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VR-based Experiential Educational Content Design for
Awareness of Short-Form Content Side Effects
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Seok-Min Hong*, Hyunbin Choi**, and Sunjin Yu
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This study aimed to improve awareness of the cognitive side effects of short-form content consumption by
developing a VR-based experiential educational program and comparing its effectiveness with traditional education. A
three-stage program integrating AR and VR was designed to enable users to intuitively experience side effects such as
reduced attention and memory decline caused by frequent exposure to short-form media. The experiment showed that
the rate of negative perception increased from 41% to 82% in the traditional group and from 41% to 94% in the VR
group. These findings indicate that immersive VR experiences are more effective in inducing perceptual change than
conventional information delivery. This study suggests that interactive, user-centered learning can enhance awareness of
media-related risks and serve as a meaningful contribution to digital well-being and media literacy education.
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