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Background & Motivation Embodied XR System Overview
e Virtual Reality (VR) provides
neurodivergent children with safe,
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e Many VR systems for neurodivergent therapy
remain seated or stationary, limiting
real-world skill practice and behavioral data
capture
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Can a modular embodied XR framework Virtuix Omni = DynamicAlipowered NECs
provide a foundation for measuring and One Treadmill 2 LILLMTTS:pipeline e Enables objective, synchronized
training functional gross and fine motor Skill-based scenario measurement of behaviors that are difficult

to capture through observation alone

skills in neurodivergent children? W Custom scripts (C++)

Full-body locomotion + 360° turning

Framework-Enabled Prototype Experience: Multi-Peer VR Tag

Gamified Gross Skills addressed: Selective attention - Instruction following - Hand-eye coordination - Speech initiation farget Saze by Shackpoint
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e Expand the library of skill-targeted experiences

e Evaluate the framework through studies with neurodivergent
participants

e Collect repeated-session data to track individual behavioral
patterns and progression over time

e Fine-tune Al models to power context-aware & clinically grounded — ‘
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