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The Physically Handicapped Person’s Convergence Plan of e-Sports and
Rehabilitation Activities, using Al-Based Metaverse.
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ABSTRACT

The purpose of this study is to revitalize rehabilitation treatment for people with physical disabilities by presenting a convergence plan between e-sports
and rehabilitation exercises using Al-based metaverse. Metaverse-based e-sportscan be useful in providing sports experiences to people with physical
disabilities who are unable to participate in society, and this also allows individuals with disabilities to experience sports that are difficult to actually
experience. The use of metaverse will enable effective rehabilitation exercise links in vulnerable communities such as hospitals and farming and fishing
villages, and provide integrated services of medical and rehabilitation movements that allow exercise data to be managed in an integrated manner. To this
end, interdisciplinary experts should participate in the convergence development of e-sports and rehabilitation exercise.
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participating participating in
e—sports e—sports
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Neurological disorder 7 17
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Table 2. Access barriers to e-sports for the disabled

Ranking Content N %

Lack of programs for disabled
1 s prog . . 88 236
individuals to participate in e-sports

Lack of e-sports facilities and venues

2 87 233
/ Lack of accessibility
3 Lack of time 4 198
4 Economic burden 62 166
_ Societal prejudice and lack of N
o . . P, 32 86
consideration for people with disabilities
Lack of ionship f
6 _ack of companionship for 2 31
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