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Abstract The purpose of this study was to investigate the trends in research on the effects of virtual reality

technology applied to rehabilitation for disabled. I have collected 60 papers published in Korea(2000-2014), and
area as dealing with the participation area is very small. In the future, we should focused on social aspects for
useful intervention in real life of people with disabilities based on virtual reality technology, and virtual reality

1%} AgAEl A7k gaksolor & Aelck
3 A3rE
analyzed it by the P.I.C.O. method. As a result, adults and the elderly are most common subjects, and
projection type has been used frequently in researches. It were included mostly balance, upper extremity

factors. So, research topics were the most common mobility, in contrast to educational, vocational, recreational
and

technology should be easy to apply in terms of cost and accessibility.
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(Table 1) Literature classification by the year &

journals

year|

Jourmais | 01 02] 08| 04] 05 06 07 08 09 10|11 12| 13| 14 total(36)
© | 1] 11 1 1666
5 - T1aes
® i1 2 33)
@ - T1aes
® -7 T1ae
® NNE 3 600
@ 1 1 (167)
® 1[0 a6n
© - Ttasn
© 11 [16»
i -1 2 33)
® 11 J16»
® - T1ae
@ 11T
® 1 -[oaen
® 1 1 (167)
%) 1 1(167)
® 1 1(167)
© A a1l 1] 1 son
@ 1 [0 aen
@ 1 2 2l 2l 1] | [ 8133
@ 1 1(167)
@ | | |2l 2] T 1 1] 2] 1] 2] 2] 1] 4] 2] uxn

1 1] 3] 3] 2[ 1] 1| 4] 6| 1l 9] 5] 9
ftotal (%), — 94(100)
01660 | 2383 27 (450)

(Table 2) Literature classification by research

area
Categories Number Percentage
of papers
Fusion Science : (D~®) 7 11.67
Scientific | Engineering : (D~®)+@ 9 1333
Research |Arts & Sports : (D~@)+@ 5 833
Areas | medicine/pharmecy:(10~16)+2 2 36.67
Social Science : (1D~@)+@) 17 30.0
Total 60 100.0

(DKorean Journal of The Science of Emotion & Sensihility, 2
The Journal of the Korea Contents Association, 3Journal of the
HCI Society of Korea, @Journal of the Korean Society of
Machine Tool Engineers, ®Journal of Korea Game Society, ®
Journal of Korea Academia-Industrial cooperation Society, @)
Journal of Korea Design Forum, ®&The Korean Journal of
Growth and Development, @The Korean Journal of Physical
Education, @0Journal of the Korean Society of Physical Medicine,
@The Journal of Korean Society of Physical Therapy, @Journal
of Korean Society of Occupational Therapy, @3Annals of
Rehabilitation Medicine, @Physical Therapy Korea, @the
Korean Journal of Neural Rehabilitation, (6Journal of oriental
rehabilitation medicine, (?Disability & Employment, (8Mental
Health & Social Work, @@Journal of Rehabilitation Research, @0
Korean Journal of Physical, Multiple, & Health Disabilities, @
Journal of Special Education & Rehabilitation Science, @Journal
of Exercise Rehabilitation, @Ph.D. & Master dissertations in
Korea.

(Patient): A7-od2t 54, 19 (Intervention):
&5 7MEA 719 18, @oix(Comparison): 2
|57 SAWE(FTEUS), @A Outcome): FEHF
£ ICF9 “2A715 2 7%, ©Zs 2 Fof: 489 d”
o= AEF'ete] AA Y 919 EAFAE el 2 b
g ot T 1917 34 A
Estal, 74 -Bgsto] HF /pEE Aok

MEA el g distugot A

HAEA AL 717 skl
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th ggogE ZALE Mol sjdsls F-2h kol
ohd A H A ?7} 139(21.7%) ©] A h<Table 3>.

(Table 3) level of Evidence for evidence—based

practice
leyel of definition frequency(%)
evidence
systematic reviews, meta-analysis , ,
I randomized controlled trials 3 633
il two groups non-randomized studies 7 (11.7)
m one group non-randomized studies 13 (21.7)
v single-subject designs, surveys 2 (33
v case r'eporFs, quahtatlvg research 0(00)
narrative literature reviews
total (%) 60 (100)

3.1.2 AFCHYX EY

A7l 317 ol dellA Z=ads A8 F57t
%= 7P weken, 14S tdes o ddAEAT
Slelle Az LeA iEM g 4719 Jes

dez Ayl A8E Aoz el t<Table 4>,

(Table 4) the Characteristic of Subjects : size
Number of subjects frequency percentage(%)
1~5 7 1167
6~10 11 18.33
11~20 13 21.67
21~30 11 18.33
above 31 18 30.0
total 60 100.0

(Table 5) the Characteristic of Subjects : Life span

. Y1 01]02 0304105061071 0810910 11] 1213 14) total(%6)
life span
infant&childhood | - Tl 11l 1] 350
School age |- |- |-|-|-|-|-|-|2]|1|4|-]2|1]|1016.7)
Adults 113211 1]2] 5] [3]5]1] 26617)
Elderly Sl L] 2] 4] 3] 1] 2] 2] 16(266)
total 1[1]3[3[2[1]1]4[6[119[5] 9] 4] .
(%) 10 (1667 | 2 (83) |27 (@0 | 0100

% infant&Childhood : below 8yr, School age : 8~19yr, Adults :
20,~59yr, Elderly : above 60yr

A ERlA AT
AGLETG (4 190, B3] o)y
o191t} 7t REHEE <Table 6> AN

(Table 6) the Characteristic of Subjects : Diagnosis

>~ "M01/02/0304 0506070809 10111213 14] total(%)
diagnosis
Stroke & TBL|-|1]1[3|2|-| | |3|5]4]|3|7|3|32(53.33)
Spinal Cord In. IR EEERE 3(50)
Cerebral palsy |« ||| |-|11]2]3 1 7 (11.67)
Mental disorder | 1| - [2[-|-|1|1|2|1]2]-|-|1|-|11(1834)
Cognitive disorder| - | || ||| [2]]|" aE 2 (333)
Develop. delayed| - | - |« | <[] |-|1|1|1|1]|-|1] 5(833)
total 101(3|3]2|1|1]4]6(119|5|9]4]| 60 (100)
(%) 10 (1667) | 23 (38.33) | 27 (45.0)
3.2 g7FH 4ol dut
3.21 71dEd J|&e /Y
7PFEA TS E8S FAE HE ey, S o]
ZHlol4, X-Box 5 WEAEL ALSH AT U,
OHO]ﬁoi A ke A8A4E-2 69, A1 7 Al
& 30|19t tlaZalo] WA we g ]
&o %‘638 FAF o] 34H(56.67%), Hl~AEE 149
(23.33%), HMD3 ©] 123 (20%)°]}.oH, g £ 2

F}+= <Table 7>3} 2t}

(Table 7) Type of virtual reality technology

T 01{ 02{ 03] 04 05] 06| 07[08]09] 10] 1] 12{13]14] total(%6)
Type

D Desktop 20 11]3

—_

14(23.33)

—_

34(56.67)

1
@ Projection 21 11| |1|2]|6
@ HMD 1/3]1 3

— =

12(20.0)

Q=W
oo
w

1/1|3[3]2|1]1]4|6|11]9|5]|9]|4
10 (16.67) 23 (3833) | 27 (45.0)

total (%) 60(100.0)

#(DSimulated virtual reality on a computer screen, @3D shape
of the large-screen projection, @By wearing glasses of a
display device HMD(head mounted device), to make a
visually completely blocked state with the outside world.
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SR EETEEEERIRERE ENEESERY
1 5ol

7—,_‘11-‘%’07(

, ©] & o] 207(19.06%) 2.2 7}20} ok} A4 7]
T2 1671(15.24%), R 1171(10.48%) 0.2 ERsiTh

off & et M

(Table 8) dependent variables : the effect on

VR technology)

dependent yr| |l 0] 05 06{07] 08| 09] 10] 11{ 12{13] 14] total (%)

variables
) “l1f1]1|2]1]6(571)
) 1] -12|5|5(2]3]1[20(19.05)
© 2l 3|1 |4]1(1]-|12(11.43)
@ “l2]2]2]3]1]1]11(1048)
® 201 2 1|2l |-|-]1] 9857
® ATl -] 2] 3] 2] 6] 1]16015.24)
@ Ll-[1|2|1]|1]1]2[3|9]|2]-|4]4|31(2052)
total (%) |3]1]4]3]3[3|1]|5]9]21]{17]9]17] 9| 105(100)

% (DADL, @Balance, @Cognition/perception, @Gait, GMental
health, ®Upper extremity function, @Detc.

3.3 ICFOll MZ ARZH 28
B AT oM B FE5ES 100715 AR A
Aoz dMsl7] 918l ICF 4 840 uhe} AlL-Fslod
AA7Vs TR 207, BEH Fel TN TR,

] é*c}-éﬂol EFETHI0L ©]el E} &

(Table 9) dependent variables : Body functions
& structures

YT 01]02{03[04{05(06|07]08] 09] 10] 11] 12] 13) 14] total(%6)
factors
) a2 [33]1]a[1]1] 2|2@09%)
® AT T a2 T 54w
toral | 1]0]4]1]1]2[0|3]4]3]4]1]3]2
(%) 7(667) o) | 1005 |2

% (DMental Functions: self-efficacy, self-efficiency, self-esteem,
attention, working memory, anxiety, depression, leisure
satisfaction, quality of life, multimodal stimuli integration,
sensory integration, cognition, cognitive-perceptual function,
visual perception, spatial perception, @Sensory functions:
neglect, visual field, @ Neuromusculoskeletal and movement
related functions: strength, visuo-motor coordination, gross
motor, cortical activation.

332 MgZu : #S} o
AAH ZE R ol 1918488 Bel A V)5
3} pheigl Zwe ERe) 919 IOF 48] 35
o] JN010R ARFE ATFAE 16707238909

o} ol5-& 535043 T, A

49l ] 2
o

7 117104901k, ¥h, 315, 1%, ol7jsl 9l
f FAl 77t 2~370% WS A e,

(Table 10) topics according to ICF(activities &
participation)

Y1 01102103{04{05{06(07]08] 0] 10{ 11] 12] 13) 14] total(%6)
factors

D 11" - 1] 3(286)
) 1/1]-12]2 4(10/11{10] 9 3 [53(50.48)
® 1 3| 1]1|3]2[11(10.49)
@ (2] -|1-] -] 5 3.80)
® Sl -1 5 476)
total 20110|2]2|1|1|2]5]15/14]11|13|7
(%) 7(6.67) 24(22.85) | 45(42.86) T612.3)

% (DLearning and appling knowledge: learning ability, smart
learning, coping skill, @Mobility: hand function, arm motor
function, upper extremity function, balance, standing
balance, gait, gait capability, walking ability, functional
mobility, mobility, diving, @General tasks and demands:
activities of daily living, stress coping, @Major life
areas(Education/Work & employment/community, social &
civic life work, working ability/leisure  activity,
play-leisure, Glnterpersonal interactions and relationships:
social skill, relationship.
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