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Virtual reality (VR) is the term used to describe representation
and perception in a computer-generated, virtual environment.
The term was coined by author Damien Broderick in his 1982
novel “The Judas Mandala". The term "Mixed Reality" describes
the mixing of virtual reality with pure reality. The term "hyper-
reality" is also used. Immersion plays a major role here.
Immersion describes the embedding of the user in the virtual
world. A virtual world is considered plausible if the interaction
is logical in itself. This interactivity creates the illusion that
what seems to be happening is actually happening. A common

problem with VR is "motion sickness." To create a sense of immersion, special output devices
are needed to display virtual worlds. Here, "head-mounted displays", CAVE and shutter glasses
are mainly used. Input devices are needed for interaction: 3D mouse, data glove, flystick as

well as the omnidirectional treadmill, with which walking in virtual space is controlled by real

walking movements, play a role here.

VR is used in simulation (pilot training),

creation (mechanical engineering,

architecture), entertainment (PC),
education (teaching) and communication.
Looking to the future, "inverse VR" will
play a role in replacements for lost bodily
functions. Likewise, the use of a virtual
world for distraction will find application
in pediatrics, especially in painful medical
procedures. Especially in children, "VR"
could be used for minor interventions,

short manipulations that would otherwise
require anesthesia, or for vaccinations of
children, who need to be relieved of panic
fears of vaccination. All of this is future
music. Even in doctors' offices. An
innovative approach.

Disabled children are immersed in the
virtual world by means of shutter glasses,
in which they are given certain tasks to
perform in order to intensively support




these cognitively impaired children. In
Germany, these treatment approaches still
play a completely subordinate role, but
allow  speculation  about  therapy
approaches that could find widespread use
in pediatric rehabilitation clinics in the

coming years.

"Virtual reality" is now playing a big role in
helping disabled children and working on
motor functions that are significantly
impaired by the condition. Virtual reality
(VR) can be used in pediatric trauma brain

injury patients [1,7,14]. Moreover children
can be treated in cases of pediatric burns
[5]. In Parkinson disease it will be also used
in elder patients [9,10]. Virtual reality can
also help in pediatric vestibular
rehabilitation [11], chronic pain syndroms
in childhood [13], cerebral palsy in children
[15] and analgesia during venous puncture
in oncological pediatric diseases [17]. In
conclusion, virtual reality is an innovative
new therapy approach in children. Further
research in this interesting field is
necessary.
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