Counting repetitions of upper extremity movements while playing
video games compared to traditional therapy:
implications for stroke rehabilitation
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ABSTRACT

Clinicians are seeking novel methods to increase the number of repetitions of purposeful
movements during and following stroke rehabilitation. Video-game consoles encourage active
purposeful movement, however, the number of repetitions while playing video games is
unknown. We aimed to compare the number of repetitions and accelerometers activity counts
of movements of the weak upper extremity of individuals with chronic stroke while playing
video games to participants in traditional therapy. Eight participants were included. Differences
between groups in the type and number of repetitions and accelerometers activity counts were
found. These preliminary findings indicate that video-games facilitate multiple repetitions of
fast purposeful movements.
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