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Abstract Hemiplegic patients who suffered from a stroke struggle with a deterioration in upper limb
functions, which can both be psychologically and physically discomforting; this can also limit patients’
daily tasks involving any upper limb motions. In this study, we developed an assistive device for
hemiplegic patients to improve their upper limb functions. It was manufactured to train patients by
using their grip strength and the range of motion of the arm. Furthermore, we produced game contents
in virtual reality to induce users’ immersion and interaction. It was configured as a multi—player game
to help ease the mental burden of receiving the training alone, hence allowing the patient and the
caregiver to join the rehabilitation training simultaneously. The assistive device and game contents
developed in this study enables patients and caregivers to easily check the degree of improvements in

upper limb function by viewing quantitative analysis and visualized results.
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