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Method 2. Composition of Scenario

1. System a
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4-2 Procedure
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A7 R T H 2polet oA BRI FAA Results
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normal schizophrenia
positive negative Sig. negative Sig.
portion of watching avatar 69.96% 68.71% 784 58.86% 133
expression time 4.24sec 3.99sec .566 3.57sec 122
duration of expression 15.88sec 23.39sec .013 18.72sec .079
duration of watching avatar 9.88sec 19.34sec .015 10.47sec .019
Tablel. 25 FAZ A3tat HA 2 2AF8ke] H]al portion of watching avatar: 7HJdA S At &
AA opntelr} wWeh= AIRE T AR AVEAPE AR s AIZFe] 8IS expression time: A7) AR
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