Tutorial 1: Nintendo Wii-based Rehabilitation
Instructors: Greg Burdea (USA), 
Terry Blois (Terry.Blois@capitalhealth.ca), Evelyn Ching, Jonathan Halton, Barbara Lopetinsky, Van Drysdale, (Canada)

Abstract

This tutorial is intended for those new to the Virtual Rehabilitation field, as well as technologists looking at clinical adoption of computerized rehabilitation systems. It will present topics related to Wii-based rehabilitation, including the technology used and its safety aspects, patient populations Wii can benefit, therapy protocols, outcomes, and regulatory aspects. The tutorial is largely based on the experience Glenrose Hospital (Edmonton, Canada) has gained in using the Wii for interventions with adult and pediatric inpatients and outpatients, the presenters being pioneers in the field. The tutorial will include examples of the use of the Wii with patients.  Participants will be able to identify patients who might benefit from the Wii as well as contra- indications for use, and strategies for use of the Wii.

Intended Audience: The tutorial is intended for physical and occupational therapists new to the field of Virtual Rehabilitation, although others may benefit as well.
Tutorial 2: Use of Haptic Feedback Devices and Virtual Environments for Rehabilitation
Instructors: Heidi Sugarman, Israel (hsugarman@ono.ac.il)
Belinda Lange (USA) (lange@ict.usc.edu)

Abstract

 Interaction with computers and virtual environments is almost totally based on visual displays, along with auditory feedback. Somesthetic feedback, a necessary feature in all other skilled activity, is usually absent. Haptic interfaces attempt to solve this problem by coupling the human sense of touch with a computer-generated world. Haptics is the science of applying tactile sensation and kinesthesis to interaction with computer applications. By using special input/output devices (joysticks, data gloves, or other devices), users can receive feedback from computer applications in the form of sensations felt in the hand or other parts of the body. These sensations include forces, vibrations and/or motions. The aim of this tutorial is to provide participants with an overview of the technical aspects of haptic feedback and provide information about different haptic feedback devices and applications of these devices using virtual reality and computer simulations for motor rehabilitation, learning and teleoperation. The tutorial will include opportunities for hands-on practice with haptic devices and different environments. The haptic devices available for hands-on practice will include the Novint Falcon, and the SensAble OMNI devices. 
Intended Audience: This tutorial is intended for physical and occupational therapists, psychologists, teachers, developers of computer applications
Door Prize: A Novint Falcon will be given away as a door prize for participants of this tutorial.
