors have read and agreed with the published version of the manuscript.

Conflict of Interest Statement:

The authors report no conflict of interest.

Financial Disclosure:

The study did not receive any funding.

Institutional Review Board Statement:

Not applicable.

Informed Consent Statement:

Not applicable.

Data Availability Statement:



13

Not applicable.

REFERENCES

1. Lindsay P, Furie KL, Davis SM, Donnan GA, Norrving B. World Stroke Organization global
stroke services guidelines and action plan. Int J Stroke. 2014;9 Suppl A100(A100):4-13.
doi:10.1111/IJS.12371

2. Feigin VL, Stark BA, Johnson CO, et al. Global, regional, and national burden of stroke and
its risk factors, 1990-2019: a systematic analysis for the Global Burden of Disease Study 2019.
Lancet Neurol. 2021;20(10):1-26. doi:10.1016/S1474-4422(21)00252-0

3. VL F, G N, K C, et al. Global, Regional, and Country-Specific Lifetime Risks of Stroke, 1990
and 2016. N Engl J Med. 2018;379(25):2429-2437. doi:10.1056/NEJMOA1804492

4. Martini S, Setia Ningrum DA, Abdul-Mumin KH, Yi-Li C. Assessing quality of life and
associated factors in post-stroke patients using the world health organization abbreviated
generic quality of life questionnaire (WHOQOL-BREF). Clin Epidemiol Glob Health.
2022;13:100941. doi:10.1016/J.CEGH.2021.100941

5. Fong KNK, Tang YM, Sie K, Yu AKH, Lo CCW, Ma YWT. Task-specific virtual reality
training on hemiparetic upper extremity in patients with stroke. Virtual Real. 2022;26(2):453-
464. doi:10.1007/S10055-021-00583-6/METRICS

6. Bae S, Park HS. Development of Immersive Virtual Reality-Based Hand Rehabilitation
System Using a Gesture-Controlled Rhythm Game with Vibrotactile Feedback: An fNIRS
Pilot Study. IEEE Transactions on Neural Systems and Rehabilitation Engineering.
2023;31:3732-3743. doi:10.1109/TNSRE.2023.3312336

7. Castiblanco JC, Ortmann S, Mondragon IF, Alvarado-Rojas C, Jöbges M, Colorado JD.
Myoelectric pattern recognition of hand motions for stroke rehabilitation. Biomed Signal
Process Control. 2020;57:101737. doi:10.1016/J.BSPC.2019.101737

8. Pérez-De La Cruz S. Comparison between Three Therapeutic Options for the Treatment of
Balance and Gait in Stroke: A Randomized Controlled Trial. Int J Environ Res Public Health.
2021;18(2):1-11. doi:10.3390/IJERPH18020426

9. Amin F, Waris A, Syed S, et al. Effectiveness of Immersive Virtual Reality-Based Hand
Rehabilitation Games for Improving Hand Motor Functions in Subacute Stroke Patients.
IEEE Transactions on Neural Systems and Rehabilitation Engineering. 2024;32:2060-2069.
doi:10.1109/TNSRE.2024.3405852

10. Chen YW, Li KY, Lin CH, Hung PH, Lai HT, Wu CY. The effect of sequential combination
of mirror therapy and robot-assisted therapy on motor function, daily function, and self-
efficacy after stroke. Sci Rep. 2023;13(1). doi:10.1038/S41598-023-43981-3

11. Rothgangel AS, Braun SM, Beurskens AJ, Seitz RJ, Wade DT. The clinical aspects of mirror
therapy in rehabilitation: a systematic review of the literature. Int J Rehabil Res.
2011;34(1):1-13. doi:10.1097/MRR.0B013E3283441E98



14

12. Byblow WD, Stinear CM, Smith MC, Bjerre L, Flaskager BK, McCambridge AB. Mirror
Symmetric Bimanual Movement Priming Can Increase Corticomotor Excitability and
Enhance Motor Learning. PLoS One. 2012;7(3):33882.
doi:10.1371/JOURNAL.PONE.0033882

13. Murphy TH, Corbett D. Plasticity during stroke recovery: from synapse to behaviour. Nat Rev
Neurosci. 2009;10(12):861-872. doi:10.1038/NRN2735

14. Marsh R, Hao X, Xu D, et al. A Virtual Reality-Based FMRI Study of Reward-Based Spatial
Learning. Neuropsychologia. 2010;48(10):2912.
doi:10.1016/J.NEUROPSYCHOLOGIA.2010.05.033

15. Errante A, Saviola D, Cantoni M, et al. Effectiveness of action observation therapy based on
virtual reality technology in the motor rehabilitation of paretic stroke patients: a randomized
clinical trial. BMC Neurol. 2021;22:109. doi:10.1186/s12883-022-02640-2

16. Erhardsson M, Alt Murphy M, Sunnerhagen KS. Commercial head-mounted display virtual
reality for upper extremity rehabilitation in chronic stroke: a single-case design study. J
Neuroeng Rehabil. 2020;17(1). doi:10.1186/S12984-020-00788-X

17. Aguilera-Rubio Á, Cuesta-Gómez A, Mallo-López A, Jardón-Huete A, Oña-Simbaña ED,
Alguacil-Diego IMa. Feasibility and Efficacy of a Virtual Reality Game-Based Upper
Extremity Motor Function Rehabilitation Therapy in Patients with Chronic Stroke: A Pilot
Study. Int J Environ Res Public Health. 2022;19(6). doi:10.3390/IJERPH19063381

18. Norouzi-Gheidari N, Hernandez A, Archambault PS, Higgins J, Poissant L, Kairy D.
Feasibility, Safety and Efficacy of a Virtual Reality Exergame System to Supplement Upper
Extremity Rehabilitation Post-Stroke: A Pilot Randomized Clinical Trial and Proof of
Principle. Int J Environ Res Public Health. 2019;17(1). doi:10.3390/IJERPH17010113

19. Kuo FL, Lee HC, Kuo TY, et al. Effects of a wearable sensor-based virtual reality game on
upper-extremity function in patients with stroke. Clin Biomech (Bristol, Avon). 2023;104.
doi:10.1016/J.CLINBIOMECH.2023.105944

20. Hung JW, Chou CX, Chang YJ, et al. Comparison of Kinect2Scratch game-based training and
therapist-based training for the improvement of upper extremity functions of patients with
chronic stroke: a randomized controlled single-blinded trial. Eur J Phys Rehabil Med.
2019;55(5):542-550. doi:10.23736/S1973-9087.19.05598-9

21. Norouzi-Gheidari N, Archambault PS, Monte-Silva K, et al. Feasibility and preliminary
efficacy of a combined virtual reality, robotics and electrical stimulation intervention in upper
extremity stroke rehabilitation. J Neuroeng Rehabil. 2021;18(1):1-10. doi:10.1186/S12984-
021-00851-1/TABLES/3

22. Llorens R, Fuentes MA, Borrego A, et al. Effectiveness of a combined transcranial direct
current stimulation and virtual reality-based intervention on upper limb function in chronic
individuals post-stroke with persistent severe hemiparesis: a randomized controlled trial. J
Neuroeng Rehabil. 2021;18(1):1-13. doi:10.1186/S12984-021-00896-2/TABLES/2



15

23. Lee SA, Cha HG. The effect of clinical application of transcranial direct current stimulation
combined with non-immersive virtual reality rehabilitation in stroke patients. Technol Health
Care. 2022;30(1):117-127. doi:10.3233/THC-212991

24. Yao X, Cui L, Wang J, et al. Effects of transcranial direct current stimulation with virtual
reality on upper limb function in patients with ischemic stroke: A randomized controlled trial.
J Neuroeng Rehabil. 2020;17(1):1-8. doi:10.1186/S12984-020-00699-X/FIGURES/2

25. Chen YH, Chen CL, Huang YZ, et al. Augmented efficacy of intermittent theta burst
stimulation on the virtual reality-based cycling training for upper limb function in patients
with stroke: a double-blinded, randomized controlled trial. J Neuroeng Rehabil. 2021;18(1).
doi:10.1186/S12984-021-00885-5

26. Park YS, An CS, Lim CG. Effects of a Rehabilitation Program Using a Wearable Device on
the Upper Limb Function, Performance of Activities of Daily Living, and Rehabilitation
Participation in Patients with Acute Stroke. Int J Environ Res Public Health. 2021;18(11).
doi:10.3390/IJERPH18115524

27. Mekbib DB, Debeli DK, Zhang L, et al. A novel fully immersive virtual reality environment
for upper extremity rehabilitation in patients with stroke. Ann N Y Acad Sci.
2021;1493(1):75-89. doi:10.1111/NYAS.14554

28. Hsu HY, Kuo LC, Lin YC, Su FC, Yang TH, Lin CW. Effects of a Virtual Reality-Based
Mirror Therapy Program on Improving Sensorimotor Function of Hands in Chronic Stroke
Patients: A Randomized Controlled Trial. Neurorehabil Neural Repair. 2022;36(6):335-345.
doi:10.1177/15459683221081430

29. Jo S, Jang H, Kim H, Song C. 360° immersive virtual reality-based mirror therapy for upper
extremity function and satisfaction among stroke patients: a randomized controlled trial. Eur J
Phys Rehabil Med. 2024;60(2):207-215. doi:10.23736/S1973-9087.24.08275-3

30. Errante A, Saviola D, Cantoni M, et al. Effectiveness of action observation therapy based on
virtual reality technology in the motor rehabilitation of paretic stroke patients: a randomized
clinical trial. BMC Neurol. 2022;22(1). doi:10.1186/S12883-022-02640-2

31. Chen L, Chen Y, Fu W Bin, Huang DF, Lo WLA. The Effect of Virtual Reality on Motor
Anticipation and Hand Function in Patients with Subacute Stroke: A Randomized Trial on
Movement-Related Potential. Neural Plast. 2022;2022. doi:10.1155/2022/7399995

32. Keller J, Štětkářová I, MacRi V, et al. Virtual reality-based treatment for regaining upper
extremity function induces cortex grey matter changes in persons with acquired brain injury. J
Neuroeng Rehabil. 2020;17(1). doi:10.1186/S12984-020-00754-7

33. Huang CY, Chiang WC, Yeh YC, et al. Effects of virtual reality-based motor control training
on inflammation, oxidative stress, neuroplasticity and upper limb motor function in patients
with chronic stroke: a randomized controlled trial. BMC Neurol. 2022;22(1).
doi:10.1186/S12883-021-02547-4



16

34. Sana V, Ghous M, Kashif M, Albalwi A, Muneer R, Zia M. Effects of vestibular
rehabilitation therapy versus virtual reality on balance, dizziness, and gait in patients with
subacute stroke: A randomized controlled trial. Medicine. 2023;102(24):E33203.
doi:10.1097/MD.0000000000033203

35. Marques-Sule E, Arnal-Gómez A, Buitrago-Jiménez G, Suso-Martí L, Cuenca-Martínez F,
Espí-López GV. Effectiveness of Nintendo Wii and Physical Therapy in Functionality,
Balance, and Daily Activities in Chronic Stroke Patients. J Am Med Dir Assoc.
2021;22(5):1073-1080. doi:10.1016/J.JAMDA.2021.01.076

36. Sultan N, Khushnood K, Qureshi S, et al. Effects of Virtual Reality Training Using Xbox
Kinect on Balance, Postural Control, and Functional Independence in Subjects with Stroke.
Games Health J. 2023;12(6):440-444. doi:10.1089/G4H.2022.0193

37. Kwak HD, Chung E, Lee BH. The effect of balance training using touch controller-based
fully immersive virtual reality devices on balance and walking ability in patients with stroke:
A pilot randomized controlled trial. Medicine. 2024;103(27):e38578.
doi:10.1097/MD.0000000000038578

38. Fishbein P, Hutzler Y, Ratmansky M, Treger I, Dunsky A. A Preliminary Study of Dual-Task
Training Using Virtual Reality: Influence on Walking and Balance in Chronic Poststroke
Survivors. J Stroke Cerebrovasc Dis. 2019;28(11).
doi:10.1016/J.JSTROKECEREBROVASDIS.2019.104343

39. Chatterjee K, Buchanan A, Cottrell K, Hughes S, Day TW, John NW. Immersive Virtual
Reality for the Cognitive Rehabilitation of Stroke Survivors. IEEE Trans Neural Syst Rehabil
Eng. 2022;30:719-728. doi:10.1109/TNSRE.2022.3158731

40. Maier M, Ballester BR, Leiva Bañuelos N, Duarte Oller E, Verschure PFMJ. Adaptive
conjunctive cognitive training (ACCT) in virtual reality for chronic stroke patients: a
randomized controlled pilot trial. J Neuroeng Rehabil. 2020;17(1). doi:10.1186/S12984-020-
0652-3

41. Manuli A, Maggio MG, Latella D, et al. Can robotic gait rehabilitation plus Virtual Reality
affect cognitive and behavioural outcomes in patients with chronic stroke? A randomized
controlled trial involving three different protocols. J Stroke Cerebrovasc Dis. 2020;29(8).
doi:10.1016/J.JSTROKECEREBROVASDIS.2020.104994

42. Ersoy C, Iyigun G. Boxing training in patients with stroke causes improvement of upper
extremity, balance, and cognitive functions but should it be applied as virtual or real? Top
Stroke Rehabil. 2021;28(2):112-126. doi:10.1080/10749357.2020.1783918

43. Lee HS, Lim JH, Jeon BH, Song CS. Non-immersive Virtual Reality Rehabilitation Applied
to a Task-oriented Approach for Stroke Patients: A Randomized Controlled Trial. Restor
Neurol Neurosci. 2020;38(2):165-172. doi:10.3233/RNN-190975


