
This presentation will describe how to utilize the Nintendo Wii as a physical therapy intervention in 

clinical practice.  The background that supports virtual reality in the clinical setting and the current 

evidence associated with the Wii will be reviewed. Wii related injuries, as well as safety concerns and 

the risks/benefits associated with utilization of the Wii in Rehab will be discussed. Skilled indications for 

use of the Nintendo Wii will be identified. Considerations before, during, and after use of the Wii will be 

explained.  Documentation and note writing that supports use of the Wii as well as use of the proper 

billing codes used for the Wii will be reviewed.  Case studies will be used to associate Wii programs to 

clinical practice.  Time will be allowed for practice using the Wii and Wii Fit. 

Learning Objectives: 

At the conclusion of this training, the learner will be able to: 

• Discuss the background that supports virtual reality in the clinical setting 

• Explain the current evidence associated with the Wii 

• List Wii related injuries 

• Identify the safety concerns and risks/benefits associated with utilizationof the Wii in Rehab 

• Identify the skilled indications for use of the Nintendo Wii 

• Explain considerations before, during, and after use of the Wii  

• Discuss skilled documentation and note writing which supports use of the Wii 

• Identify the proper billing codes used for the Wii  

• Understand general concepts of how to clinically use the Wii game system 
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