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Introduction

Determining factors

• Lack of usability

• Limited possibilities of 
adaptation

• Experience, perspective
and interests of users

Application in the 
intervention of people 

with disabilities

Goals
(1) To analyze and determine the 

possibilities of generic VR applications
from the perspective and experience of 
final users

(2) To check differences between people 
with and without disability in their 
interaction with virtual scenarios 

Methodology
Design: 

Cross-sectional, 
transversal, prospective

Course 2020/2021 CITIC - UDC

• People with disability (N= 24): NGOs

• People without disability (N= 34): 
Students of UDC

Sample

(N= 58)

• Game Experience Questionnaire (GEQ)5,6

• In-Game Module and Post-Game module

Measure
instrument

• IkeaVR Pancake Kitchen

• TheBlu

• Adventure Climb

• Google EarthVR

• Cube dancer

• Blobby tennis

• Richie’s Plank Experience

Open VR APP tested

Results
Components

People with 
disability (N= 24)

People without 
disability (N=34) p-value

Mean (SD)

Competence 2,4 (1) 2 (1,1) 0,169

Sensory and Imaginative Immersion* 3,1 (1) 2,6 (1,1) <0,05

Flow 2,9 (1,2) 2,5 (1) 0,113

Tension 0,7 (0,7) 0,4 (0,6) 0,87

Challenge 1,8 (1) 1,8 (1,2) 0,879

Negative affect 3 (0,6) 0,4 (0,5) 0,297

Positive affect 3,1 (1) 2,5 (1,4) 0,69

Components
People with disability People without 

disability p-value

Mean (SD)

Positive experience 1,98 (1,19) 1,53 (1,16) 0,151

Negative experience 0,5 (0,5) 0,3 (0,5) 0,129

Tiredness 0,7 (0,9) 0,3 (0,7) 0,69

Returning to reality* 0,82 (0,64) 0,38 (0,39) <0,05

In-Game Module Post-Game Module

People with
disability

More 
immersive
experience

People
without
disability

Better
return to 

reality

Best immersive
experience

Google Earth VR (M= 3.4)

Adventure Climb (M=3.4)

The most possitive
affect

IkeaVR Pancake Kitchen
(M= 3.4)

The most positive 
experience

Richie’s Plank
Experience (M= 2.32)

The worst
experience

Blobbly Tennis
(M= 0.9)

The easier return to 
reality

Ikea VR Pancake
Experience (M=0.11)

Conclusions
Open Virtual Reality

APP

Positive 
Experience

Difficulties in 
implementing

during
rehabilitation

• Control manipulation

• Interface

• Understanding
instructions

• Language

User
experience

Design & 
prototype

Usability & 
applicability

Physical, 
sensorial, 
cognitive

accesibility

Implement
in RHB
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It is important to take into account 
opinions and perspectives from users 

in order to develop and get more 
interesting, enjoyable and immersive 
experiences, using virtual scenarios.

It is more relevant in the case of 
applying VR during rehabilitation 

treatment. 


