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0 g¥° 4 (attention)

O %+ (orientation)

0 g 4 (perception)
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0 it (Flexibility)

O# i7s * (executive function)
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““any intervention strategy or technique which
intends to enable clients or patients, and their
families, to live with, manage, by-pass, reduce or
come to terms with cognitive deficits precipitated
by injury to the brain”
(Man, 1997; Wilson, 1997)
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(Lynch, 2002)
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(Gontkovsky, McDonald, Clark, & Ruwe, 2002; Tam et al., 2003)
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(Artificial intelligence)
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fH ° “simulation of human intelligence on a machine, so as to make

the machine efficient to identify and use the right piece of
“knowledge” at a given step of solving a problem”

(Russell & Norvig, 2003)
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That means the machine can act “rationally” after learning enough
“fact” from the real world

(Konar, 2000)
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(Luger, 2005)
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6 Rule-based
6 Expert system

6 Artificial neural network, etc...
(Russell & Norvig, 2003; Schalkoff, 1997)
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O HEHBFH W EZER “intelligent tutor”
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(Servan-Schreiber & Binik, 1989)

HRENFRANTIREE

B R AP S T
B

1
| R AT ey b e bl

T m o
1

]

1

i

i + el E R T
i 0]

] + L WA
! HATHRE

]

1

A TERERE




11 1
0 NLERE ] DI A Fflafc &8 - WEREE =
0 BRefbrERE E R12 B iEdl4k

0 45E N L RE R SEE =AVERE

0 NTERERSER S 7 I R4 Rl Rk
O 5TEIT — 3RVl RN B S B 5

(=t

O fREEERAIH A ZWE S EE AT

O FEA AR 45 T8 H B S EHI S E

O 73 ihr{E B HIFRER

O BT SRVEE SRS MEREN B AT & A [FI 2 E T

O FEHLRINF B fE A ALY [EIER

0 %%%@FH%T%%K%&EZK%E’J%JH%W@ Erdiitrerau=!
=0

O IR AS AT SN R PN 7 4 R B R s P R B8 TR




ERE)

O TR A/l ok FATE SR oA Ml He ts I SR G K D B
0 I N TERETNERARFTEAREF T

0 BILWID BER AR T EERE M EAE R BN
0 B RAEL =)

N L RE L0 n] e & A EE RS i LT T3l SR e s
?




EZ@%BZ%E@ET b

el BaEh T o REpHR ¥ AREHRTRG S

L e d o L R ?




AL B

o = ;Z ?‘ﬂ:_—'ﬁ

0 BRFF N FR ¢ AR g o 4 e i
(O

O ME* DIARM EAEP o dop F A FEIEP - 2 PR (NOT
significant)

(Cicerone et al, 2000, 2005; Tate, 1997)
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(Problem solving) -~ # 7 * (executive
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(Bertella, Marchi & Riva, 2001; Mcgeorge et al, 2001; Rose, Attree, Brooks &

Johnson,1998; Zhang, Abreu, Seale, Masel, Christiansen & Ottenbacher,
2003)
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(Prospective memory)
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6 giifEECE (prospective memory component)

6 [AEEEC R (retrospective memory component)
6 HI#IEE T (inhibition component)
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* - significant between group difference (Bonferroni t-test, p<0.01)
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