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Abstract

According to the Ministry of Health and Welfare, one in four Koreans experience alcohol use disorder, nicotine
use disorder, anxiety disorder, and depression disorder at least once in their lives. However, the rate of experience in
counseling with mental health experts is low at 7.2%. This is the result of misunderstanding of mental illness, lack
of awareness of one's condition, and preference for self-treatment. Meanwhile, virtual reality is emerging as a new
means for psychological and mental illness beyond entertainment. Therefore, this paper proposes a plan for virtual
reality contents that allows users to correctly understand their emotions and become aware of their emotions as a
means accessible at the personal level. The background of virtual reality was set with addiction, anxiety, and
depression, which are emotions related to the aforementioned disease, and it was produced using the Unity engine
and the XR Interaction Toolkit. Based on a survey conducted after experiencing virtual reality contents, it was
confirmed that the virtual reality contents helped to recognize and understand emotions.
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Fig. 1. Mental health program based on virtual reality at
Gangnam severance hospital
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Table 1. Storyline of virtual reality contents

1. Explanation of each emotion using the overlay
canvas.

2. In virtual reality where emotions are visualized, they
move along teleports, experience emotions, and
immerse themselves.

3. Negative space is reconstructed and experiences a
positive ending.
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Table 2. Survey after experiencing virtual reality contents
1. Did you think you were well aware of your feelings
before the experience?

2. Were you able to realize your emotions through the
experience?

3. Did virtual reality work effectively in realizing
emotions?

4. Did virtual reality work effectively to improve your
understanding of emotions?

5. Did you get to aware your feelings better after
experiencing?
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Fig. 11. Survey graph before and after work experience
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Fig. 13. Male and female response chart to question 3
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