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Hardware requirements
What is needed?
Therapeutic tasks database
Range of motion
Movement time
Speed
Balance
Movement precision
Functional movements
Divided attention
Memory
Problem solving

Specialized
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WHAT IS NEEDED?
HARDWARE REQUIREMENTS

Please make sure the PC where you want this module to be active have VASTRehab Patient Panel
installed and that the following hardware requirements are met:

Windows 10

INTEL i5 processor
8GB RAM
Webcam
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RANGE OF MOTION

CRYSTALS

Measure and gently motivate to increase individual's range of motion in predefined
movement patterns.

CONTROL MODES

RESULTS
Accuracy Total point  Angle |T nk ben dg\Lft.. "

An g\ \T nk bendi g\Rgm Angle | (L) arm | Abduction An g\ el R arm\Abdutt\on

N N AYA s \/

I\ ] L 4 A0 [ \_ ______
H An g\ L \g\Abduct\on.. /\ H LA g\ IR \g\AbducUOn T om
A Mv W M Il L/t/\__A_\,N\_A_\,/\__ﬂ__./"
ADJUSTMENTS OBJECTIVES

« Task duration * Improve range of motion

* Perceptivity

* Range

* Response to negative visual stimuli
* Player speed

* Reaction to the positive visual stimuli

INSTRUCTION FOR PATIENT

Collect the crystals and avoid the radioactive barrels
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RANGE OF MOTION

CRYSTALS

SAMPLE SETTINGS

N

< > < W >
3 O S 20% <= 80%

Angle

s ol a0

Player speed

~ 100%

Player speed

~ 100%
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MOVEMENT TIME

REACT

Measure time taken to carry out a movement of a limb or other part of the body. It is
measured from rest to target position.

CONTROL MODES

Accuracy Total points Target reaching | (L) hand | Extension
100 749
I 9
Es A 22 point(s) ' . "{Ci
e 0
0 _,k,‘ 0 0 .
Target reachmg | (R) hand | Extension Target reaching | (L) hand | Strike | Crossing Target reaching | (R) hand | Strike | Crossing
midline midline
I 866 . 866
o\ ‘ H
y“‘s H ” H ”
» Task duration + Speed of movement
* Time to react * Bilateral movements in response to bilateral stimuli
» Distance to targets » Dynamic responses to emerging moving targets

« Movements times comparison (left and right limbs)

INSTRUCTION FOR PATIENT

Hit the target as quickly as you can. Then set yourself in rest
pose
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MOVEMENT TIME

@ REACT

SAMPLE SETTINGS

”’-&

Difficulty
1/2
-

Distance to targets

/5%

/

i |
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SPEED

STAIRS

Measure number of repetitions of specific movement pattern an individual is able to
perform within predefined time interval.

CONTROL MODES

L 4 Ve RGN
’i‘\\ D AW h &
L L /8!

;L N/
RESULTS
Accuracy Total points Speed Speed
r 7 R, -
. 3 o [ 39 worm 1 PG -
- = ~ g 4
Speed Speed Speed Speed
oo 19 e 4| 39 e A ey el 18 ey
W 1 L
Speed Speed Speed Speed
\\ 23 wim 1l 30 oy 34 A ? P 10 csrm
Speed Speed Speed Speed
Y 28 ot v EE ~ 37 o 1 27 oty
L . .
Speed Speed Speed Speed
G - vy p - it [oJ— ‘ (-
Speed Speed
37 epim e 25 oy
ADJUSTMENTS OBJECTIVES
« Task duration * Jumping
* Range * Knees lifting
» Max time per floor * Dynamics of planned movements

» Number of stairs
« Pause length INSTRUCTION FOR PATIENT

Climb the stairs before they disappear
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il SPEED

ISl STAIRS

SAMPLE SETTINGS

4

4

-
Difficulty

< >

—>

o
)

Max time per floor Number of stairs
< <
15s 5
Pause length
. 3
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SPEED

RABBIT

Measure number of repetitions of specific movement pattern an individual is able to
perform within predefined time interval.

CONTROL MODES
AR SEIRE TR
Ll I Ra Ik

St

Accuracy Total points Speed Speed

100 —
- B W, 4 ) l X o
o A i 36 point(s) - 10 rep(s)/min s 31 rep(s)/min
0 5 " -
Speed Speed Speed Speed
A [ e \
| cc - ol 25 non ¥ [ : 35 e
g (| e B
Speed Speed Speed Speed
i
F /UT[
W 26 epmn 3] 30 g ! 20 4 24 epymin
bR L F b
Speed Speed Speed Speed
L
NS . ' :
HA W S
“—-\\ 29 rep(s)/min \\\ﬂ/\x 18 rep(s)/min ) 23 rep(s)/min { 30 rep(s)/min
§ /- 1% . Fan
Speed Speed Speed Speed
aA TR - T
| 18 cpi & 24 28wy 33 s
ep(s)/min ol rep(s)/min - rep(s)/min ep(s)/min
Q L =R I g <
Speed
\ 21 rep(s)/min

ADJUSTMENTS OBJECTIVES

« Task duration * Speed of movement

* Range * Repetitive movements

INSTRUCTION FOR PATIENT

Go through the entire route as fast as you can
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SAMPLE SETTINGS

12 VAST.Rehab
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SPEED

SPEED TEST

SPEED TEST Measure number of repetitions of specific movement pattern an individual is able to
perform within predefined time interval.

CONTROL MODES

S E A e AR NI M- SR AD
b S I L l J | ¥
"Rt
RESULTS
Speed Speed Speed Speed
/? 39 e b-f 15 ey 4| 19 o 39,
Y o i
Speed Speed Speed Speed
¥ “ ‘o1
, } 13 32 repiyman ¥ 36 ey it 12 iy
Speed Speed Speed
E E
Q/ D p— \7-%« # P — iy Py -
ADJUSTMENTS OBJECTIVES
+ Time to complete action + Speed of movement
* Range * Repetitive movements

INSTRUCTION FOR PATIENT

Perform the specified movement pattern as many times as
possible
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BALANCE

GRID

Measure and train individual's skills to perform specific movement patterns while keeping
predefined weight distribution.

CONTROL MODES

£
)
RESULTS
Accuracy Total points Deviation of BCP | Horizontal | Per action
~ "..E.." 204
B o
ADJUSTMENTS OBJECTIVES
« Task duration * Balance and equilibrium training
* Range * 3D space movements reproduction
* Period « Activity in a given rhythm

INSTRUCTION FOR PATIENT

Keep the white glowing point inside the blue area and make
sure the emerging bump stays in the middle of the reticle

14 VAST.Rehab



BALANCE

GRID

SAMPLE SETTINGS

Difficulty
i

o)
50% 4+ 5% &
)
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BALANCE

BLOCK BUILDER

Measure and train individual's skills to perform specific movement patterns while keeping
predefined weight distribution.

CONTROL MODES

" /' §
¥ i
-~ - ll—
RESULTS
, Accuracy Total points Deviation of BCP | Horizontal | Per action
"..E.." 204
! 39 o ‘g, /:
s I
ADJUSTMENTS OBJECTIVES
« Task duration » Movement precision
* Range * Muscle strengthening
» Stack height * Balance and equilibrium training

INSTRUCTION FOR PATIENT

Build as many stacks as you can. Keep your body balanced.
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BALANCE

BLOCK BUILDER

SAMPLE SETTINGS

Difficulty

o)
50% 4+ 5% &
)

0% = 100%

Stack height
. 6
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MOVEMENT PRECISION

FISH

Measure and train individual's skills to perform specific movement patterns with predefined
speed and range.

CONTROL MODES

i /_:r « > &
7. NG RTINS S GATINES
> T e e Y Y 8]
@ u e gy wer (w0 o

i A EN\ ‘,;‘\E“ e \ < l

B it

RESULTS

Accuracy Total points Movement precision Movement precision
£3 B 9
- o ¥ ’ 5 -
& 7

Movement precision

Movement precision

Movement precision

Movement precision

T ; h
5 5 of - J= .
i 22 26 31 A 22
Movement precision Movement precision Movement precision Movement precision
~ s
. 4 -
2 4 17 22 27
L
Movement precision Movement precision Movement precision Moverment precision
15 B 35 2 39 J 3
/f \ u A
Movement precision Movement precision Movement precision Movement precision
: ® o,
AN 1 ~ % 2
. 8 A 22 27 § 31
3 ? w il
Movement precision Movement precision Movement precision Movement precision
™ % 5 @ 5 ¥y 5
- ¥ 23 &1 27 7K 15
1891 — .
Movement precision Movement precision Movement precision Moverment precision
9 x i i .
9 o 23 N 27 6

Movement precisior

~ 20

Movement precision

39

ADJUSTMENTS

* Task duration

» Movement mode
* Range

* Route shape

* Speed of objects

&

Movement precision

38

Movement precision

27

Movement precision

28

m%ﬁ

Movement precision

32

OBJECTIVES

+ 3D space movements reproduction

* Planned movements
+ Muscle strengthening
» Movement precision

* Visual motor coordination

Movernent precision

R

3

INSTRUCTION FOR PATIENT

Move the blue circle to protect the sparks source from the fish.
When the sparks source is inside the circle it is safe

18 VAST.Rehab
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e MOVEMENT PRECISION

FISH

SAMPLE SETTINGS

Movement mode

Left

Route shape

20% *=» 80%

Difficulty
1/3

Duration Movement mode

Left

Route shape

20% ;?;;% :
Speed of objects
1009%

20% > 80%
«Q
[}
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MOVEMENT PRECISION

PENDULUM

!

CONTROL MODES

Measure and train individual's skills to perform specific movement patterns with predefined
speed and range.

o/ \g

~% /' 3 §
& | &5 X }
[ “\W 1% | ug. X & | X o
Cmolw Rl 4 £ =
RESULTS
Accuracy Total points Movement precision
: - X
£ 50 39 point(s) [ \—) 30 %
L 1P
Movement pregswom Movement precision Movement precision
&) %
J"_/’) 344 T 25% ! “ﬁ B
i i
il R - =
Movement precision Movement precision
f;‘i 184, il 37,
ADJUSTMENTS OBJECTIVES
* Task duration * 3D space movements reproduction
* Range * Balance and equilibrium training
* Show path * Rhythmicity
* Period * Activity in a given rhythm
* Rotation * Movement precision

* Pendulum height
« Pendulum width INSTRUCTION FOR PATIENT

Try to synchronize yourself with the rectangle movements. Do
your best to stay within the rectangle

20 VAST.Rehab
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MOVEMENT PRECISION

PENDULUM

SAMPLE SETTINGS

~
L/ \\¢

—
Difficulty
1/2

I

I(

80/ > 20%

Show i
Rotation Pendulum height
< < >
0 50%

B

Pendulum width

1009%
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CONTROL MODES

¥ ¥yl
[\ /?A i
y — |- . 1
L[] 1 rl &4
RESULTS
) Accuracy
Movement precision
&)
S 25,
i1 R
Movement precision
?\ 24,
ADJUSTMENTS

* Task duration

* Range

* Inverse direction
* Show path

* Period

* Radius

» Target radius

MOVEMENT PRECISION

TRACKING

€
B AN
n'ie
&\

Total points

¥ a
N¥
30 point(s) / '—(V\

L !

Movement precision

31 X

% ~H

=

Movement precision

13«

OBJECTIVES

* 3D space movements reproduction

* Balance and equilibrium training

Measure and train individual's skills to perform specific movement patterns with predefined
speed and range.

Movement precision

374

Movement precision

194

« Test the limits of balance and equilibrium

INSTRUCTION FOR PATIENT

Try to synchronize yourself with the circle movements. Do your

best to stay within the circle

22
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MOVEMENT PRECISION

TRACKING

SAMPLE SETTINGS

.
(=)
o »
“-‘..
(S
o

80% = 20%

< =
90s
Inverse direction how path
~ No|J  No

Period Radius
. 10s]  75%

Target radius
- 75%
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MOVEMENT PRECISION

GRAPH

Measure and train individual's skills to perform specific movement patterns with predefined
speed and range.

CONTROL MODES

. Soe | T o .
1 oge o G
: T ] “.’f “ i "
IR R i

/N \

™~ <] |

RESULTS

Accuracy Total points Movement precision Movement precision
[ T
¥
- o 3l - i i
Movement precision Movement precision Movement precision Movement precision
3 " i)
¥, \
i B3y ¥ 2 s 215 255
Movement precision Movement precision Movement precision Movement precision
N 294 18 2 23 [ 28,
: , , g % W ;
i 4 R
Movement precision Movement precision Movement precision Movement precision
@ ¥ 2 'S
§ 33, Sr 2, A T A 164
. . W 2 -
Movement precision Movement precision Movement precision Movement precision
.. ;
34, g 24, 2 154 . 33,
o (5\Y - b
191 L
Movement precision Movement precision Movement precision Movement precision
~ 39, - e - 3. g 214
< , : ¥
Movement precision Movement precision Movement precision Movement precision
N 26 ‘ ~ 15 MY 34, A 10,
! 2 ;

Movement precision

\ 144

ADJUSTMENTS OBJECTIVES

« Graph shape (sinus or square, amplitude, border, etc.) * Movement precision
« Task duration « Activity in a given rhythm
* Range « Repetitive movements

* Hands raising

INSTRUCTION FOR PATIENT

Try to stay within the borders

24 VAST.Rehab
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MOVEMENT PRECISION

GRAPH

SAMPLE SETTINGS

D:40s “I~:20%

Duration

20% 4= 80%

£D):40s “I-:40%

Duration

“1+:20% T :20s | :20s 7 :1.0s :1.0s

20% <= 80%

VAST.Rehab
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MOVEMENT PRECISION

UMBRELLA

Measure and train individual's skills to perform specific movement patterns with predefined
speed and range.

CONTROL MODES

-~ p —
¢ _L \}) 4 ix /
. A
Sop A | B8 %
¢ JHIN \ [1°¢ e
a3 | !
m s L ¢ L

. e g N I
T%\ ( R

RESULTS

Accuracy Total points Movement precision Movement precision
H 34 s o 38, o Yo
- 1
Movement precision Movement precision Movement precision Movement precision
/j\ e » . f -
,;11‘;; 18 ’ e A il W 304
It Vil : 1l
Movement precision Movement precision Movement precision Movement precision
/’/‘5‘" L
7 A N . .
/ 185, \ 235, g 14, g 334
Movement precision Movement precision Movement precision Movement precision
./ . ) : ¢ l A
» 234 By 274 o 32, X 20,
151 ot
Movement precision
(A .~ 26 %
» Task duration » Movement precision
* Path * Visual motor coordination

* Range
» Umbrella size

INSTRUCTION FOR PATIENT

Don't let the hippo get wet - keep the umbrella above him!

26 VAST.Rehab
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MOVEMENT PRECISION

UMBRELLA

SAMPLE SETTINGS

Umbrella size

1509%

20% 4=> 80%
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FUNCTIONAL MOVEMENTS

VAMPIRES

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

7/ AN
. ‘\;‘ /' 1 S
-~/ ~/ ‘\/ X 7 4\/ s -
1*;1% WX (\\d? ’:b//\v '\/, \/ N ‘}/ﬁi— .j: Ve
/Xy LT : : < { ) X X
¥ ’ / —-\' /—— N = ol .//‘ﬁ~/ [‘/ £ \ \.\
4 il Iy - ] __l vE.
) 1l | 1 R o o
Accuracy Total points Functional movements Functional movements
L b T
26 pon T 32 <78 36.
Functional movements Functional movements Functional movements Functional movements
' t 10 f g 14, ? 19, >'f’1 o5
Functional movements Functional movements
Y@ R &/
My 13, £ 18,
* Positions to have targets on + Visual motor coordination
» Task duration * Exercise with or without support from healthy limb
+ Time between objects » Spontaneous movements in 3D space
* Time to react * Speed of movement

INSTRUCTION FOR PATIENT

Use your sword to knock down flying vampires who want to
bite you!
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/ FUNCTIONAL MOVEMENTS

VAMPIRES

SAMPLE SETTINGS

Time between objects | Time to react
< 3
2s 2s
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FUNCTIONAL MOVEMENTS

PUMPER

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

Kl -

RESULTS
Accuracy Total points Functional movements
E w !
-’ 10 point(s) ﬂ 31 %
Functional movements Functional movements
\H C A
M 55, b 26,

ADJUSTMENTS OBJECTIVES

« Task duration * Speed of movement

+ Time to complete action * Knees lifting

* Range * Hands raising

 Dynamics of planned movements

INSTRUCTION FOR PATIENT

Pump the wheels as quickly as you can

30 VAST.Rehab



FUNCTIONAL MOVEMENTS

PUMPER

SAMPLE SETTINGS

o
X
S
@
N
S
&
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. FUNCTIONAL MOVEMENTS

CLEANER

Measure and train individual's skills to perform movements based on real-world situational
T biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

o/ g L~
~% b || ¢ ; s A/
Y \/' X ] o w/—‘ —~./ g 4 e
N 8 e e e -l @
5 7 =\ E( ‘//‘,‘, ) N 4 e il
- g RN Rl A [0 S /Q
I ~ I = Nea 778 : R - =
11 ]_ (¥ & R £ % A A S
Accuracy Total points Functional movements Functional movements
B J__;: P 1’,\/ “\i
£ 34 pointgs g 25, ~d 134
| —— L _“
Functional mov;mems Functional movements Functional movements Functional movements
SN L8 NGy~ i
58 19, R e 374 i 1, X 30,4
i R ISP\ — -
Functional movements Functional movements
$y -e
=4 354 ] 39,
+ Task duration + Visual motor coordination
+ Time to complete action * Exercise with or without support from healthy limb
* Force centered position « Improve range of motion

* Movement awareness

« Mirrored feedback exercises

INSTRUCTION FOR PATIENT

Clean the largest possible window area as quickly as possible.

32 VAST.Rehab
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© = FUNCTIONAL MOVEMENTS

= CLEANER

SAMPLE SETTINGS

Force centered position

— - ™~
B i

i

=i}

Difficulty
1/3

Minitask duration

20s

33 VAST.Rehab
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CANS

CONTROL MODES

%4 e | B
RESULTS

Right side actions count

Functional movements

34, R

ADJUSTMENTS

+ Task duration
* Speed of objects

FUNCTIONAL MOVEMENTS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
~  demand on the body's core musculature and innervation.

~9 (ke 9
Vi i)\ | . —
- e .
Total points Left side actions count Functional movements
=4
37 points il Me
&
Functional movements Functional movements Functional movements
= )
34, /8 38, s 30
- B
Functional movements
25 %

* Movement precision

+ Predicting the trajectory of objects in 3D space
+ Dynamics of planned movements

« Dynamic responses to emerging moving targets

* The ability of spatial visualization

INSTRUCTION FOR PATIENT

Throw the balls to strike as many cans as you can

34 VAST.Rehab
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el FUNCTIONAL MOVEMENTS

RISES  CANS

SAMPLE SETTINGS

Speed of objects

/5%

35 VAST.Rehab
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FUNCTIONAL MOVEMENTS

AIRPLANE

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

A . R
P—
b{g\f
Accuracy Total points. Functional movements Functional movements
v 9 4
7 Yrd 32, 3 365,
jes— | W d°
Functional movements Functional movements Functional movements Functional movements
e Ev) I =
i 274, " 194 37y ,;H_g 274,
i i L P’ 29
Functional movements Functional movements Functional movements Functional movements
5
IS A
314 < 20,4, EN 24, 18
[ 4 1 r
Functional movements Functional movements Functional movements Functional movements
22, ) 2, P 16, g 34,
- L
Functional movements Functional movements Functional movements Functional movements
» S . A
e a
(R 384 S 27 16, 204
M R |88 v
Functional movements Functional movements Functional movements Functional movements
™) ¥ ¥\ )y
. > , XS , 2K .
i 104 x 174 M 35, = 1
181 3 o _—
Functional movements Functional movements Functional movements Functional movements
/‘ 29, ‘\ 34 1 234 . 28
Functional movements Functional movements Functional movements Functional movements
By 16% bg?’ 364 (;? 124 40 164
= b 3 L
Functional movements Functional movements Functional movements
\ e . AN
(D~ e, N 254 ¥ 154
YW i

ADJUSTMENTS OBJECTIVES

« Task duration « Focusing
* Range « Perceptivity
* Player speed * Movement precision

« Predicting the trajectory of objects in 3D space
« Balance and equilibrium training

INSTRUCTION FOR PATIENT

Make the airplane fly through the circles. The closer to the
center it flies the more points you get

36 VAST.Rehab
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pry FUNCTIONAL MOVEMENTS
L AIRPLANE

SAMPLE SETTINGS

Difficulty

2/4

20% <= 80%

Player speed
1009%

37 VAST.Rehab
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STONES

CONTROL MODES

RESULTS

vey L@
L
e

Accuracy

Functional movements

—T8d]

afiy

17 4

Functional movements
A\

Functional movements

o 22 4 . 1
27 %
ADJUSTMENTS

« Task duration

* Range

* Player speed

Total points

34 oints

Functional movements

354

Functional movements

104

Functional movements

27 o

Functional movements

bi v 39,
"
Functional movements
1 1y
Functional movements
o0 284
uf
Functional movements
¥ 31,
8
OBJECTIVES

* Perceptivity

FUNCTIONAL MOVEMENTS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

.[__
e g

i

Functional movements

&
Functional movements
p
3
o 32
Functional movements
i ’

Functional movements

364

+ Dynamics of planned movements

* Reaction to the positive visual stimuli

* Response to negative visual stimuli

INSTRUCTION FOR PATIENT

Make the the spaceship collect the colorful creatures and avoid

the rocks

38
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7y FUNCTIONAL MOVEMENTS
= | stones

SAMPLE SETTINGS
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FUNCTIONAL MOVEMENTS

HAMMER

‘ Measure and train individual's skills to perform movements based on real-world situational

CONTROL MODES
\L’f

i g\\/
RESULTS
Accuracy
ADJUSTMENTS

* Positions to have targets on
+ Task duration

* Range

* Time to react

* Reticle size

Total points

e

i‘ 2 5 point(s) : \;

OBJECTIVES

* Planning and Strategy
* Sideways walking

+ Balance and equilibrium training
* Speed of decision making

biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

Functional movements

7

INSTRUCTION FOR PATIENT

Hit the burning barrels as quickly as you can. Then return to the

center

40
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FUNCTIONAL MOVEMENTS

HAMMER

SAMPLE SETTINGS
1 D

\
/ \Y |
— Difficulty
4 1/3 }

Active positions Duration

10s

20% *=» 80%

Time to react

20% *=> 80%

41 VAST.Rehab
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RUNAWAY

CONTROL MODES

FUNCTIONAL MOVEMENTS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

% ¥ :
~/ 't X b4 - &
A ¥ ¥ e xle. -8y
:l‘ . g L e h . g \\' t/‘ 4 A "/\b
T i v - .j- -E—
; L d1 R S =]
RESULTS
) Accuracy Total points Functional movements
13 point(s) \:"(. WB %
;‘ . f i
Functional movements - Functional movements Functional movements
7{\@ ’b/: A
’ —' 364 B ! 204 ?/ 144
L m 4T R -
Functional movements Functional movements
4 20, X Tl
ADJUSTMENTS OBJECTIVES

+ Task duration « Predicting the trajectory of objects in 3D space

* Range * Response to negative visual stimuli
» Number of enemies * Focusing
* Enemies speed * Perceptivity

* Balance and equilibrium training

INSTRUCTION FOR PATIENT

Keep away from the big robots

2 VAST.Rehab



% FUNCTIONAL MOVEMENTS
[l@ RUNAWAY

SAMPLE SETTINGS

Difficulty

1/3

20% €= 80%

20% = 80%

Duration

20% > 80%
R

20% €=» 80%

43 VAST.Rehab
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CONTROL MODES

P
ot \
S ?\/
RESULTS
Accuracy
ADJUSTMENTS

« Task duration

* Range

* Time between cannonballs
* Time between enemies

* Enemies speed

FUNCTIONAL MOVEMENTS

CANNON

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

Total points Functional movements

.‘; & 16 oy o 204

OBJECTIVES

* Planning and Strategy
* Movement precision

* Predicting the trajectory of objects

INSTRUCTION FOR PATIENT

Use the cannon(s) to shoot into the robots coming in your
direction
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m FUNCTIONAL MOVEMENTS

CANNON

SAMPLE SETTINGS

Difficulty

1/3

Duration

20% €= 80%

20% «=» 80%

Difficulty
Custom

N
S
@
N
S
I

Duration

20% 4= 80%

Time between cannonballs Time between enemies
2s 4s
Enemies speed
O,
100%
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FUNCTIONAL MOVEMENTS

BALL

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

; € ):\ \a/ Y o %
s e N 9 & 1

RESULTS
‘ Accuracy Total points Functional movements
) NN
' el
*0 ﬂ | 24 point(s) < ‘ 14 %
- I
Functional mo;/emems Functional movements Functional movements
e ¢ S %
N & N >
il -4 32y [ a| 374 . \ 284
ISP\ Lo IP 4 R
Functional movements Functional movements Functional movements
be < f 1%
> 74 }‘% 365 f\’ﬁ My
ADJUSTMENTS OBJECTIVES
+ Positions to have targets on * Improve range of motion
» Task duration * Visual motor coordination
* Enable marker * Predicting the trajectory of objects in 3D space
+ Time between objects * Activity in a given rhythm
* Speed of objects * Mirrored feedback exercises

INSTRUCTION FOR PATIENT
Use your body to hit the balls

46 VAST.Rehab
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|||| FUNCTIONAL MOVEMENTS

BALL

SAMPLE SETTINGS

Active positions Duration

Enable marker Time between objects
Yes oF
Speed of objects
/5%
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FUNCTIONAL MOVEMENTS

‘I‘
gz | lE; CROSS PUNCHER

ihﬂ_, Measure and train individual's skills to perform movements based on real-world situational
m | biomechanics. They usually involve multi-planar, multi-joint movements which place
——= i demand on the body's core musculature and innervation.

CONTROL MODES
N %r AL

RESULTS

Number of repetitions

Functional movements

22 4

ADJUSTMENTS

« Task duration
» Time to react
+ Distance to targets

o T

Functional movements

OBJECTIVES

* Crossing the midline
¢ Speed of movement
* Rhythmicity

* Repetitive movements

Total points

Bw point(s)

INSTRUCTION FOR PATIENT

Hit green cubes as fast as you can and remember to always

cross your punches and kicks
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@ FUNCTIONAL MOVEMENTS

i CROSS PUNCHER

SAMPLE SETTINGS

i w‘m...__- -
AR L | .
Difficulty
1/3

Time to react

3s

Distance to targets
/5%
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FUNCTIONAL MOVEMENTS

AUTOMATIC CANNON

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

-

P

RESULTS

Accuracy

o020 00930

Functional movements

294

Functional movements

N \
-.{i

S

%

AT <

~

Total points

29 gty

Functional movements

184

Functional movements

Functional movements

b%f {7,
]

Functional movements

1IN

234

Functional movements

b ?Ecﬁ

=3

N B

Functional movements

234

Functional movements

M

Functional movements

. 31, j 35, - 25 29,
ul : w - ™ % 6
Functional movements Functional movements Functional movements Functional movements
V. » Prage \ &
B\ b
3 33, (] 23, ¥ 27+ K 31,
Functional movements Functional movements Functional movements Functional movements
e - -
ey s
if 204 - 245 e 285 vr? 33«
v (=] f
Functional movements Functional movements Functional movements Functional movements
g 21 P 25, i 15, \% 34,
Functional movements Functional movements Functional movements Functional movements
v 245, Y 285 165 205,

Functional movements

./.
e
%

254

ADJUSTMENTS

* Task duration

* Range

* Enable distractors

« Time between cannonballs
* Time between enemies

* Enemies speed

OBJECTIVES

« Divided attention

« Spontaneous movements

* Arms swings
» Muscle strengthening

INSTRUCTION FOR PATIENT

Control cannon(s) to destroy robots, but avoid hitting the

elephant!
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m FUNCTIONAL MOVEMENTS

| AUTOMATIC CANNON

SAMPLE SETTINGS

80% €= 20%

nemies speed

1009%
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FUNCTIONAL MOVEMENTS

DRAGON

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

il
I

N
A

¥ TR s >R

RESULTS

Accuracy

Functional movements

Total points

12 poms

Functional movements

Functional movements

: ‘ﬂ’[ 18

Functional movements

Functional movements

244

Functional movements

—f | < -/""f
§ 134 184 il 364 124
Functional movements Functional movements Functional movements Functional movements
r't
' 304 A 205, 5 24,, 28,
1t Ty i . i
iL L ¥
Functional movements Functional movements Functional movements Functional movements
- pd b ‘
3K 19« Ve 234 AN 284 1 344
=/ ” A 4
. — R
Functional movements Functional movements Functional movements Functional movements
39, g 284, ity 17 36,

« Task duration

* Range

+ Coins group size

« Distance between coins

« Gravity force

* Predicting the trajectory of objects
* Improve range of motion

+ Visual motor coordination

* Muscle strengthening

* Planning and Strategy

INSTRUCTION FOR PATIENT

Fly and collect the coins
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88 FUNCTIONAL MOVEMENTS

DRAGON

SAMPLE SETTINGS

‘ % |

L&
Difficulty

4 Custom }

Duration

20% *=> 80% &
[(e)
D

A

Distance between coins

- 250%

Gravity force

&
L
1. K

Duration

20% 4= 80%
(@)
[}

Coins group size Distance between coins

5] 250%
~ 1009%

Gravity force
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FUNCTIONAL MOVEMENTS

BOX CRUSHER

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

\—,/ \s/ F)
o K¢ | @) »
o / /| el
i S ) o X\ )y
: - — N\ /] = 4
I 3 R~ 4 3 BN
¥ L s 4 | R S S
RESULTS
‘ Accuracy Total points Functional movements
50 13 point(s) /\/\:}\ 33 %
Functional movements Functional movements Functional movements
& &
L [P 1 r -
Functional movements Functional movements
}‘"% 214 ?\" X 39,
ADJUSTMENTS OBJECTIVES
+ Positions to have targets on * 3D space movements reproduction
« Task duration * Movement awareness
* Required force » Muscle strengthening

* Repetitive movements

INSTRUCTION FOR PATIENT

Smash boxes with the club
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B FUNCTIONAL MOVEMENTS

g

Difficulty

Active positions Duration

| -

Required force

50%
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FUNCTIONAL MOVEMENTS

AMBULANCE

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

OV o () - /4 N
s || () /8L v I ERIRN
£ 1 IS 6 o f) & V) 7 T N |
"4 Ut i | ﬂ[ ) / v | N\ / P %.. o
1 1RIB Y : : uf )
T’ [l WLl 1L d 5 i i | R
P ',u & 1 l
= %& . alit="" (=
2. Ig\i § L ~ R
Accuracy Total points Functional movements Functional movements
“ [ LA e e
o \ 19 point(s) gf”} 254 ‘ﬁ‘ 134
"
Functional movements Functional movements Functional movements Functional movements
) i /) NS
/3? 3% /H\ 244, //T 28, NN 184
Functional movements Functional movements Functional movements Functional movements
7 | / v 7/ ’
], 36, v 1o, g— 304 35,
Functional movements Functional movements Functional movements Functional movements
w 39, e 29, dﬁi 205, A% 245,
B / x
Functional movements
D 15,
R
« Task duration * Balance and equilibrium training
* Range + Dynamics of planned movements
+ Distance between cars * Focusing
* Player speed * Speed of decision making

* Visual motor coordination

INSTRUCTION FOR PATIENT

Go as fast as you can and avoid hitting other cars
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o FUNCTIONAL MOVEMENTS

AMBULANCE

>
-

SR
b
2/3

}

3

20% €= 80%

Distance between carsf Player speed
50% 50%

O
— 1E

Os
.,;gas —

N .9,
B F<
« . )

Duration

BOS 20% *=» 80%
G

Distance between carsf Player speed
200% 509%

N 4
\ L
o ;.
. »
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CONTROL MODES

PO [N
iy 4

L

RESULTS
Number of repetitions
Y
ADJUSTMENTS

« Task duration
* Time between objects
* Time to react

N
! “"(ft/t

FUNCTIONAL MOVEMENTS

("; INSECTS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

Accuracy Total points

34 point(s)

Functional movements

294

OBJECTIVES

» Dynamic responses to emerging moving targets
* Focusing
* Mirrored feedback exercises

- Visual motor coordination

INSTRUCTION FOR PATIENT

Hit all the insects that sit on your body
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2 FUNCTIONAL MOVEMENTS

INSECTS

SAMPLE SETTINGS

Time between objects

4s
Time to react

. 4s
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SORTER: LEGACY

CONTROL MODES

RESULTS
Accuracy
>'£ \?\l 38 %
ADJUSTMENTS

« Task duration
» Number of gates
* Gravity force

Total points

28 pOINt(s)

OBJECTIVES

FUNCTIONAL MOVEMENTS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

Functional movements

34,

* 3D space movements reproduction

+ Dynamic responses to emerging moving targets

* Planning and Strategy

INSTRUCTION FOR PATIENT

Make the ball fly through the gate in corresponding color
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FUNCTIONAL MOVEMENTS

SORTER: LEGACY

SAMPLE SETTINGS

2

Gravity force

1009%

Difficulty
3/3

Number of gates

i

Gravity force

1009%
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FUNCTIONAL MOVEMENTS
ARCANOID

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

\
—

N/
e

—/

‘e

AN :_ 7~ H N B

RESULTS

Accuracy

i

Functional movements

21y

Functional movements

374

Functional movements

M

Functional movements

Mo

Functional movements

27 «

Functional movements

284

Functional movements

304

Functional movements

144

Functional movements

31y

Total points

22 o

Functional movements

25

Functional movements

135

Functional movements

154

Functional movements

154

Functional movements

31

Functional movements

16

Functional movements

18+

Functional movements

34,

Functional movements

334

—abg

ke

Functional movements

12y

Functional movements

154

Functional movements

334

Functional movements

334

Functional movements

354

Functional movements

204

Functional movements

204

Functional movements

22,

Functional movements

224

Functional movements

374

=N

€ =

=

Functional movements

174

Functional movements

33

Functional movements

37

Functional movements

234

Functional movements.

234

Functional movements

244

Functional movements

10

Functional movements

26«

Functional movements

My

ADJUSTMENTS

« Task duration

* Range

* Reticle size

« Speed of objects

OBJECTIVES

* Dynamics of planned movements
« Predicting the trajectory of objects in 3D space

« Visual motor coordination

INSTRUCTION FOR PATIENT

Destroy as many boxes as you can
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| FUNCTIONAL MOVEMENTS

X ARCANOID

SAMPLE SETTINGS

u 1
|
Y i
B s .
| L3 | ¥
| . |7
Difficulty
Custom

20% €= 80%

Reticle size Speed of objects
/5% /0%
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FUNCTIONAL MOVEMENTS

ROCKET JUMPING

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

N
=Xt

I IS IRV @ -
- - 7 ’ \ [ / ) v ) X T 'LT 4 E"
t ' 78y 1 |
‘ AN Ll I . ,u\ 1 I Eﬂ
/1A \\ 3
: /™ / N %’ ¢
R Y /N\E =) . /
- \ \ /
\ 8 () - /[\w R Qi I | )
- R Al — / v
D BT ™ D u
i = L — R ‘/ ]47 T
L)
’ Accuracy Total points Functional movements Functional movements
Bl \R
30 poine ‘ H 364 H { 39,
Functional movements Functional movements Functional movements Functional movements
? 14 =1 18 o 22 }T » 13
% it M %
Functional movements Functional movements Functional movements Functional movements
‘ | 33, . 2, 25, 29,
i 10
Functional movements Functional movements Functional movements Functional movements
\:517./ : ) ) :
» 334 - e | e 26 N 304
Functional movements Functional movements Functional movements Functional movements
. 34, . 38, % 264 4 304
<] ‘ [ 1R ‘ it ‘
Functional movements
344
* Task duration + Spontaneous movements
* Range » Dynamic responses to emerging moving targets
 Time between objects « Predicting the trajectory of objects
» Bomb format
* Speed of objects INSTRUCTION FOR PATIENT
Help the creature jump over incoming rockets and avoid being

hit.
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& FUNCTIONAL MOVEMENTS

A ROCKET JUMPING

SAMPLE SETTINGS

65

) < ‘ » o .
Difficulty
}

20% = 80% &
?

g

v .

90s

Time between objects | Bomb format
5s l

Speed of objects

100%

< | . <

\ﬁ/

Difficulty
4 Custom }

Duration

20% +=> 80% S
®

Y

90s A

Time between objects | Bomb format
5s 2

Speed of objects

1009%
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FUNCTIONAL MOVEMENTS

RAILS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

@ ¥ AN
W ::‘ Ivj\ ] i | i
' n uf s
T—' L X
H R
7 I
=)
RESULTS
Accuracy Total points Functional movements Functional movements
38 o N 13, g 32,
bl

Functional movements

Functional movements

Functional movements

Functional movements

4 =) A
374 A 284 A7 174 364
n 1
Functional movements Functional movements Functional movements Functional movements
g ]
] 10, g 16 W 34, A 24,
i uf i A
-
Functional movements Functional movements Functional movements Functional movements
s 284 Ty 32, S 23, 274,
=1 it
Functional movements
f— 184

« Task duration

* Range

* Route shape

* Enable derailing

* Enable obstacles

* Time between objects
* Player speed

» Dynamic responses to emerging moving targets

* Predicting the trajectory of objects

« Visual motor coordination

INSTRUCTION FOR PATIENT

Tilt the world to let the trolley collect the coins
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FUNCTIONAL MOVEMENTS

RAILS

SAMPLE SETTINGS

.ai\

Difficulty

Duration Range

-

Route shape

Enable derailing
< >
Ne

Enable obstacles
Player speed
—

Time between objects
<
5s

Route shape

Enable derailing
< >
Yes
Enable obstacles
< >
1 No
Time between objectsff Player speed
< < >
5s 200%

— N —
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FUNCTIONAL MOVEMENTS
MOTOCROSS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

‘L_ I Xﬂ

& 3

W e (@

1 I

L ‘J"“RMLJLLRL :

RESULTS

Accuracy Total points Functional movements Functional movements
B & 21 e H 274 H 144
Functional movements Functional movements Functional movements Functional movements
@‘ 354 S 265 3 144, if 20
Functional movements Functional movements Functional movements Functional movements
‘9 e | &
& g ]
ol 384 i 134 : 324 214
1 LR !
Functional movements Functional movements Functional movements Functional movements
o B
! 54 9% ) 334 g 2
d 4 1
Functional movements Functional movements Functional movements Functional movements
» .
264 i 3« % 354 ) 394
g 11 W o
Functional movements Functional movements Functional movements Functional movements

) Koy P 4
29, b 334 21 N My
& < .

Functional movements Functional movements Functional movements Functional movements
,.:[ 294 344 Ty 384 b%f 26+
Functional movements Functional movements Functional movements Functional movements
. & N , . . .
8 304 % 34, U~ 22, it 264
gy ot

Functional movements

i 30,

ADJUSTMENTS OBJECTIVES

» Task duration + Dynamics of planned movements
* Range * Planning and Strategy
* Route shape

INSTRUCTION FOR PATIENT

accelerate and brake to cover the entire route as quickly as
possible without tipping.
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M FUNCTIONAL MOVEMENTS

MOTOCROSS

SAMPLE SETTINGS

X
S
@
N
S
«

Route shape

Medium
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FUNCTIONAL MOVEMENTS

FOREST RUNNER

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

——

W vpd

RESULTS

Accuracy Total points Functional movements Functional movements

34 o ‘ g} 384 b%f 29,

Functional movements Functional movements Functional movements Functional movements

Ty £ a )
i 174 bl 23 H Ty & 16+
Functional movements Functional movements Functional movements Functional movements
IENS ] X »
b\ B, 104, [ 3 18+ A W
4 &
Functional movements Functional movements Functional movements Functional movements
~ v. <
2 A 164 o 23, ) il
w R LA LR
Functional movements Functional movements Functional movements Functional movements
g | - -
y \ KD, >
H 155 H [ 195 ¥ 395 w 295
' =) \
Idn
Functional movements Functional movements Functional movements Functional movements
Byt 33, bz{:f 24, ‘(% 2y 24 32,
Functional movements Functional movements Functional movements
b IPINS
\ ) @,
i 364, L 26., N2 14,
} L R L

ADJUSTMENTS OBJECTIVES

+ Task duration * Dynamics of planned movements
*» Range * Focusing
* Turning * Planned movements

* Speed of movement

INSTRUCTION FOR PATIENT

Keep the hare on the run, avoid obstacles and collect as many
carrots as you can.
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.. FUNCTIONAL MOVEMENTS

| FOREST RUNNER

SAMPLE SETTINGS
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@ 231 e
§ 115

oAk |

RESULTS

Accuracy

Functional movements

Functional movements
34, e
R LY
Functional movements
364 N
§.
ADJUSTMENTS

» Task duration
* Range
* Player speed

(RS S

«

S i =0
N

Total points

15 points

Functional movements

194

Functional movements

234

Functional movements

T

N

S
g
—

_Ge—=t==== {_/_
N

Functional movements
| (}\ 194

Functional movements

Functional movements

/ 28
Functional movements

164

=

OBJECTIVES

FUNCTIONAL MOVEMENTS

GEOMETRY FLIER

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

 Dynamics of planned movements

* Activity in a given rhythm

« Visual motor coordination

T

Functional movements

24

Functional movements

1B

Functional movements

165

Functional movements

374

INSTRUCTION FOR PATIENT

Control the vehicle to avoid the obstacles
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5@ FUNCTIONAL MOVEMENTS

w B GEOMETRY FLIER

SAMPLE SETTINGS

°
N
S
@
N
S
«

73 VAST.Rehab

REHABILITATION IN VIRTUAL REALITY



DANCEMAN

CONTROL MODES

NI B
CHS VB

1T
RESULTS
Accuracy
—
Functional movements
« . /‘_’\
’b:‘f_t‘ 18 ; A”\ \
Functional movements
o 1
ADJUSTMENTS

» Task duration

* Range

» Advanced scoring
* Song index

* Spawn rate level

Total points
24 s % ?//
Functional movements
224 5?//

OBJECTIVES
* Activity in a given rhythm
* Spontaneous movements

- Visual motor coordination

FUNCTIONAL MOVEMENTS

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

Functional movements

7

Functional movements

104

INSTRUCTION FOR PATIENT

Hit the green characters when they come close

74
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ey FUNCTIONAL MOVEMENTS

DANCEMAN

Advanced scoring Song index

< 0
Spawn rate level
Easy

9 O S 20% <= 80%
< >
NoO
< >
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FUNCTIONAL MOVEMENTS

PONG

Measure and train individual's skills to perform movements based on real-world situational
biomechanics. They usually involve multi-planar, multi-joint movements which place
demand on the body's core musculature and innervation.

CONTROL MODES

i
-

\/ |/ 9 H ./
/"\&& (

| |
\\ /’J 24 “ 4 L e L

.1__

b —t_|

====g
.

s

RESULTS

Accuracy Total points Functional movements Functional movements
- N
PTIRN . ﬁk .
29 " 20, | 39
Soint(s) af % ¥in) 279
Functional movements Functional movements Functional movements Functional movements
& g LN
_E 1 i < 154\
< 1, 4 184 A1 384 RN e
B S 5 v
Functional movements Functional movements Functional movements Functional movements
@ ey ‘
D b}
164 v 37, X 254 / 154
® R/ o W
Functional movements Functional movements Functional movements Functional movements
N 194, 244, 13, 33,

ADJUSTMENTS OBJECTIVES

« Task duration * Planned movements
* Range * Focusing
* Speed of objects * Predicting the trajectory of objects

INSTRUCTION FOR PATIENT
Use the paddles to hit a ball back and forth
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B FUNCTIONAL MOVEMENTS

PONG

SAMPLE SETTINGS

= > ; 'd
Speed of objects
~ 100%
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DIVIDED ATTENTION

SORTER

Measure and train individual's skills to successfully execute more than one action at a time,
while paying attention to two or more channels of information.

CONTROL MODES

TRt T o ?:b‘?
LI RSl
ba Al l ,
/i Ny S <
—L %’L < 7 ",f‘\' k '
L R 8 L
5 /4 2 -
\ - ) N
| <] [> .8 bfﬁ ‘
AN
e
RESULTS
N Accuracy Total points Divided attention
£5 - 23 i - 284
ADJUSTMENTS OBJECTIVES

» Task duration * Predicting the trajectory of objects

* Range
* Number of objects
» Gap size

* Speed of objects

* Focusing
* Perceptivity
* Movement precision

« Exercise with or without support from healthy limb

INSTRUCTION FOR PATIENT

Pass or block the balls so that the blue balls are on the blue
side and the green balls are on the green side of the screen.

78 VAST.Rehab

REHABILITATION IN VIRTUAL REALITY



DIVIDED ATTENTION

SORTER

SAMPLE SETTINGS
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MEMORY

TRUCKS

Measure and train individual's skills to memorize information.

CONTROL MODES

T -/ |
e | s \ \\
w o \ al | A
] R|| % a3 :
m # 4F / ' \
. ‘ ) %
|’ [ ( | }\
RESULTS
Number of repetitions ) Accuracy Total points
£s0 . 20 point(s)
09:0 Memor? 0:00 00 0 10:10:00
ADJUSTMENTS OBJECTIVES
» Task duration * Logical tasks
* Range * Focusing
* Variations * Perceptivity

INSTRUCTION FOR PATIENT

Remember the shape and/or its color on the roof of the car
you see. Decide with thumbs up or down whether the next car
has the same shape and/or color on the roof as the previous
one.
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MEMORY

TRUCKS

SAMPLE SETTINGS

‘gl\

Duraton

30s

Varlat\ons
colors

20% <= 80%
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CLONES

CONTROL MODES

N

'

RESULTS

Accuracy

ADJUSTMENTS

« Task duration
+ Time to complete action
* Range

* Number of pairs

-
\
)

\“'m
Ao
/
s

D —

PROBLEM SOLVING

D
,;Jl.\. j/

r . 'Lﬁ 1
R
Total points
o
27 point(s) L-I_-
OBJECTIVES

* Perceptivity
« Visual motor coordination
* Logical tasks

‘[‘
— | J

Measure and train individual's skills to reach a solution of specific problems. Problem solving

may include mathematical or systematic operations and can be a gauge of an individual's
critical thinking skills.

Problem solving

344

INSTRUCTION FOR PATIENT

Select the item which has a pair on the screen

82
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s PROBLEM SOLVING

8 ONES

SAMPLE SETTINGS

»
?fag'v = #
,:;v %%/ s

Difficulty
1/3 }

Minitask duration

30s

Number of pairs

4

20% 4=> 80%
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PROBLEM SOLVING

CLOCK

Measure and train individual's skills to reach a solution of specific problems. Problem solving

may include mathematical or systematic operations and can be a gauge of an individual's
critical thinking skills.

CONTROL MODES

g

RESULTS
Accuracy Total points Problem solving
50 30 point(s) 37 %
ADJUSTMENTS OBJECTIVES
* Task duration * Speed of decision making
« Time to complete action * Visual motor coordination
* Range * Logical tasks

INSTRUCTION FOR PATIENT

Control the arrows to set the time visible on the left clock
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g&* PROBLEM SOLVING

CLOCK

SAMPLE SETTINGS

K3
o

Du Minitask duration

30s

ration
90s

Range

SN

20% <4=» 80
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PROBLEM SOLVING

MAZE

Measure and train individual's skills to reach a solution of specific problems. Problem solving
may include mathematical or systematic operations and can be a gauge of an individual's
critical thinking skills.

CONTROL MODES

P

(o7 \ -

psts gi
RESULTS

Accuracy Total points Problem solving
WS point(s) 21

ADJUSTMENTS OBJECTIVES
« Task duration * Logical tasks
* Range * Planned movements
* Show path * Planning and Strategy
* Maze size

INSTRUCTION FOR PATIENT

Lead the hippo through the maze to the glowing target.
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PROBLEM SOLVING

MAZE

SAMPLE SETTINGS

= = s e

20% 4=» 80%

L Yes] 10
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ROMBERG

SPECIALIZED

ROMBERG TEST

Specialized tasks and evaluations that collect data from multiple categories or do have a
unigue objectives.

CONTROL MODES

RESULTS

Deviation X (eyes open

LA/\/\

Axevaqe ve\ocwty X (eyes open) Average velocity X (eyes closed) Average velocity Y (eyes open) Average velocity Y (eyes closed)
5 075

Deviation X (eyes closed) Deviation Y (eyes open) Deviation Y (eyes closed)
o Right R sack = "

’ My AN 0 A ‘ /\
oA AVA
/\ ,‘ \ | o v RS g \/\\/R\/ a M\"

100920

Area (eyes closed) Length (eyes open) Length (eyes closed)

Area (eyes open)
0.84 ¢ 535 et 1.4 o 24.9
Area (eyes closed / eyes open) Length (eyes closed / eyes open)
0.16 0.46

OBJECTIVES

* Assesses static standing balance

INSTRUCTION FOR PATIENT

Romberg test. Try to stand as steadily as you can. First with
eyes open, then with eyes closed
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SPECIALIZED

ROMBERG TEST

SAMPLE REPORTS

ROMBERG

TEST
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SPECIALIZED

STABILITY TEST

Specialized tasks and evaluations that collect data from multiple categories or do have a
unigue objectives.

CONTROL MODES

RESULTS

Time spent | Ring | 1 Time spent | Ring | 2 Time spent | Ring | 3

100 100 10

h h ‘ h . B
Time spent | Top | Right Time spent | Top | Left Time spent | Bottom | Left

100 100 100

: . : ’
o = N o
00900 20 1

Path length

Time spent | Ring | 4

Time spent | Bottom | Right

100900 1

Y axis deviation Average velocity X

Left = Right

el Ay

X axis deviation
485 -

Average velocity Y Area

45.8 o

OBJECTIVES

* Relaxation
* Postural stability

INSTRUCTION FOR PATIENT
Keep your body balanced
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SPECIALIZED

GONOGO TEST

Specialized tasks and evaluations that collect data from multiple categories or do have a
unigue objectives.

CONTROL MODES

H! \H |%I

/w\ *ngay Qf;

RESULTS

Always Go mode Number of Go impulses missed (always Go Go or NoGo mode Number of NoGo impulses hit (Go or
e mode) 1847 So impuke response e {Go or NoGo mods NoGo mode)
| 0 i ﬂ 2
H I H H [
Number of NoGo \mpu\ses noticed (Go or Number of Go impulses missed (Go or Time delay caused by distraction Always Go mode
NoGo mode) NoGo mode)
4 1 374 3000 s
Go or NoGo mode Go or NoGo mode Go or NoGo mode
1752 &8 NoGo impulse response tme: 3000 = NoGo impulse noticed
0 [ g

* Range * Spontaneous movements
* Required proper repetitions * Speed of movement
* Hit if * Response to negative visual stimuli

* Reaction to the positive visual stimuli

INSTRUCTION FOR PATIENT

Hit the button when positive trigger appears
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SPECIALIZED

SINGLE LEG STANCE TEST

SINGLE J |

LEG STANCE

Specialized tasks and evaluations that collect data from multiple categories or do have a
unigue objectives.

CONTROL MODES

Ll

RESULTS
Duration of attempt
ADJUSTMENTS OBJECTIVES
« Time to complete action « Test the limits of balance and equilibrium
* Range * Knees lifting

* Postural stability

INSTRUCTION FOR PATIENT

Try to keep your body balanced while performing single leg
stance
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