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Goal of the presentation  

• Inspire 

• Open your mind 

• Take away hurdles 

• Bring new hurdles  
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Internet use in the world 

 



 



Virtual reality 

• Virtual reality: computer-simulated environments that can 

simulate physical presence in places in the real world, as well 

as in imaginary worlds  

 

• Serious games: games serving serious purposes like 

education, training, advertising, research and health. 
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Wiemeyer & Kliem 2011 
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Internet and VR in (acute) HF care 

• Professionals  

• Knowledge transfer 

• Skill building 

• Stay up-to-date 

 



Internet and VR in HF care 

• Professionals  

• Knowledge transfer 

• Internet/interactive learning 

• Skill building 

• Learn and practice 

• Simulation  

• Stay up-to-date 

• Guidelines 

• Publications 

 



 



Apps to professional journal 
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Heart Failure Trials App 
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Staying updated:Medscape  
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Learning by health care providers  

Examples  

• Resuscitation 

• Triage 

• Procedures  
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http://www.emedsim.com/virtual_worlds 
http://www.3dseriousgamesandsimulations.co
m/ 
 





Skills: touch surgery App 

 



 



• Given the lack of regulation of such videos, it is likely that a 

proportion of online resources are still of poor quality with 

substantial educational flaws.  

 

• Utilization for education, continued assessment of content is 

required.  

Camm J Clin Cardiol 2013 



HF doctor blog 



Date of download:  

3/12/2014 

Copyright © American College of Physicians.  

All rights reserved. 

From: Online Medical Professionalism: Patient and Public Relationships: Policy Statement From the American 

College of Physicians and the Federation of State Medical Boards 

Ann Intern Med. 2013;158(8):620-627. doi:10.7326/0003-4819-158-8-201304160-00100 



Some safegards 

Email 

• Establish guidelines 

• Digital communication for patients who have face to face 

contact only 

• How to chart 

Internet sites 

• Make a list of recommended site 

Blogs 

• Pause before posting 

Social media 

• Maintain seperate personas 
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• Providers Guidelines adherance 

• Adequate up to date Knowlegde  

• Skills 

• Tools 

 

• Patients  

• Treatment adherance 

• Knowlegde, skills 

• Tools  



Internet and virtual reality to improve patient 

adherence 
 

• Internet patient education sites 

• Internet tools for monitoring 

• Telemonitoring (internet based) 

 

• Applicatations to learn obout diet, exercise, symptoms  

• Facebook 

• ’Games’  
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Prof. 

Dickstein 

Easy and speedy access to relevant information 



• Anna helps users navigate the site 

 

• For first-time visitors and those who are not web-

savvy 

 

• She greets the user once in every main section 

 

• Easy to activate, mute or pause 
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The friendly face of heartfailurematters.org 

. . . meet Anna 

You can play and pause 

Anna by using the 

buttons above 
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Easy and speedy access to relevant information 
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Easy and speedy access to relevant information 



Medication reminders 
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Internet, email and phone: maintenance of 

physical activity   
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Connect physical activity partners 
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’patients like me’ 

 



Connect physcial activity partners 
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Several major online social networks that connect users to physical activity 
partners currently exist and use standardized features to achieve their 
goals. Future research is needed to better understand how users utilize 
these features and how helpful they truly are. 
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Game computers? 

 



‘Rehagames’ 

• Nintendo Wii  

• Virtual walk  

• Robotic therapy 

• Memory games 

• Virtual shopping mall   
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Saposnik 2010, Rand  2009, Plante 2006,  Graves 2010 



Study 4 

Doctoral project Brynja 

Ingadottir (LiU) 

 

 

Aim To explore if patients can learn about and  
change their self-care behaviour by using a serious game  
 
Methods 
Explorative pilot-study using multi-methods 
 
Steps 
• Literature review (ongoing) 
• Design of a game prototype (1st version ready)  
• Testing of the prototype (planned) 
 



Wii 



 

RCT (clinicaltrial.gov NCT01785121)  

HF-Wii.com 

 

 



Concluding remarks 

Internet and virtual reality are the future 

 

 

 

 

 



Concluding remarks 

Internet and virtual reality are the now 

 

• Role for professionals :   

Needed from professionals: 

- Open mind 

- Safegards  

- Policy 

- Open mind for input from patients (google generation) 

- Look for ’new’ solutions for ’old’ problems 
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