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Overview: The project is creating a new way to convey 
neuroscience knowledge and understanding using Virtual 
Reality.
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With 3D 
models and the 
Oculus Quest, 
the capability 
of these tools 
now matches 
the complex 
world of the 
brain.

Disparity: Obesity disproportionately impacts 
disadvantaged members of the public. Further, the 
tools to explain the cause of obesity are more 
difficult to understand for patients with limited 
education. An educational and exploratory tool that 
provides a simple and understandable means to 
understand the cause and processes involved in 
obesity could reach this population. Assuming that 
understanding impacts behavior, that understanding 
could have a disproportional impact on the health of 
these populations.

VR Demo: A poster 
can discuss the 
power of the 
technology but to 
understand the 
potential of headset 
VR one must explore 
the VR brain in a 
truly immersive VR 
headset. 

The Oculus Quest is the first VR Headset with 
sufficient power and capability to deliver such an 
experience without wires or the need for a computer. 
As a part of this poster you can experience the 
potential of the technology to confer a 3D VR Brain 
Exploration. In that experience, one is immersed in 
the complexity and beauty of a functional model of 
the brain emphasizing key brain structures.

Innovation: Learners in a variety of stages of life and 
disciplines can benefit from an exploration of the brain that 
allows direct exposure to and manipulation of key brain 
elements, neurotransmitters, receptors, and pathways.  The 
potential value of a VR Brain Exploration can be realized by:

1) researchers trying to explain their findings to other 
researchers, 

2) clinicians trying to understand the mechanisms 
and impact of current and future drugs and 
chemicals such as cannabis, 

3) patients attempting to understand why they are struggling 
with the problem and the potential impact of interventions, 

4) the general public curious about a system that they deal 
with multiple times a day every day of their life.

Background: Neuroscience is quickly unraveling the 
neurochemistry and neurobiology behind obesity in 
increasingly fine detail. The model of the brain's impact on 
eating behavior is advancing rapidly. That model is 
expanding our understanding of mechanisms that regulate 
not only satiety and hunger but processes and structures 
that impact thermogenesis, basal metabolic rate, and 
activity. 

Unfortunately, the tools to explain this complicated system 
have not evolved as rapidly. We have been limited to 
charts, videos, and diagrams.
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