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Development of immersive cognitive rehabilitation VR contents

based on storytelling
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Abstract

VR technology has recently been converged with 5G technology and applied to various industries. As
the ICT field develops rapidly, various studies that combine ICT technology are being actively conducted in
the elderly welfare field recently, and in particular, cognitive rehabilitation treatment using a computer is in
the limelight because it can provide objective and systematic treatment. Compared to the VR hardware
technology and market size, the VR contents market is still relatively insufficient. The purpose of this
study is to develop storytelling-based immersive cognitive rehabilitation VR contents that complement simple
repetition for dementia patients. VR contents that help prevent dementia and strengthen cognitive
rehabilitation abilities in seven areas enter a virtual reality environment, ride a bicycle, and experience
various cognitive rehabilitation contents. What differentiates this study from previous studies on cognitive
rehabilitation is that VR technology is used to effectively utilize contents that reflect the experience,
memories, and environment of the subject of treatment. Through storytelling-based game content play, it is
expected that storytelling-based immersive VR content will help users with brain activation training and
cognitive rehabilitation.
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[Table 1] Professional background
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