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The Rehabilitation
Gaming System
(RGS) Ecosystem

A SEAMLESS CARE CONTINUUM - FROM HOSPITAL TO HOME

RGS Ecosystem is a digital
rehabilitation platform developed by
Eodyne Systems, a Spanish company 3
specialising in science-based
rehabilitation technologies. It uses
augmented reality and artificial
intelligence to deliver personalised
exercises for people recovering
from stroke or living with dementia.

Within eBRAIN-Health, new cognitive
games and a web-based version
were developed to provide therapy
anytime and anywhere.
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Who is it for? What do users think?

RGS Ecosystem is designed for people RGS Ecosystem was shaped with the
with neurological and musculoskeletal eBRAIN-Health Patient and Public
conditions, including stroke survivors, Advisory Group, which includes
people with knee or hip replacement, and members of the public, people with
people living with dementia. It is used dementia and carers. They appreciated
both in hospital rehabilitation clinics and the full-body interaction, rated the
at home on smartphones, tablets, laptops  system as easy to use, and said they
or smart TVs. would recommend it to others. They
suggested a larger screen improves
How does it work? usability and noted the importance of
Exercises use augmented reality supervision for full-body exercises.

technology, which overlays virtual objects
onto the real world through a phone or
tablet camera. All activities adjust their
difficulty level automatically, to keep each RGS Ecosystem creates a care

person working at about a 70% success continuum that brings rehabilitation

rate. This keeps tasks interesting, without directly into the home and allowing
becoming frustrating or too easy. The app therapy to continue smoothly after

also provides video tutorials, motivational patients leave hospital.

prompts and progress summaries. Clinical research found that RGS
Ecosystem is easy to use and can make
upper limb recovery up to 20% faster.
By combining physical and cognitive
exercise in one platform, it addresses
many different dimensions

of rehabilitation.

Furthermore, it gives

What are the benefits
of RGS Ecosystem?

What was developed for RGS
Ecosystem in eBRAIN-Health?
The project added twelve cognitive
games targeting memory, attention,
language and executive skills, such as
"Shelves", "Whack-a-fish", "Pianoseq"

and "Shopping". It also introduced full- doctors an objective
body camera exercises such as continuous picture of \/

"Gentle Giant" (improving balance), and patient progress, to %
"Twister Buddy" (improving dynamic support personalised
stability and weight-shifting). These care.

exercises are accessible from a laptop,

W|th?ut any special equipment ebrain-health.eu @ Q
required.
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