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Abstract Beidou LI

With the rapid development and wide application of virtual reality (VR) technology, people's practical demand for VR is increasing, and 3D vertigo has gradually become a problem that
has not been emphasized by everyone, but has considerable challenges for VR device users, especially in patients with Motion Sickness Disorder (MAD). Based on the finding that this
vertigo is mainly due to the inconsistency between the vestibular system and the visual inputs, the present study aims to address this issue through an innovative vestibular training
method.

Introduction & Background

3D dizziness Is mainly caused by the inconsistency between the vestibular system (responsible for balance and spatial localization) and visual inputs, while today's VR devices are
limited by transmission delays, inabllity to fully synchronize the image and behavioral commands, as well as inability to obtain feedback information to match the brain's preconceptions
leading to a mismatch of dizziness in the user, especially for patients with Motion Sickness (MS), and even back to the physical symptoms such as dizziness, regurgitation, nausea and
other physiological symptoms. According to Dr. Andreas Koch and others, non-pharmacological treatment, "habituation therapy" is considered by MS patients to be the most direct and
effective way to relieve their motion sickness. Habituation can be achieved through repeated contact over a long period of time and can be achieved by simulating the vertigo
environment through some virtual realities, thus achieving effective vestibular training (Koch et al., 2018).

Therefore, in this study, we take the visual environment as an example of “vestibular training” to alleviate the vertigo sensation of motion sickness (MS) patients in practical VR
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