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Implementation of VR-based digital visual culture contents
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ABSTRACT

This content was produced to reduce the stress of the elderly in nursing homes whose outside activities are
controlled in a real situation that has accelerated the untact society as the corona pandemic situation continues to be
maintained, and to provide visual and auditory enjoyment even inside nursing homes. Nursing seniors get help from
social workers through content usage scenarios. By using digital visual culture contents, you can feel the stress that has
been continuously accumulated with virtual people, relieve stress and have a sense of identity. Through this content, it
will be possible to give a positive effect to the lives of the elderly in nursing care.
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