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VR development for enhancing interoception to ease anxiety among children

with broad autism phenotype

Principal Researcher

Ayako Okochi,

Department of Health Sciences, Faculty of Life Sciences, Kumamoto University Professor

FrERE R O ARLIC B 2 AR % i+ 2 VREEZBFE L 72, VREZENDOLREL S HERICH
T O L — v LB OFH~OMFEZFHE L 72, 51, ARL OB EMBIER I N A v T a®
Tvay (NZEEE) ZO0MMET A ENZBEEREOROZ 0L RItiHliRE» HFHiL 72, 22
b OFHiE H CRERE R L R ciAEES R b, FEEE R o RN 3T 2 Fr R R
AT LELTO VREEDHEMED R I Tz,

A VR classroom was developed to assess the sensory characteristics associated with anxiety in children
with developmental disabilities; gaze patterns to distracting events in the VR classroom and
comprehension of the teacher's explanations were assessed. In addition, interoception, which has been
implicated in anxiety, was assessed from a heartbeat perception test and Multidimensional Assessment of
Interoceptive Awareness (MAIA). Significant differences were found between developmentally disabled

and normal children in these assessment items, indicating the effectiveness of the VR classroom as a

specificity assessment system in the sensory regulation of developmentally disabled children.
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