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Construction of a Standing and Siting Rehabilitation System
using Virtual Reality Technology
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Abstract: Various kinds of rehabilitation programs are now successfully available for occupational therapy tasks. But they
sometimes fail to keep autonomy and motivation of trainees when they are doing rehabilitation tasks. In this paper, we report our
proposal and implementation of a new rehabilitation software system, by which trainees can keep training with much amount of
autonomy and motivation. The rehabilitation system is based on virtual reality technology, which can project trainee’s body in a
virtual space where he/she is training repeatedly. Concretely to say, standing and sitting rehabilitation is targeted, and
incorporated with elements of gamification flavors, in order for trainees to keep high motivation. The system was experimentally
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evaluated by non-handicapped persons to show it can arouse and keep interests and motivation of trainees.
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