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Planning of Various Storytelling Virtual Reality
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ABSTRACT

With the recent revitalization of virtual reality and game industries, digital therapeutics for medical purposes are
emerging. Digital therapeutics refer to sports-based therapeutics such as virtual reality contents and games that are
effective in preventing, managing, and treating diseases, not drugs. Through this study, we plan and develop contents
for healing and brain enhancement using virtual reality technology as a therapeutic digital therapy. Through this, it can
help to improve the brain of children who are dependent on electronic devices in the digital age and rarely use their
brains.
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1%l 1. Flow Chart
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8 2. 3% Class Diagram
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18 3. % PointHandler Activity Diagram
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