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Zamérem projektu je vyvoj takovych zazitkl VR, které The aim of the project is to develop such experiences using TL02000344

ivizaci seniort

Vyuziti virtudlni reality pro akt

Application of virtual reality to keeping the elderly people active

spole¢né s vhodnym pouZitim v praxi pIné respektuji stézejni
psycho-spiritudini potfeby seniorl (napf. potfeba védomi
vlastni dlistojnosti, smyslu a kontinuity Zivotniho pribéhu).
Cilem je vytvoreni ptirozené stimulujiciho virtualniho
prostredi, jehoz benefity presahuji do redlného svéta seniora
a pozitivné ovliviuji jeho well-being. Vysledek feseni je
vyuzitelny pro seniory v geriatrickych zafizenich ¢i domdacim
prostriedi, tak pro aktiviza¢ni pracovniky nebo pecovatele.
Komplexni vysledek feseni umozni priinik prevazné
kvalitativniho vyzkumu a vyvoje software véetné vyuziti
pristupu Konceptu smyslové aktivizace jako jednoho z
modernich konceptl péce o seniory v geriatrickych
zafizenich.

Klinické vyzkumy jiz prokazaly, Ze fyzickd a psychicka aktivita
jdou ruku v ruce a Ze aktivni jedinci maji nizsi
pravdépodobnost degradace fyzickych a kognitivnich
schopnosti. Vyuziti technologii jako nastroje pro tvorbu a
prezentaci zajimavych podnéti se ukazuje jako vhodna cesta.
VR je nepochybné takovym ndstrojem. Charakter VR mUze do
urcité miry nahradit realné prostredi v situacich, kdy seniofi z
dlvodu extrémnich venkovnich podminek (silny mraz,
extrémni vedro, smogova situace) nemohou chodit ven.
Nedilnou soucdsti vyzkumu bude navrh experimentdlniho
protokolu, shér dat od pokusnych subjekt( a nasledné
vyhodnoceni dat ve vztahu k vyvinuté platformé.

VR, which, together with appropriate use in practice, fully
respect the key psycho-spiritual needs of seniors (eg the
need for consciousness of their own dignity, meaning and
continuity of the life story). The goal is to create a

naturally stimulating virtual environment whose benefits
go beyond the real world of the senior and positively
influence his / her well-being. The outcome of the solution
is useful for the elderly in geriatric institutions or the home
environment, as well as for activation workers or carers.
The complex outcome of the solution will allow for the
penetration of predominantly qualitative research and
development of software including the use of the Sense
Activation Concept as one of the modern concepts of
senior care in geriatric institutions.

Clinical research has already shown that physical and
psychological activity goes hand in hand and that active
individuals are less likely to degrade physical and cognitive
abilities. Using technology as a tool for creating and
presenting interesting suggestions is a good way to go. The
VR is undoubtedly such an instrument. The nature of the
VR can to some extent replace the real environment in
situations when seniors cannot go out due to extreme
outdoor conditions (strong frost, extreme heat, smog).
Inseparable part of the research will be design of the
experimental protocol, data collection from tested
subjects and successive data evaluation in relation to the
developed platform.
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