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Device Description

Neuromersiv Ulysses is a virtual reality (VR) based rehabilitation therapy system that uses a head
mounted display (HMD) or VR headset in combination with proprietary software allowing patients to
perform therapy tasks in immersive virtual environments. The system is suitable for users who may
have upper limb impairments as a result of the following conditions:

● Stroke
● Acquired brain injury
● Spinal cord injury

The therapy system is only compatible with Meta Quest 2 VR HMD and users must comply
with the devices Health & Safety Warnings
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List of Symbols

The following table lists the symbols that are used in this manual:

Symbol Definition Application to the Ulysses VR System

Warning
Important information or instructions that
should be observed to avoid potential injury or
damage to the device.

Operating Instructions Instructions for use can be referenced detailing
operating instructions.

Follow Instructions for Use The instructions for use contain critical
instructions necessary to use the device safely.

Non-Ionizing Radiation
Emitter The Meta Quest 2 VR HMD  uses low energy

radio frequencies.

Model Reference
(Catalogue/Re-order Number)

Reference the accompanying model number
next to this symbol when re-ordering
components.

Lot/Batch Number Reference the accompanying batch number
next to this symbol if contacting support

Medical Device Ulysses VR is a medical device.
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Safety Information

Contraindications

The Ulysses system is not suitable for users who may present the following conditions:

● Motion sickness
● Seizures
● Significant cognitive impairment
● Presence of pain or joint restriction that limits the ability to perform upper limb activities
● Any medical condition which limits the ability to maintain a sitting posture and participate in

the prescribed activities such as severe visual loss,  perceptual impairments or dizziness

Warnings

To ensure the Ulysses system functions correctly please follow the following guidelines:

● Strictly not to be used outdoors
● Avoid using in indoor environments with excessive natural light (eg close to windows)
● Use only in indoor environments with sufficient artificial lighting

Precautions

It is recommended that the system be used in a seated position and in an indoor environment free
from any obstructions within a designated 2mx2m area.

Adverse reactions

Immediately discontinue using the headset if any of the following symptoms are experienced:

● Seizures;
● Loss of awareness;
● Eye strain;
● Eye or muscle twitching;
● Involuntary movements;
● Altered, blurred, or double vision or other visual abnormalities; • Dizziness;
● Disorientation;
● Impaired balance;
● Impaired hand-eye coordination;
● Excessive sweating;
● Increased salivation;
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● Nausea;
● Lightheadedness;
● Discomfort or pain in the head or eyes;
● Drowsiness;
● Fatigue; or
● Any symptoms similar to motion sickness.
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System Components

The Ulysses Therapy System comprises of the following hardware & software components:

1. 3rd Party VR Headset & Accessories (Meta Quest 2)
2. Proprietary VR Software
3. Proprietary Web Dashboard for Therapy Progress Tracking

VR Headset
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VR Software - Deployed on the Headset
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Dashboard - Deployed on web browser
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Using the Ulysses System

Please ensure the VR headset is fully charged before every therapy session to ensure optimal
user experience.

It is recommended that the user is securely seated before commencing a therapy session

Charging the Headset

Plug the supplied USB C power adapter into a power main and connect the USB C port on the
opposite end of the cable into the USB C charging port on the headset. A full charge should take
approximately an hour to complete.
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Setting up the Guardian

The user will be prompted to set up a guardian prior to any menu actions being available. The
guardian is a  virtual safe boundary that the Quest 2 headset uses to warn users of any hazardous
obstructions when inside of the VR environment. The guardian setup will also prompt the user to
define the physical floor which will then be used as a reference for the virtual floor.

Detailed instructions on how to set up the Guardian can be viewed here.

It is recommended that a 2m x 2m permanent, obstruction free area be used to define the
guardian.

Users will be prompted to set up a new guardian everytime the headset is moved to a new,
previously unused physical location.

Placing the Headset

Place the headset level on the user for even weight distribution. If you are using the regular Quest 2
strap then gently pull the two buckles at the back of the strap apart to tighten. Alternatively, gently
pull just the straps to loosen.

If you are using the elite strap, simply turn the dial on the back of the strap clockwise to tighten or
anti clockwise to loosen.

Use the top velcro strap to adjust the level of the headset by gently peeling the velcro and pulling
back on the top strap to tighten or bottom strap to loosen. This method will be the same for both
regular or elite straps.
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It is recommended that the face padding on the VR headset is cleaned using a human
grade disinfectant wipe in between use.

11



Ulysses User Interface

Interactions

The Quest 2 device offers two ways for users to interact with the menus and screens inside of VR:

1) Computer vision based hand tracking where users simply uses bare hands to point at objects
and natural hand gestures for interactions

2) Controllers with 6 degrees for freedom (6DOF) tracking that the user needs to hold in their
hands, point at objects and use buttons on the controllers for interactions

The Ulysses therapy system is currently only compatible with hand tracking and is not
designed to work with controllers

Primary Menu System

The Ulysses therapy system uses a 3rd party mobile device management platform (MDM) to deploy
and manage the therapy application. The Ulysses application is accessible through a simplified VR
menu system that is enabled by default when the user first accesses the system. Additional
configurable settings and features such as wi-fi , bluetooth and screen casting are also available
through the same menu system.
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Gaze Control

This action enables the user to click or trigger various menu items inside of the VR environment by
simply looking at them using the head motion. The gaze pointer is a circular dot as indicated in the
image above.

Connecting the headset to Wi-Fi

Connect the headset to wi-fi by simply gazing at the wi-fi icon on the right side of the main menu.
This will open up the wi-fi settings, follow the prompts to select the network and enter the password.

Please note that connecting to wi-fi is not required to use the VR application but is recommended
for therapy data syncing and receiving important software updates.
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Casting

This feature allows for the ability to stream the contents of the VR headset to an external laptop or
tablet. This can be particularly useful in a clinical setting where the clinician may need to guide a
user during the VR therapy session. To launch casting on an external device follow the steps below:

1. Navigate to www.oculus.com/cast on the web browser (Google Chrome is recommended),
login using your credentials

2. In the VR headset gaze on the casting setting from the main menu and click “cast to
computer”, you should now be able to see the VR headset stream on the external device
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Launching the VR Software

Through the menu system gaze on the Ulysses application icon until a round circle completes the
full 360 loop, on the next screen gaze on the ‘Launch’ icon until the Ulysses application launches and
a welcome splash screen appears.

Once inside the VR environment simply follow the on-screen prompts to commence therapy.
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Ulysses VR Software

The Ulysses VR software incorporates a self guided task design that users can perform in immersive
virtual reality (VR) environments. The tasks have been designed using activities of daily living (ADLs),
a common modality used in clinical practice to measure recovery.

The software follows a task-reward system where the user first performs a practical task like brushing
teeth and once completed they are rewarded with a fun & novel task such as popping bubbles. Once
the user has completed a set of task-rewards, they are then presented with a new task-reward set in
the same environment.

Currently, the software incorporates the following environments and tasks:

Zen Room

Environment Tasks Objective Score

Zen Room Initial calibration using the
pre-stored headset
Guardian information

Ensuring that the virtual
floor level is set correctly to
match the physical floor

N/A

Grab and interact with
various objects such as
rubber stress ball and jenga
cube

General familiarisation with
avatar system, ghost hand
and using hand interactions
in VR environment

N/A
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Assessment Room

Environment Tasks Objective Score

Assessment Room Grab a marker in neutral
grip and fill an apple as
closely as possible without
crossing the black outline
within a minute.

Exercise gross motor, fine
motor, grasping, grabbing
and hand coordination skills

Apple filling accuracy score
based on how closely the
user stayed inside the black
outline, amount of apple
filled and approximate hand
range of motion score
derived from hand tracking.
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Bathroom

Environment Task Reward Objective Score

Bathroom Brush Teeth Exercise grip, grabbing, fine
motor, gross motor and
hand/mouth coordination
functions

Time taken to complete task

Pop Bubbles Exercise reach & gross motor
function

Score based on the size of the bubbles
popped in one minute. Larger bubbles
lower score, smaller bubbles higher
score.

Clean Basin Exercise grip, grabbing and
wrist pronation

Time taken to complete task

Flip floating
ducks in a
basin full of
water

Exercise wrist supination Score based on how many ducks are
flipped

Wash/Dry
Hands

Exercise reach and bilateral
gross motor function

Time taken to complete task

Trace a
shape on a
steamy
mirror

Exercise reach, fine motor
skills and hand/eye
coordination

Score based on how accurately the
shapes are traced
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Kitchen

Environment Task Reward Objective Score

Kitchen Restock Pantry Exercise reach, grabbing,
elbow/shoulder abduction &
flexion

Time taken to complete task

Chop Fruit & Veg Exercise hand eye
coordination, grasping,
gross motor function

Score based on how well the
fruit was chopped, for eg
higher score for chopping in
the centre and lower score for
chopping on the edges within a
minute.

Brew & drink tea Exercise fine motor skills &
coordination

Time taken to complete task

Pick the right
chopped fruit and
make a smoothie
in a blender

Exercise cognitive, grasping
& fine motor skills.

Score based on how quickly the
correct fruit was sorted and
added to the blender within a
minute.

Wash the dishes Exercise wrist pronation,
supination

Time taken to complete task

Remove germs in
the sink by
spraying on them
using the faucet

Exercise cognitive, grasping
& fine motor skills.

Score based on how quickly all
the germs were removed from
the sink
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Using the Ulysses Web Dashboard

The Ulysses Web Dashboard can be used by either a home user to track their therapy progress or by
a clinician administering therapy.

If it is being used by a clinician, the dashboard offers the following additional functionality:

● Ability to add and remove clients/users specific to their clinic
● Ability to store and access basic patient information such as name, email address, phone

number and clinical notes in relation to their therapy goals
● Ability to view and compare individual patient task scores recorded from VR environments
● Ability to go through a manual checklist before starting a VR session
● Ability to securely manage their login profile

All user information stored in the dashboard uses industry leading web security to ensure privacy
and confidentiality of all data with additional security measures to ensure only qualified clinicians
can manage patient information and access clinician level features.
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Creating an account

1. Open app.neuromersiv.com in your web browser.

2. Select ‘Sign up’.

3. All first time users are prompted to create an account. The ‘Name’, ‘Email address’, ‘Phone
Number’, ‘Password’ and ‘Date of Birth’ fields are mandatory. Individual (non clinician) users
should leave the clinic dropdown menu blank and keep the ‘Are you a clinician’ checkbox
unchecked.

4. Click ‘Register’.
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5. On the next page, you will be asked to read the Safety Notice and agree to the Terms &
Conditions. Check the checkbox and click ‘Continue’.

6. In order to verify your email address, you will be prompted to enter a one-time, six digit
verification code that is automatically generated and sent to the email address you entered
when registering. Retrieve this code from your email and enter it into the field provided. If you
do not receive an email with this code, select ‘Resend Code’.

7. Click ‘Submit Code’.
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Logging in to your account

On the login page, you will be prompted to enter the Email address and Password you used when
creating an account. An individual (non clinician) user should ensure the ‘Are you a clinician?’
checkbox is unchecked.
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Clinician Dashboard Landing Page (clinicians only)

Clinicians will be presented with the following landing page upon logging into their account. From
here the clinician can choose to:

● Start a new patient session (including the setup checklist)
● Create a new patient profile and assign it to a clinic
● View patient results from completed sessions
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Starting a new session (clinicians only)

When starting a new session, the clinician is presented with the following page.

To start a new session:

1. Select the patient undertaking the session from the patient dropdown menu or click ‘Add
New Patient’ to create a new patient profile.

2. Select the serial number of the VR headset the patient will be using if multiple headsets are
used in the same clinic.

3. Complete the checklist tasks and ensure each checkbox is checked.

4. Select ‘Stream’ to securely stream the patient’s VR view to an external device. This will open a
new browser window which will direct to the Oculus casting page.

5. Click ‘Start Session’ to commence the session.

25



Patient Management (clinicians only)

The Patient Management page allows a clinician to:

● Add a new patient profile by clicking ‘Add Patient’
● Delete an existing patient profile by clicking the red ‘X’ icon next to the corresponding profile
● Edit an existing patient profile including assigning a patient to a clinic by clicking the green

pencil icon next to the corresponding profile
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Viewing patient results (clinicians only)

When a clinician chooses to view patient results, they are presented with the following page:

In order to view the desired results:

1. Select the patient from the dropdown menu.

2. Toggle the task environment filters to only show results from selected environments.

3. If required, click the calendar icon to view results on a certain date.

4. Click ‘View Results’.

The task scores will then be presented with the date and time the therapy was completed.

Clinical notes can be added to a particular session by clicking on the note bubble icon in the
top-right corner of each session box.
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Profile Settings (clinician only)

A clinician’s profile settings can be accessed by clicking on the menu icon in the top-left corner of
the screen and selecting ‘Settings’.

From this page, a clinician user can:

● Add a Patient
● Change Your Password
● Edit Your Profile
● View Our Privacy Policy
● View Our Terms & Conditions
● Sign Out
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Individual User Dashboard Landing Page (individual users only)

Individual users will be presented with the following landing page upon logging into their account.
From here the individual user can choose to:

● View My Results from previous sessions
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Viewing my results (individual users only)

When an individual user chooses to view their results, they are presented with the following page:

In order to view the desired results:

1. Toggle the task environment filters to only show results from selected environments.

2. If required, click the calendar icon to view results on a certain date.

3. Click ‘View Results’.

The task scores will then be presented with the date and time the therapy was completed.

Notes can be added to a particular session by clicking on the note bubble icon in the top-right
corner of each session box.

An individual user’s VR headset serial number will be linked to their dashboard account during the
account creation process to ensure session data is automatically recorded to their user profile.
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Profile Settings (individual users only)

An individual user’s profile settings can be accessed by clicking on the menu icon in the top-left
corner of the screen and selecting ‘Settings’.

From this page, an individual user can:

● Change Your Password
● Edit Your Profile
● View Our Privacy Policy
● View Our Terms & Conditions
● Sign Out
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Troubleshooting

Unable to cast

Please ensure the headset is connected to a working wi-fi network and you are logged into both the
headset and the external laptop or mobile device using the same login credentials.

Issues with hand tracking

Please ensure the headset is not being used near areas with excessive direct sunlight and/or there is
sufficient artificial lighting in the use environment.

Insufficient battery charge can also impede hand tracking, it is recommended that headset battery
level of at least 30% is maintained for optimal performance.

Blank screen with 3 pulsing dots

This can be related to slight delay with loading the Arbor XR customised menu when waking the
headset from sleep and should automatically resolve itself within a few seconds. In rare instances, a
headset restart may be required to resolve the issue.
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Meta Quest 2 Technical Information

● Display Panel Type: Single Fast-Switch LCD, 1832×1920px per eye
● Supported Refresh Rate: 72Hz (default), can be configured to 60Hz in some cases
● Default SDK Color Space: Rec.2020 gamut, 2.2 gamma, D65 white point
● CIE 1931 xy color-primary values:
● Red : (0.708, 0.292)
● Green: (0.17, 0.797)
● Blue : (0.131, 0.046)
● White: (0.3127, 0.3290)
● USB Connector: 1x USB-C
● Tracking: Inside out, 6DOF
● Audio: Integrated, in-strap
● CPU: Qualcomm® Snapdragon XR2 Platform
● CPU Notes: Developers have access to 3 gold cores
● Memory: 6GB total
● Lens Distance: Adjustable - 3 preset IPD adjustments
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Contact

For device & software support, contact Neuromersiv Pty Ltd via any of the following channels:

Manufactured By:
Neuromersiv Pty Ltd
202/4 Cornwallis Street, Eveleigh, NSW 2015
Australia

Web: www.neuromersiv.com
Email: support@neuromersiv.com

Local (Australia) & International Phone: (+61) 415142313

United Kingdom

UK Responsible Person (UKRP)
Jayesh Odedra
Sienna
Norwich Avenue
Camberley GU15 2JX
United Kingdom

Any serious incident that has occurred in relation to the device should be reported to the
manufacturer and the appropriate regulatory authority in which the user and/or patient is
established.
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