ZEHHE

Virtual Reality 7 — A AN F ¥ Ahe)) & SRHIER) BOSHEEIZ G- 2 % s

Bom ok —

AR
k&% o2 | O ®

W oETER R R
BB R e

1) SMRA DRI AR A B 4 4R
2) BHRRFARBEZET) NE Y T — 3 3 Y EREA R H I

=]:p)

Virtual Reality (BLF, VR) 350 % LA €, KA
OFWIHD ST, Fke e gEiEZm L35 2 &5
mEERTwE Y,

KRR TIE, VR — DX BAADEIN NS ~ Ak
RN T 2 ARy, FRALEE) LG 2 BB
WTHISIZT A2 EZHME L.

HiE
GITREEFFNN2L L (BE128, KEIR) & L
MAFLI Y ¥a V200 O VR — 2 %58 2 [n] 4 [
FH8) FEhtiL 720 MRENOMGOFEIRITHEIE, VRAY
Ftv b (Metatl#, Meta Quest2) v, VR7 — A
1% Beat Saber (Beat Gamesfl) % fv7z. MEIHH L,
BN v ZFEJ) & LT Modified Star Excursion Balance
Test (LUF, mSEBT), #/N7 ¥ Afg)y & L CHEHALEH)
2 (B - PANR, Z N—8m A ), FRAES) SOG#E &
L TBlaze Pod 7 2 b (LL'F, BP7 A b) Z%EMEL 7
SHRMTIZ A AT 12 0 52 4 S LIS D & 5 tHRE % 920
L, AREAKIEES%E Lize b, ARUFFRITHRK T
P FAm PR AT B RO KE OREEHK 5 1 2023-53) &

HTHEML 720

RS

mSEBT D#§HR % K 1 IR HRE TRV & %N,
R CRNTI DA BIZIER L7z DO TN DWW T
BHEBEZRD LD o720 HOEFRMAEORZ K2 IR
$o FN—FMR LORMR - HIRE ISR RIS
WA L7zo 7 3—Ffd ) ORI - PHIICIZAEEZ D

Bholze BPT A MIAEICHEBE ML 72 (I AHT

3482710, - At%37.8+32M),

#1 mSEBT#5# HAL 1 %
A5 2

J7 1] NGl MWUNCS

Hii 7 67.7£6.6 68.7%£6.9

iVl 113.5£8.6 117.3%£9.5

‘N7 110.1£8.4 114.6%+8.8
e Je il

Filal I AHi NG

HiJ5 69.0+6.3 67.0+7.9

®%AIN T 115.8+£7.9 117.0+11.6
BN 110.0+8.7 114.2+7.9

#2 HLOEHIERE HAL :em

7 N — B i I AH I A

2L PBHIR 824+242 71.0£16.9
PAR  118.0£64.0 88.0%29.4

HY B 113.5%£234 109.0+21.4
PAR  172.8£53.9 160.4%36.9

ZE

VR — 5 DFENEIZ X o TEY - #RNT >~ A8, W2
JNSEEY SO HEE A3 _F % W ReVEAURIR S 2o AWFZET
&, IR LORIRE FIRO &gt Lz 2 &
5, FIAEMEEANOFLZHINS 2R ZE R %,

A6 AR B4 F—FH HEE



s16 W H

EHEBRNADNT AR EZITH) BT, VR ~O#EDELD
REPHEBEANOBAMPT 2T S LHE SN TS
DY ORTFZETIE VR ORI X BB AT O RIBRAS, 7
L BB BT 2 BLEARAENE 2K F SR 72 W REMEA &
%o WIZ, BWRETHARIT- 722 L0 FARERK#RO
FAMNTEHMSE, TOME, TOBIRICTT N — AR
% LM TO AR RAWA L2 L Z 2 5,

A

COE, BEURFE)S—TFHEZHSETHEE, K
ZHRIZENTE T, BERBOKET 26 CICHRED
HAEL LB L S, /42, )V —FHAOHEE
BTV RS, AR O 5 I2H 720 TR
B2 & F LA RIeA, BFgeicii vz 22wzt
FHROBESFITLL Y EH L ET,

MARRFFERL AL, o 12 18] H A Bh 25 B0 22 S 22 Al K
SN THE L7z (UL, 2024429 H15H)

— 3n WHERRE 56527

G R ) A F— g o S
CE/a RN

5| F3THk

1) Ochi G, Kuwamizu R, et al: The Effects of Acute Virtual
Reality Exergaming on Mood and Executive Function:
Exploratory Crossover Trial. JMIR Serious Games. 2022
Sep 28; 10(3): €38200.

2) Grosprétre S, Marcel-Millet P, et al: How Exergaming with
Virtual Reality Enhances Specific Cognitive and Visuo-
Motor Abilities: An Explorative Study. Cogn Sci. 2023 Apr;
47(4): e13278.

3) Anwar N, Karimi H, et al: A Novel Virtual Reality Training
Strategy for Poststroke Patients: A Randomized Clinical
Trial. ] Healthc Eng. 2021 Nov 18; 2021: 6598726.

4) Barbanchon C, Mouraux D, et al: Repeated exposure to
virtual reality decreases reliance on visual inputs for
balance control in healthy adults. Hum Mov Sci. 2024 Aug;
96: 103236.



