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ABSTRACT

Background and Aims: Virtual reality technology creates the sensory complexity of the
physical world in a controlled laboratory environment. Today, this technology has been
considered in the vestibular rehabilitation program. In virtual reality vestibular rehabilitation,
various stimuli with different levels of complexity are presented to the individual in a safe
environment that is not possible to provide in real conditions. Here, we introduced various
virtual reality technologies used in vestibular rehabilitation programs along with their findings,
advantages, and disadvantages.

Materials and Methods: We searched all articles in Medline (Pubmed), Google scholar,
Science Direct, and Cochrane databases using the foIIowm% keywords: “vestibular
rehabilitation”, “vertigo rehabilitation”, “vestibular dysfunction rehabilitation”, and “virtual

reality rehabilitation” without date limitation.

Conclusion: Virtual-based rehabilitation grograms appear to not only decrease vestibular
symptoms similar to the traditional vestibular programs, but because of their interestin
features, they develop more active participation and satisfaction in patients. Moreover, virtua
programs with increased immersion create extensive sensory conflicts between vestibular and
visual system that eventually results in faster, better, and longer-lasting compensation in central
vestibular system.
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