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Design and Implementation of VR Webtoon-Based Contents
for Panic Disorder
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Abstract

VR related industries and markets are stabilizing and the contents are improving qualitatively. In the
medical field, it has developed into educational and therapeutic methods, especially for treatment, it is used
as an auxiliary treatment tool for mental illness and rehabilitation patients. Among them, mental illnesses
have various causes due to the development of society. Because the environment or conditions that occur
even if the same mental illness are different, we will make VR contents for treatment considering the
number of cases. It is intended to provide an environment suitable for patients through exposure therapy,
one of the treatment methods. Therefore, this paper implemented webtoon-based VR contents to be used for
virtual reality exposure (VRE) among psychotherapy techniques of mentally ill people.The contents
implemented focus on scenarios based on Panic disorder which is a problem in modern society.
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Design and Implementation of VR Webtoon-Based Contents for Panic Disorder

ofsHel

of Kl T K o I T RUD BF A Bl % g ol B o %0
o3 o M ol K @ od X1 0o 1o = o o £ & ol < =
M ol W - RO @l ® X ol - Hr %0 ~
~ ol < R - & ~ ol Tl T
Ao an g Etexs E o = & T Uo W g
S By =_ MW E g 3 S L, B o
I L - T 2 K 5 Tom oo g 30 %o K
o = o] w0 ol d4 = o I I "
1o .__Auﬂ <0 ._o__._ o T ||A.| Y zu_n_ = HL o .x_._._._ w « H._H
0 T O MRS S 5 £ KT go W M 2
ol S g ol XK Z 8 W = = 44 KT Zo ol 1l KO
Poull LH K0 R4 & =0 o N <1 ~ X J/
3 o k- o < B & o7 K = g 4
& =< ~ = gl T ol o R < oy -
KO i ™ o_m = xL oL 3 Mo mo om =2 K o
== — T 3 - g = Jo ol = — I il
=< T og O x FR N ool = = i =
mx.mwﬂ%ol_ur_nxa.R\n)% gD g WoRD >
j— e = N o | L *o X- o
ﬂ[wmﬂ#%iﬂ[mm&. Homx o RX R
—_ - O< . i) o « O - —_ - -
<4 g w.m_._:,ﬂ.w.m%zo R0 = ¥ Ho o T el
- ol b 0 T @o 2 W7 o= = T oo w0
M_E_AHO_.,%%D.HMEE%% L= S =< Ho
ol = q ot B R W - T oW B
or 1 o3 = o O 10 o~
W o o — ol e o3 ) K 4 M._ 8l &0 ok Kk ks 10
< of Kl = 2 H =% RO = . — <V of -
gr O ™ & g W omW oo KMroT o3 x 0 WK o o T
M = g M N P E Iy 2 R T
T m = ®l o~ Bl o% . KO &1 . uf %o
I 1] o ol B =i ~ wjr ~ o I KIr
Wuownﬁgomﬁﬁx_omuumwuﬂu o~ < g X0 =
HA&oHo_ﬂ.fWu.._:.__/_“W @ww.__wﬂWﬂoM_w o)
W >T TR M E o X oo LM KK © IO
= - Kl = ol a7 I I - 3
To 2T mm R oy S R E "5
= ®gr D Ko o - T m PN E = ® o
K- R_._._ H T M =0 N oo X F u W zo 5% o Fp . fm O
7UW.mMo|_mxol_ﬂmﬁmo@oM M:.#w_a#ﬁm._._ol_
ofu B =z R < =
- of — o . K 81 = ol e - i
AN B o A < W S ow N oW o I
S A U AT | Of % oy v o0 B 3% @
L~ M & o% Z1 K 3T o zro 2Loon = ™ o % »
- < J/ B Bl
KO ~ T N~ 2 X x N H Ho < RO & ol of 1 =
vz oD Fw R o, o@w Koo I S I R
WME_X:_._EE_.T._MPENOHE o 7ﬁoomom._|=_=
s AT wEmEE T M W B Y =
&< = & v Z ol S e SR <= W &
o1 o o KO Uo mH 0o <0 mr - ofu =0 B~ H! ol & ol =0 RO
X ™ o Ko o — — W B do 25 ok o _ B0 Ol w0 K
n o o 0 g & o 5z = N P2 e - o <0 R Ho W
LSNP T . I Ol AR R TR I 1
RO o = Kl @ H of ® o <+ T ! « O H o H wr & «

84



Journal of Digital Art Engineering & Multimedia
Vol.7, No.1, March (2020)

@

OHE XE5t7| HsiMe So X HEfo| M2t o Xg U SoM XdS X227t a0l
A7t Ct d2|1 O] XRE et WHOo2 MMl LEXBE sk UKW X2 U
E7b ZOtM BiXte| HEZZ E0FE 2a7F AT [9
VREZ 0|83t LEX|22%Y XK= VRET(Virtual Reality Exposure Therapy)2td St=0l, X 7}
43 LEXE BHEs PAUES SXE Mo 5= Us GAos oAt e MEZHS| F
oo 71E EXE QYo EXXOl =72 8L UL} [10]. /HHEY EXE BHXEE
& = ﬁEEilﬁ ’é*OH'—r %%*’SOH, 1AZEZF 20| J|EQ i%*lﬂ [YS Ar%ﬁE g0l A

o
oro
[

o

[O& 1] ‘Oxfordvr’OfA F3i5H ZEIX
[Fig. 1] Content implemented by ‘Oxfordvr’

[3®)
w
I
Hm

DtSH(Cartoon)2| EH40{2

= -
2ol 2t EH—‘?‘——E— 2opt AOlEES EUECR

o M B oAm =
- O o |10 2 o
IR TR
n N Am
(o]
° o8
b m [l
R e
o > =g
= EL—,—_I
Hu
Ho -
>
oo
Pl
ro
m
=
2
rulru rr
N
A
o Mr
1Y
Hm
rlo
i
Am

[

Am
2
=
[
Am
[\]
=
1o
_a

H
=
oo
o
[l
=
HT
rg
1
Hm

.O’I-'f ‘A& 202 7H8 2 Moz EEDIE|0 =1 ALE

o
el EE AIFN REE
O]
I_

>
o —
m
g
IS}
|>
1o
>
rs)
m
Kl
ot
+
30
fu}

rr ol

2
fob

mn oil

o, AlZd 5 AHEAE
Cf

=

4]
12
m
o
4]
[e)

o
< o <
gt dEs Nt 2

HO|FE Atglolc.

|>
1o
>
0x
oy
10
(0)a]
mo

re

it

mo  mx-
Iy

ret ofp
B omo rlo
=
Hr 4
HI
i
Am
TN
q -
10
ol
1=
mo
N
TIH
|0
o Hu

m

[
o
]
rr
n
0
r2r
ol
1=
|o
Hu
i
=y
rh
r&
% Jm

|
N
=y

85



Design and Implementation of VR Webtoon-Based Contents for Panic Disorder

[E 1] YE RO T2 BHYNT IS
[Table 1] Expression And Readability According To Webtoon Classification
a5 HE 10 HE 20
- ARR2E, SHO|0|X|(GIF, Z2HAl),
TS HRAl A o|O|x|, HAE XM 0|0|X|, HAE
7t 2 A3 ZHKScroll bar) E{X|(Touch) & 2210|Z(Swipe)

[18 2] VR HE A= L-(E : 20[0] O|8(Madfire), & : 3DSZt O|8(Dexter Studios))
[Fig. 2] How to create a VR webtoon (left: using layers(Madfire), right: using 3D space(Dexter Studios))
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[Fig. 3] VR Content Development Flowchart
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EEREREETE

vold Update()
i
if (isLock)
return;
characterMaterial.material = characterSourse[currentFrame - 1]
chatMaterial.material = chatSourse[currentFrame - 1];
backgroundMaterial.material = backgroundSoures[currentFrame - 1];
layerMaterial.material = layerSourse[currentFrame - 1];
backgroundMaterial.transform.D0Scale(new Vector3((float)l, (float)l, (float)l), 8);
characterMaterial.transform.D0Scale(new Vector3((float)l, (float)l, (float)l), 0);
backgroundMaterial.transform.DORotate(new Vector3((float)®, (float)-90, (float)®), 0);
characterMaterial.transform.DORotate(new Vector3((float)0, (float)-90, (float)d), @);
if(currentFrame > 0@ & currentFrame < 43 & currentFrame != 7 && currentFrame != 9 &&
currentFrame != 10 & currentFrame != 14 && currentFrame != 17 & currentFrame != 18 &&
currentFrame != 19 & currentFrame != 22 && currentFrame != 27)
backgroundMaterial.transform.D0Scale(new Vector3((float)l.2, (float)l.2, (float)l.2), (float)
characterMaterial.transform.D0Scale(new Vector3((float)e.9, (float)0.9, (float)0.9), (float)l
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[Fig. 7] VR Content Code
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