Title: Episode 6: Virtual reality in rehabilitation & updates from the International Neurologic PT
Association with Judy Deutsch

In this episode, we interview Judy Deutsch about her research using virtual reality in PT, as well
as practical considerations and applications for clinicians with access to all levels of technology.
We also talk to Judy about her role as the president of the evolving International Neurological
Physical Therapy Association and how physical therapists can collaborate internationally to
share resources on common areas of interest.
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