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A study on the Development of VR Contents for Improvement

of MCI (Mild Cognitive Impairment)
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Abstract

Well-made Virtual Reality (VR) content can be expected to be used effectively in professional medical
and education as well as entertainment. In this paper, the process of purchasing goods from the market is
reconstructed as contents suitable for the VR environment, and through this, the patients with MCI (mild
cognitive impairment) were provided with repetable training. The effectiveness of VR contents produced
through this study was confirmed through clinical trials, and the usability evaluation conducted at the same
time as the clinical experiment confirmed the satisfaction with the virtual reality contents.
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[Fig. 1] VR content development flow chart
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[Table 1] Scenario summary for improving MCI(mild cognitive impairment)
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[Table 2] Examples of scenarios for configuring content for MCI
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[Table 5] Clinical trial subject selection condition for improvement of MCI
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