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Topic Exploring the potential of Virtual Reality environments for Patient Innovation research 

Overview With your work, you support the research of the RTG LokoAssist. The project aims to seamlessly 
integrate assistance systems (i.e., protheses, orthoses) into the natural human locomotion. High 
adoption of such systems requires active user participation in the design process, which can result 
in so-called user-innovations (Hippel, 1995). Patient innovation in particular refers to the develop-
ment of solutions by patients for health and medical problems. (Oliveira et al., 2015). 

Your work will address the use of virtual reality (VR) glasses for user innovation research. VR tech-
nology allows for the creation of immersive simulations of healthcare scenarios and provides a 
unique opportunity for patients to test potential innovations and provide feedback (Schiavone, 
2020). Virtual Reality can help to simulate an environment that could accelerate patient innovation 
in a way that is safer, more convenient, and accessible compared to usual innovation processes. 

Key goals of your research: 

• Familiarization with the research topic around VR, patient innovation and user innovation
• Identifying concrete use-cases for VR in patient innovation research
• Development of possible scenarios for using prostheses or orthoses in VR
• Simulation of environments and scenarios to identify user innovations in VR
• Capturing feedback from users by allowing them to test and interact with different designs

and features of user innovations in virtual environments

Key references: 

• Hippel, E. von. (1995). The sources of innovation (1. issued as paperback). Oxford Univer-
sity Press.

• Oliveira, P., Zejnilovic, L., Canhão, H., & von Hippel, E. (2015). Innovation by patients with
rare diseases and chronic needs. Orphanet Journal of Rare Diseases, 10(1), 41.
https://doi.org/10.1186/s13023-015-0257-2

• Schiavone, F. (2020). User innovation in healthcare: How patients and caregivers react cre-
atively to illness. Springer. https://doi.org/10.1007/978-3-030-44256-9

Language English 

Key 
facts 

Start: From April 2023 
Kind of thesis: Bachelor or Master thesis 
Requirements:  

• Strong interest in user innovation, patient innovation and VR
• Formal or informal training in related fields (industrial engineering, computer science, in-

formation systems, cognitive science, etc.)
• Programming skills (C++, C# or Python) and experience with game engines/3D modeling

programs such as Unity is a plus
Contact The exact focus can be determined individually with the supervisors. The work is supervised by 

Prof. Dr. Dr. Ruth Stock-Homburg and Patrick Großpötzl at the Chair of Marketing and Human Re-
sources Management. Please contact patrick.grosspoetzl@bwl.tu-darmstadt.de for any questions. 

https://www.tu-darmstadt.de/lokoassist/index.en.jsp

