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Background
Stroke survivors with residual physical disabilities are
reported to have decreased muscle strength and balance.
Balance ability is one of the prerequisite for performing
activities of daily living independently. Virtual reality
balance games performed in the community based rehabi-
litation settings may be beneficial for stroke survivors to
improve their functional balance resulting in increased
independence in activities of daily living. The aim of this
study was to evaluate the use of virtual reality balance
games in improving activities of daily living among stroke
survivors.

Materials and methods
This pre-test and post-test study involved 15 and 13 parti-
cipants in the experimental and control group, respectively
from two stroke community-based rehabilitation centres.
Experimental group had 1.5 hour of standard physiother-
apy exercises with an added half an hour of virtual reality
balance games as an intervention. The control group con-
tinued their 2 hours of standard physiotherapy exercises.
Interventions were performed for 6 weeks in a twice a
week session. Barthel index was used to evaluate activities
of daily living for pre and post intervention.

Results
The results showed significant main effect of group on
Barthel index score, F(1, 25) =5.53, p=0.04.

Conclusions
These results suggested that virtual reality balance
games as an added activity to standard physiotherapy

compared to standard physiotherapy alone was benefi-
cial in enhancing activities of daily living among com-
munity dwelling stroke survivors.
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