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Antrenamentul senzorio-motor

in realitatea virtuala




Accidentul vascular cerebral

Este cea mai frecventa cauza de dezabilitate
fizica datorata unei afectiuni a sistemulul
nervos.

Pe langa altele, cauzeaza si deteriorari ale
efectorilor membrului superior, privind:

 dezvoltarea de forta,
e viteza de reactie,
« coordonarea efectorilor proximali cu cel distali.



Ce putem face?

Recuperarea dupa un AVC se bazeaza pe
plasticitatea neuronala ce permite altor arii
ale creierului sa preia functia zonei ischemice,
complexitatea reorganizarii depinzand de
severitatea leziunii.

Principala tinta a reabilitarii neuronale ar fi
tocmai maximizarea acestei reorganizari
functionale si a plasticitatii neuronale.



Realitatea virtuala

1990 - 0 articole privind RV

In prezent ~ 400 articole/an

Potential in dezvoltarea de antrenamente
senzorio-motorii folosite in reabilitarea
neuronala.



Dar care e mecanismul?

l{:ltn't-u-mLinh;ﬁm and StiHemnace mom

“ That’s right, Kenji. Everything happens for a
reason, but | don’t have a clue what it is!”



Versatilitatea RV se manifesta printr-o stimulare
senzoriala complexa, fiind implicata o
combinatie de feedback vizual, somatosenzitiv
sl auditiv; nni pd areaintelig e @ e
parametrii ofera clinicianului un control fin al
terapiel individuale.

De asemenea, la nivel comportamental, prin
stimularea sistemului de recompensa, RV
poate modela activitatea neurala in ariile
motorie Sl premotorie.









Modul de antrenament personalizat
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Materiale si metode

> 8 subiecti (5 barbati, 3 femei),

» medie de varsta - 56 de ani,

» medie de timp post-AVC - 55 de luni,

» antrenati in sesiuni de 2-3h timp de 8 zile.
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Qiu etal. Coordination changes demonstrated by subjects with he miparesis performing hand-am training using the NJT-RAVR robotically assisted virtual rehabilitationsystem.
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Qiu et al. Coordination changes demonstrated by subjects with hemiparesis performing
hand-arm training using the NJIT-RAVR robotically assisted virtual rehabilitation system.
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Qiu et al. Coordination changes demonstrated by subjects with hemiparesis performlnq
hand-arm training using the NJIT-RAVR robotically assisted virtual rehabilitation system.
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Qiu et al. Coordination changes demonstrated by subjects with hemiparesis performinlg
hand-arm training using the NJIT-RAVR robotically assisted virtual rehabilitation system.



Rezultate

Mean Mean e
Aggregate | Aggregate |
zene ), || e iad) Improvement
Pre-Test Post-Test P
Wolf Maotor Function
Test (sec) n=8 ol (12) 4 (9) 27
Jebsen Test of Hand |
Function {sec) n=8 117 (34) 92 (37) 27
Hox and Blocks
3
(# blocks) n=8 35 (9) 39 (10) 9
Nine Hole Peq Test
(sec) =6 92 (92) 51 (17) 16

Qiu et al. Coordination changes demonstrated by subjects with hemiparesis performing.hand-
arm training using the NJIT-RAVR robotically assisted virtual rehabilitation system.



Concluzi

Antrenamentul senzorio-motor in RV:

Creaza scenarii flexibile cu grad de dificultate
adaptat nevoilor specifice

Prin versatilitate, ofera o stimulare senzorio-

motorie intensa necesara reorganizarii
creierulul

Faciliteaza acumularea unor noi abilitati motorii,

conditie esentiala pentru inducerea plasticitatii
neuronale si a schimbarilor functionale



In loc de discutii...

© Onginal Arist
Reproduction rights obtainable from
e Cartoonstock . com

Honestly, if there was a
virtual prostate exam,
These virtual-reality googles don't you think I'd want

are great! Right now, I'm sun- _
bathing in Tahiti... to be the first to know?
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Va multumesc!
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"As our new company logo, I'm

not quite sure it's sending out the

right message.”
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