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INTRODUCTION

e There are 3 level of disablility of CF kids
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OBJECTIVE

e To integrate the rehabilitation walking
toys via virtual gamification with
interactive games

NOVELTY

e Convenient (easy to use and handle)

For proof of
concept, we
managed to
obtained at
, least 20 steps
7 for normal kids
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e Affordable ReVwalk Gamification PRODUCT REVOLUTION ENVIRONMENTAL IMPACT

training device of CP kids
e Compact portable design (Less 8 kg) ,
e Walk training device adapt real patient s .
condition (High, holder and control)
e Suitable for all physiotherapist, trainer

e Growth the potential of Bio-Medical
Engineering field in Malaysia especially in
development of our own medical device.

e Introduce energy saving device that will
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and rehab physician for CP kid to use Ll = = minimum use of electricity.
e Real 3D vitual walking exercise occupied ~ Version 1 Version 2
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