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Products/applications

Our Visette HMD series  
is used intensively by
leading universities in 
several research projects. 
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Our Cyber-I series is 
designed to optimally 
support hands-free 
applications in medical 
procedures.



Products
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• Linking gestures and movements 
to a more interactive environment



Company locations

• Leeuwarden, 
electronics assembly

• Maastricht, Head 
office/optics assembly

• Delft/Enschede: 
research projects and 
development

• Almere: sales office
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Burn wounds I

• Skin 
functions: 
protection, 
maintain fluid
ballance and
heath balance

• Sensory
function
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Burn Wounds II
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Burn Wounds III

• Silver bandages

• Physical therapy

• Extensive cleaning

• Opioid analgesics

• Skin transplantations

• Multiple hospital visits

• Excruciating pain
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Pain

“Pain is an unpleasant sensory and emotional
experience associated with actual or potential
tissue damage or described in terms of such
damage”
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Distraction methods

• Staff/family members distract subject from
pain

• Sing a song

• Watch TV

• Video projections
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VR immersion

• Person ‘immersed’ in sounds and sights other
than hospital environment

• Interaction with virtual 3D environment 

• Movement

• Haptic feedback

• Hardware input

• Voice control
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Serious Games

• Games that do not have entertainment, 
enjoyment or fun as their primary purpose

• Sawyer & Rejeski (2002)

• Before: learning as a second goal of a game

• Specific design of a game to attend learning
curves

• Better Skills, more  knowledge, less
fear/anxiety, or less pain
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Serious Games
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SnowWorld

• Hunter 
Hoffman

• Hitlab Seattle

• Washington 
University
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Why does VR work?
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Pain Pathways I
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• Nociception: the 
perception of 
mechanical, 
thermal or 
chemical change at 
a certain treshold



Pain Pathways II
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Gate Control Theory

• Melzack and wall
(1965)
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Multiple Resources theory
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VR case studies/trials
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VR Case Studies/Trials

• Gold et al. 
(2009)

• Attention, 
emotion
memory, touch
auditory and
visual perception
have to be
influenced by VR 
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VR Analgesia

• Absence of sensibility to pain by VR

• Reduction pain scores (faber et al, 2013)
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AR applications

• Ditto (australia)
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AR applications

• VR4Smile
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AR applications

• Marker based tracking

• Machine vision
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Conclusion

• VR works, but only if there is consideration of 
multi-modal distraction

• AR could work, but only if there is seen to all
aspects of immersion

• Serious Games can make healthcare more 
efficient with “VR analgesia”

• More research is needed on neurobiology and
pain perception and serious games
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Gravilo
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• Burn Care departments University hospitals of 
gent and leuven

• Foundation Help Brandwonden Kids
• Use of VR in clinic for pain distraction



Questions?
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