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The development of a new vestibular rehabilitation using virtual reality
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In the present study, an attempt was made to develop a new vestibular
rehabilitation for patients with vestibular diseases using virtual reality (VR) technology. For this
purpose, we developed software to create the VR world with time lags between visual scene and head/body
motion to induce visual-vestibulosomatosensory conflict. All findings in the present study suggest that
vestibular rehabilitation to adapt repeated visual-vestibulosomatosensory conflict in the VR world
decreases the contribution of visual inputs to posture control with reweighing somatosensory inputs to
improve postural control and motor performance in patients with vestibular diseases. Therefore, VR can be
used as a new vestibular rehabilitation tool for the treatment of dizzy patients. But, during the
adaptation in the VR world, falling due to postural instability and motion sickness may be induced.
Appropriate preventive measures are needed In the vestibular rehabilitation with VR.
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