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ABSTRACT
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The purpose of this study were to develop VR-based cooking serious game(VR-Cook)
for students with intellectual disabilities and to validate effectiveness. The VR-Cook was
developed using the ASSURE model. Twenty students with intellectual disabilities were
participated to verify effectiveness. Ten students were assigned to the experimental
group and the others to the control group. The control group received traditional
interventions, and the experimental group participated in the intervention combining
traditional intervention with VR-Cook. Evaluations were made at three times, and
evaluation data were analyzed with repeated two-way ANOVA. The experimental group
has improved more than control group in cooking activities and class attitudes.
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[Table 1] The information

of special teachers

oL Special | Special

Indexes| Classification School | Classroom

Male 8 6
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[Table 4] The effect of learning on cooking

activities
Group |index |test] [test2|test3 F
Con M |3.10]4.50 |5.40 |group 4.59*
1 SD | 1.29(1.7212.59 [time  120.79x%sx
M [3.09]6.20|8.70 ime:
Exp. group>time

SD [1.10|1.81 | 2.41
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[Table 5] Changes in Students’ Class attitudes

Group | index | testl | test? | test3 F
Co M | 3.07| 3.36 | 3.33 |group 10.17xx
T 1TSD [ 22 [ 42 | 39 |time  40.48%5x
M |3.09]|3.86 |4.20 ime:
Exp. groupxtime

SD | 31| 54 | 21

testl < test2
* p<05, xx p<.0l, =xx p<.001

15.39%x
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