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Abstract: Excessiv ation is a common foot dysfunction that can cause changes in foot posture and

lower limb force lin training is an effective exercise rehabilitation treatment model. This paper proposes to
design an interactive vi training system with a clinical action paradigm. The system includes a game training
module and a rehabilitation evaluation module. The game training module maps real-time actions to virtual character
actions in the game during patient training, achieving interactive game training. The rehabilitation assessment module
realizes static posture assessment of patients before and after training, providing reference basis for doctors to conduct
subsequent diagnosis and assessment. The results of the system function test initially show that the system has
successfully integrated three types of rehabilitation training movements for excessive foot pronation into the game task.
And the experimenter’s subjective evaluation of the fatigue leg muscles is basically in line with the preset goals,
indicating that the system is able to accomplish the expected results. This study provides a new training method for the
rehabilitation of excessive foot pronation, which can promote patient training and has certain clinical application value.
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Fig. 1 Design structure of an interactive game system for

rehabilitation of excessive foot pronation
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2 BRFZHiZIT (System software design)
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Fig. 2 Diagram of system module interface
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Tab.2 Calculation of joint vectors on the left side of each plane
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Tab.3 The table of RPE
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