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The application of virtual reality social training to patients with schizophrenia-
A Literature Review. i :

%= Yu Yang!< - fRE/5l Jen-Suh Cher
BT

L vy 2 A R S AT IR AT - 2= BB IR IR 2 R s . R

L,\

ﬁﬂ: E E’J EENEHE - A E2EESESHAEBEEFZETI|4 - HDBR|F1E
= E W_Efﬁu ?_:ﬁéljjﬁblél/] 71 HLH_J/ :J//('é Hﬁm]ﬁ%iﬁ

H\ - B %80 =2 | at =2 FAv >
/L;igemﬂr_ /\JV\] bE/ E_Hkﬁlj Ta '?/E/LJ\%E/]$__)(Z‘< ( DeSktOp VR) 1557 15 . Q$H<<<Xf%fl: @BBDHKijZ—:,
I E = ST

IR FE R E R E IS E A R348 g 5 48 e e 7 £ o g A % . /b2
B ;}(jchﬂlu Sl mHCANR oS A —RAR R ST AR BN E ) - B FR

TM%E’H_:QTXIG T S B [ AT — 5 D8
B T YEABRETHAE tﬁU“k 5] B B2 A 1A ﬂfiﬁgiﬁ};é&nJH,pﬂQiV/L,\‘E—E‘QE AR EHEE ( Immersion VR ) - FlUNFER = B~ as
Eﬂé'_\J_‘/L_,\%ZL 5

,/Ls W HEg R KRR ERE - RS BN A

 FEBNYED  SHEEANESATSMREMNZHHE
E/J/L,\%gim r_/l_,\ m/\%321ﬂ :@3?@18)&?56): iy %Eﬁ
5T K IZLT;&H,MJE%%A - ITAREBES —RA0DEZ1/NG - 5
HAIS28EFEZS -

allk

110

||

|'|I1
Ul

~
C
7

T

A

H*\MH

1:|||P .

\:_

QrH
C

E#EEEIR ( Virtual Reality ) = ~ BRUERT A B )
#2315 ( Social Skill ) Pris 2 SR ST BRI R 70 2 5 IS EAA VR = 3%
BBERREE ( Schizophrenia ) ( I40 : PANSS -~ Paranoia Checklist ) - 1548105 *Hlaﬁﬂ"
( f3 : Bell-Lysaker Emotion Recognition Task ) ~ &3%0 ~ 174
T EMERETNBEE SR (B : Wisconsin Card Sorting Test 172%

= %< - Vocational Cognitive Rating Scale ) - ft R 15488
( A4l : social functioning scale - Social avoidance and

dlstress scale) PIREM nfj RIEB IR -

\I

- #£1187F

ERERIT AR D - HRZ=2HIEEME - FRER

S - A S - BENER SRR A SRS BN - I

N - 1:3'5'}}% D_%E ElEFI-/ //l\;:p\%ﬁljz/l_,\ Hk}%ﬂg’ﬁj = ° ;E//[?ELEEI:%E :I: _—'ﬂzll‘%i%%-m
SIS SRR 2 H - AESR - TERBEEPEBHOTIRR - AR

BRMED - BHE SR RUERRAGRIRIRRN
.X’L_EHA_E/H_ZQ%:E':E,E:'@Q L6, O {E AR BE R 3| 4 o

n\I:I '@nj oo =
ﬁ‘iﬁlﬂé & 3 \??t H_H_/\E/] H _szrskm §j\7|ﬁ ( = ) , g - )IA&S\(Fk} _.I'BFK%U

F’f_fl:l

o spe L ﬁ,’\ il AERHORMBARRVE - MEUREREBEAY
R XED AU T TR R - DSERMITS - DURRERE . BANSSHEDEES
. pun A IR R - BRI AE KB R - fe S H A

R BB « 5 RS MR R 2 S MBI EREE  Fel

E& (F67) TIL HWERBLIREESHANTE - URRD RPBHATE -
(G B EL DL E B Virtual Reality Functional Skills Immersion VR
Assessment (VRFSA) ( BEE TV EA /R AR ) 4t o
»E A

e e E R E B RAREN & —BAFR - EEEELH
( BEETUAA7RER ) — " /1% n 3N
Eﬂﬁ Eu:bﬁ/ %%ﬁ%?zﬁ_rﬂh%ﬁgiﬁf/u%%nﬂ EFE%E/J¥_:§CHJH N
£
1)

7’

(Tsang & Man, 2013) Virtual reality-based vocational Desktop VR
e/ L __I-Hb u:bﬁﬂﬂ}_\___E/]/L_;\—ﬁZ 1 tﬁﬂﬂ g jl,\/i'f -

training system (VRVTS) | = =
WRITEE— LA - RELEMEERIFTY  BNABKEE
GUELEIET BNl (=72 Social ~ skills  training (SST) Desktop VR EUKHEQI\E/] /}? HQ/E,\\\/A_%f\HY'ftL;,fEEI/]{'éléE“ ,i;f 1,_ DJ J//M,E
’ : ( 3SDIRSEEAE 1 ) %7_/5_ _E'jﬁﬁﬂjj/m = 1B Ej_-”\]-/\\;l X_ﬁjfi\/b\%%mniﬁ?%{%?-?éﬁx

Maldonado, & Ribas-B'AEy
Sabaté, 2014) I5RYGEN 4R -

?:!'

Moritz et al., 2014) DAZ-Studio Desktop VR

J

(Smith et al., 2015) Virtual Reality Job Interview Desktop VR a4 =2
Training (VR-JIT) = %éi'-—l'

Kim, K., Kim, J.-J., Kim, J., Park, D.-E., Jang, H. J., Ku, J., . . . Kim, S. I. (2006). Characteristics of social perception assessed in
schizophrenia using virtual reality. Cyberpsychology & behavior, 10(2), 215-219.
Moritz, S., Voigt, M., Kother, U., Leighton, L., Kjahili, B., Babur, Z., . . . Grzella, K. (2014). Can virtual reality reduce reality

— FE *%'i iﬁ. $ﬂ H _t Eﬁi W é distortion? Impact of performance feedback on symptom change in schizophrenia patients. Journal of behavior
therapy and experimental psychiatry, 45(2), 267-271.
II*'_' II~/' 9& \'—— = \/_ AN j: E = 1 J‘J'/\y Park, K.-M., Ku, J., Choi, S--H., Jang, H.-J., Park, J.-Y., Kim, S. I., & Kim, J.-J. (2011). A virtual reality application in role-plays of
= B === gy ==
f-l_ ij- /N E’ R/B 71 /7N L 7 E—'"— = :I:E —J %} B2 /’4‘ social skills training for schizophrenia: a randomized, controlled trial. Psychiatry research, 189(2), 166-172.
=+ /== oo - e =\ (1 - Park, K. M., Ku, J., Park, I. H., Park, J. Y., Kim, S. I., & Kim, J. J. (2009). Improvement in social competence in patients with
S SR S o P SRR AP 8
$ b= $ Jg: Jﬁ 57 E/ L= 5\ EI-E 5\: = iﬁ' 1 ] A H’L—'\ I:I $—- schizophrenia: a pilot study using a performance-based measure using virtual reality. Human Psychopharmacology:
= Ao = 4y 7 A= Clinical and Experimental, 24(8), 619-627.
A2~ AN E TBE - WA Tﬂ? FEHIAEE 7% N oldomade,
I:I D I MY/ mo EI.I-'_ 5\1: iﬁ' e AP ZE /m E/ at Rus-Calafell, M., Gutiérrez-Maldonado, J., & Ribas-Sabaté, J. (2014). A virtual reality-integrated program for improving social
S 4o >R = L= kills in patients with schizophrenia: a pilot study. Journal of behavior therapy and experimental psychiatry, 45(1),
HPFE2ETHID Wtﬁi I/ 5 H Al s R S 15 a1s0, phrena: & plotsiucy
AX [ 5\_ 5T VAR ﬁ r_-l I ! 5\_ = ﬁ: 81-89.
Y N : : : : o
N e J— A E/] EEI]L ¥j¥ :&H ,r . Smith, M. J., Fleming, M. F., Wright, M. A., Roberts, A. G., Humm, L. B., Olsen, D., & Bell, M. D. (2015). Virtual reality job
W ﬁ* /_J EI: 2 1 /I'—'I r iﬁ: j- E A '/IH\' B E ul= /~/\ H ‘< }E.’ T' interview training and 6-month employment outcomes for individuals with schizophrenia seeking employment.
/=_I,:__ E/] 1__ %Q , s // A % H E] E/\] O AE A /}EI: |J % B < F E \ Schizophrenia research, 166(1), 86-91.
E II\ — \ Tsang, M. M., & Man, D. W. (2013). A virtual reality-based vocational training system (VRVTS) tor people with schizophrenia
%' — }I & (2013). A virtual reality-based vocational traini (VRVTS) for people with schizophreni
AR A = in vocational rehabilitation. Schizophrenia research, 144(1), 51-62.
NS SRB BLARET A ST i 10 8 B =5 1’Ei@ﬁﬁﬂ B R %

EWE%:?I%E :%(02)2895-9808#603552 EF 4 : yveryu@gmail.com TR &5/ 468 EH R 28605 ""'
\ -



