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Immersive Fitness Equipment
On the Expresso Bike, a monitor mounted above the handlebars 
gives riders access to 35 virtual courses, ranging from a circular 
race track to natural settings with hills and valleys, and from one 
mile to 20 miles. You actually watch yourself move through the 
course on the monitor, moving faster or slower depending on how 
fast you pedal. The resistance on the bike changes as the terrain 
changes. You can select virtual riders to compete against, motivat-
ing you to ride faster to pass them.

“The premise is that riding an exercise bike indoors was excru-
ciatingly boring,” explained Brian Button, CEO of the Sunnyvale, 
CA-based Expresso Fitness. Riding the Expresso Bike “just takes 
me away,” he added. “The motivation is tangible.”

Gyms have had televisions for years, either mounted on the wall or 
ceiling, or on smaller screens attached directly to the equipment. But 

newer technology like the Expresso Bike borders on virtual reality, 
utilizing Internet-connected computers in each individual bike.

The Expresso Bike tracks several different fitness and per-
formance markers, including speed and time statistics, calories 
burned, heart rate and power output. Through the bikes’ Internet 
connection, users can retrieve their performance information, not 
only on the bike monitor but also from their home computers. They 
can review all of these statistics to see how their performances 
improve. The bike will even provide a “ghost rider” that represents 
your best performance on a given course, allowing you to compete 
against yourself.

Currently Expresso offers both an upright bike and a recumbent 
bike, but “we actually think this will work in all types of cardio 
equipment,” Button said. “Our vision is that you would see this in 
ellipticals, treadmills and steppers as well.”
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Use of the Nintendo Wii in Occupational Therapy

Clinical Diagnosis Functional Manifestations OT Interventions
Wii Applications with 
Therapeutic Adaptations

Stroke

Decreased endurance Standing with upper-extremity motion
Any Wii Sports game while standing. 
Take appropriate fall prevention measures.

Decreased strength Strength and flexibility exercises
Wii Sports and Wii Fit. Take appropriate fall 
prevention measures for standing exercises. 
Add arm weights to increase resistance.

Decreased balance 
 (sitting and standing)

Balance activities
Sit on half-sphere balance cushion while playing 
Wii Sports. Wii Fit balance training games.

Decreased cognitive function Sequencing exercises
Games using buttons and motion in sequence 
to hit or release ball (Golf, Bowling). May require 
hand-over-hand cueing.

Decreased eye-hand 
coordination

Timing, grasp and release, 
response to visual stimuli

Picking up and dropping Mii Characters 
(Mii Channel). Wii Sports Tennis and Baseball.

Decreased functional mobility 
and transfers

Sit-to-stand activities
Wii Sports games alternating sitting and 
standing (take turns or every other bowling 
frame, for example).

Loss of use of dominant 
extremity

Retraining of dominance Wii Sports holding remote in non-dominant hand.

hile the Nintendo Wii is gaining 
popularity in general consumer 
markets as a fun way to get 

people up off the couch, it’s motion-sensi-
tive technology is proving a valuable tool in 
rehabilitation settings as well.

At the Medical College of Georgia, OTs 
are researching occupational therapy’s 
effectiveness in the treatment of Parkin-
son disease. One of the OT modalities in 
the research: the Wii. “Because the Wii 

is interactive and you have to do certain 
functional movements to be successful, it’s 
an effective modality for working with Par-
kinson patients,” principal investigator Ben 
Herz, OTD, OTR/L, said in an MCG release.

Therapists at Ohio State University Medi-
cal Center are using the Wii to work on to 
visual and cognitive skills, problem solv-
ing, balance, coordination and upper- and 
lower-body strength and endurance for 
patients with stroke, spinal cord injuries or 

traumatic brain injuries. 
Mershon Hinkel, MSPH, OTR/L, considers 

herself the “Wii OT.” The private practitioner 
and consultant frequently uses the Wii and 
other interactive devices. Hinkel devised the 
following chart on use of the Wii in rehab 
based on her therapy experience. She also 
keeps a blog on her Wii work at http://wii-
habther apy.blogspot.com/. Find her article on 
safety precautions for using the Wii in therapy 
on our Web site at www.advanceweb.com/OT. 

“WiiHab” for Many Diagnoses
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Techno Occupation
Merging technology with fitness—what some call “exertainment”—
can address many of the reasons we don’t exercise. 

“[Developers are] trying to take advantage of the gaming 
technology and using that as a way to entice people off the 
couch with activities that might be more fun and engaging than 
traditional exercise approaches,” says Cedric Bryant, PhD, chief 
science officer of the American Council on Exercise (ACE). Most 
well known in this category is the Nintendo Wii. This game con-
sole replaces standard controllers with controllers that contain 
acceleration sensors and an infrared camera that registers their 
motion. When a player needs to swing his sword in a game, he 
actually makes a swinging motion with his entire arm. The Wii 
translates the player’s arm movement into a sword slash by the 
character in the game.

To capitalize on the fitness potential of the Wii, Nintendo in 
May released WiiFit, a game and balance board that guides play-
ers through 40 different exercises, including yoga poses, strength-
training and aerobic activities, and exercises to improve balance. The 
game allows players to set goals and track progress over time, includ-
ing weight changes via the scale built into the balance board.

While the Wii is the most widely used physically interactive video 
gaming tool, it’s not the only game in town. Dance Dance Revolu-
tion got its start in video arcades, as players would step up onto the 
game platform and move their feet onto markers on the platform 
that correspond with symbols displayed on the screen, all in time to 
music. The game easily transitioned into homes, replacing its large 
solid platform with a foldable mat with built-in sensors. 

Other options include Sony’s EyeToy for the PlayStation 2, a cam-
era that actually puts the image of the player on the screen; 
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Joint replacement

Decreased standing tolerance Functional activities while standing
Any Wii Sports game while standing. 
Take appropriate fall prevention measures.

Decreased balance (standing) Standing balance activities Wii Fit balance board games.

Avoidance of weight bearing/ 
compensatory gait patterns

Standing activities incorporating upper-
body motion and weight shifting

Wii Sports, especially Boxing.

Decreased flexibility
Strength and flexibility exercises, 
sit-to-stand activities

Wii Sports games alternating sitting and standing 
(take turns or every other bowling frame, for ex-
ample). Selected Wii Fit strength training exercises.

Anxiety and/or pain Relaxation and distraction
All Wii activities, especially in groups. 
Includes non-sports games, such as Mario Kart, 
Rock Band and others.

Cancer

Cancer-related fatigue Aerobic exercises, endurance activities

Wii Fit aerobic activities and balance activities. 
Wii Sports. Energy conservation may be empha-
sized for appropriate patients. Take appropriate 
precautions for patients with ports or catheters.

Muscle weakness and 
deconditioning

Upper-body strengthening, 
lower-body strengthening, endurance 
activities, reaching and stretching

Wii Fit strength training, yoga, balance games. 
Wii Sports (Golf, Tennis, Baseball, Boxing, Bowling).

Anxiety, depression and/or pain Relaxation and distraction

All Wii activities, especially in groups 
(may not be appropriate for neutropenic patients). 
Take appropriate precautions for patients with 
ports or catheters.

Osteoarthritis

Decreased range of motion
Activities that encourage movement 
through the full range of motion

Wii Sports for upper body. Wii Fit for lower body. 
Encourage frequent rests. Utilize ice and heat as 
appropriate following activities.

Decreased muscle strength Strength and flexibility exercises
Wii Sports and Wii Fit. Encourage frequent rests. 
Utilize ice and heat as appropriate following 
activities.

Fatigue Aerobic exercises, endurance activities
Wii Fit aerobic activities and balance activities. 
Wii Sports. Energy conservation may be 
emphasized for appropriate patients.

Anxiety, depression and/or pain Relaxation and distraction All Wii activities, especially in groups. 
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