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Due to the development of technological innovation in various
fields, human life is improving. Modern society has recently en-
tered an era of technological revolution, and metaverse technology
is playing a pivotal role. Metaverse is a compound word of ‘meta,’
a prefix meaning ‘going over, and ‘universe.” Although the metaverse
does not yet exist in its entirety, metaverse-like features can be
found on various platforms that use the virtual world concept.

In our society, the death rate of the elderly and the disabled is
decreasing, and life expectancy is increasing due to the develop-
ment of medical technology. Due to this, there will be more peo-
ple living with various disabilities or inconveniences in the future,
and a time may come when young people will be burdened as care-
givers. To prepare for this future, rehabilitation exercises and reha-
bilitation medicine using the metaverse must be developed. ‘Care
robots’ that are recently being developed are good examples.

Exercise rehabilitation refers to restoring physical, mental, and
social health through human movement to help the elderly and
the physically challenged live independent lives. Exercise rehabili-
tation includes the concept of holistic health service that helps pa-
tients perform daily life activities and also serves as a prevention
and recovery program for physical, mental, and social health. Cur-
rently, and in the future, the supply of exercise rehabilitation pro-
grams for the disabled, the elderly, and patients is insufficient com-
pared to demand. To address this issue, virtual exercise rehabilita-
tion programs have recently been developed for weak and injured
populations.

The metaverse is an interactive simulation that allows users to
have experiences similar to reality in a virtual space created through
computer hardware and software. Metaverse users can use sensory

organs such as sight, hearing, and touch to realize movement in
the virtual world. Metaverse technology for exercise rehabilitation
is attracting the interest of the public as the number of users grows.
Furthermore, the effectiveness, efficiency, and convenience of exer-
cise rehabilitation using the metaverse have also been reported
through various studies. That is, the metaverse exercise rehabilita-
tion program has been used to treat Parkinson’s disease (Griffin et
al., 2011), traumatic brain injury (Ustinova and Perkins, 2013),
arthritis (Iversen et al., 2014), Alzheimer disease (White and Mous-
savi, 2016), strokes (Laver et al., 2017), spinal injuries (Saadon-
Grosman and Arzy, 2017), and multiple sclerosis (Hsieh et al.,
2020). In addition, exercise rehabilitation programs using the
metaverse are being utilized and studied in fields related to vari-
ous diseases.

Metaverse technology has been reported to increase patient sat-
isfaction due to its usefulness and positive user interaction. How-
ever, there are also reports that ‘presence,” which is important in
metaverse technology, does not significantly affect satisfaction. In
other words, an environment that can increase the sense of pres-
ence in the metaverse environment must be built. As mentioned
above, it is clear that metaverse technology is an essential factor in
exercise rehabilitation. However, technological advances will be
required, such as increased presence, more efficient software devel-
opment, and various treatment contents.
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