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A Study on Scenario Based Virtual Reality Contents Design Guideline for Psychological Type Diagnosis

Abstract

Virtual Reality(VR) technology is being used in psychotherapy and research related to various topics
covered in psychology. This is because the use of VR allows the user to feel the virtual space as if it
were reality by the presence of the user in the virtual space. This study proposes a design guideline that
can be used in the early stages of VR content development that can diagnose the empathy type in an
immersive virtual space based on the existing psychological type diagnosis theory and VR content research.
In particular, the possibility of biased measurement results based on personal memory and social desirability
was questioned in the self-reported questionnaire method of the existing empathy-related research, and made
it possible to utilize the advantages of VR that can obtain accurate results through immediate questionnaire,
observing body reaction of users. As a result of the study, first, a contextual interaction scenario template
based on the questionnaire for measuring empathy type, second, user input that induces target stimulation of
interaction for VR questionnaire, biological response, and behavior observation, and third, VR considerations
reflecting device characteristics were presented as design guidelines. The content design guidelines proposed
in this study are expected to be useful in the early stages of developing VR contents that diagnose
psychological types in the field of psychology.

Keyword : Empathy, Empathy Type Diagnosis, VR(Virtual Reality), Content Design, Interactive
Storytelling, VR Survey
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