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AL 71& U] ofgt AU A $71E 3l QItH(United Nations, 2020),
AadEo] 79 A7) WH e 7 ol A7 & of| wlsssto] HA 4] g5 2lujshy] 913t Ale R
AA AL 2% BA4) 952 Ho|7]% St (Chapman, Gratz & Brown, 2006), AAIA7} EA4)of tiaf
2 50 A 7|HE MY E0] a3tFolgl= A-50] Bo] QIth(Huppert & Johnson, 2010; Paganini,
Teigelkotter, Buntrock & Baumeister, 2018), 1#{u} W& AlgE0| o] X & WHE0] 9loje ¥
AR AL Y-S oA A8 W AL ol e Ye(Kardin, 2017), T olg AT} 23
o tigh Yo, o] 4otk AAFA 9l 8] AFA|Z wlio|Th(Andrade et al., 2014; Gulliver, Griffiths
& Christensen, 2010), 55| 41 Ee) 25k 28] dolo] thet $-o] o] st AeaS 2
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AL 9 Ao A EXAE U T 9]0 FANE Wershe 2w ofgle dolth

2T AR BRI = IT7]52 IR A54 % W A A5} o2 H Wao] &A1
Qlct, 7P Al (Virtual Reality: VR)Z A &A}7F E4= AH](Head—Mounted Display: HMD)S 71}—8—
SHaL QlFA o & whEolW 7] AAIE ARSHA st 7lsolch(4lwls], 2020), 719 AY, &L
w3}, A & THOE TR VR 90| FHTole AEE g o] 87 ArY E= Q%Elﬁl
s Anthes, 2016), AR RE e tAdAE0] U 2 &2oA FEste Ielans &
A = ok A S ] gk o|gk= H71E 2l Qlth(Paganini, Teigelkotter, Buntrock, &
Baumeister, 2018).

s &jollA] ofn] thefRt njtjolE Bt AR Rl et AtEo] Fdhs] ePH L glon, =9
A8 ez njroid] 2g 9l o] 7Pt Golgt Fade A=kl )ltH(Andrews, Cuijpers,
Craske, McEvoy & Titov, 2010; Kaplan & Stone, 2013), Z< g} B4 Ao A= AnfEE 7]dt
AR 724 7fYo] & (Josephine, Josefine, Phillip, David & Baumeister, 2017), &SHFirth et
2017), AW AA A ohgd7F Z=Z(Donovan et al,, 2016) Sof wj-& a7}&Q] Ao HIE 1
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2021; Hacmun, Regev & Salomon, 2021, 714-&, 2020, 1%
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o M5 AT GAL vlE, SO F§/5H, Sk, AR
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112 Qlch(Richesin, Baldwin & Wicks,
Joll, 2021, 74X, 2017). o&AE X7
A Z7] 57| Eokz2 A st=E th(National
Coalition of Creative Arts Therapies Association, 2021), 9|&AlE] X R Eoko| A= VRS &-83t A
TEO] ARt B B3 QAR B8/ 53R At AR Agolch Covid-19 o] F sk <
B AT 7149 AT O 2 Q18 A7k AT 51 B8 SRR W e SIS 913 e
3t Al=7h A st
& Ao A= = VR o= 7% B
o) /A5 TR T AR A0l ABHLA T, 2] 2 Aele) e
ot T8/ 52 20 S E etk S AlEska, VR 7| -8/ S AR mol Al R it 54
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(Virtual Reality Exposure Therapy: VRET)o|t} 7M}AA S22 (VRET) = WAL} 2| 2 AR A
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=9 o) o] -8
o= ojojx= A | 3tch(Boeldt, McMahon, McFaul & Greenleaf, 2019), o] & =3
Ofof 7]ukek W o = Ao Al A &eljA EARE T B9k oItk i, A4, B, 719 &
& W7} et 4 9l hael BAS AR Theb 54 B RS (Spectic Phobia), 24 25
E# A(Post Tramatic Stress Disorder: PTSD), &¢F4of(Anxiety Disorder)E 712 A&
A o|th(Carl E, et al, 2019; 73}, 2019). 7HAe] 317 Lof ti A st W
e 1 ol Al BAE] 13) AAk AREE A - BEYE A thzelekRive, Banos,
Botella, Mantovani & Gaggioli, 2016). W24 dAo|A dojut= vjd A Aol %9_]—0]1/} 5’—:\7501]}\1 =
SRS Foh VRo| AFE R ERAT BYHT B2
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Z7H(n=49) 0.2 UEof APH/ARS v H4-5 g steiTt, o] °4?L°ﬂ*15 VR 7|9F A %] &of| ofet

é}‘ﬂ' Z 259 (51%) oA IAFESI HAE FAo] &dtE= ou|gls AE E ¥ tHFreeman et
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B33} o}Zo] Zo}o 7| k. 2| TV T2 712 MBC LIFE &
ME|2] WE Thth (2020 29 690l A VR eI =S g3t Al
R0 N2 M e AASHA AN, AR AEE mojw e gl 7)o A4 ofole] o]
23 A3 UE 9 olmlAl e Alelsiih, 71ARe) Aol A 7Hake] Bol Bk o] 22 A7 A
o2 AFELATE, duteh A4S Wi ofol7} tha] 7HAke] AlAA] Hhks L dntelA) ofol S o)

SRS £ Bow ojudt 4 9 AFT AW AT, VR AelA R4 205 Auele
= 207 ofo] S Wik g -ofo]e} il A -olo] 2 Rl AHolct, o] ol 2R A 4
el S e} Y, 55159 gel R Sl RE/FAARE B2 272 48T
o] A =04 H]2 AA|0] Bo| old X2k, FHitel B FhA ikt A8l o] AR Alge i 8
o2l AN s 7)51E ATl AL At A0 AVL AFe) Eohs AL Holzt)

1) Thayer, K (2018). “Virtual reality can help people overcome fear of heights, study shows’. Chicago Tribune,
<¢https://www, chicagotribune, com/lifestyles/sc—fam—vr—fear—heights—0717—story html, 2021, 12, 10.).
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Malchiodi(2003)= oll&4 A &5 AlEAIE Z-87F 2o 2]Ql I A 2 ofl 71He1e] AlA|
o 47y, = E|an AL Aol B-85h= Ao oSttt ¢t A2 BEe AEY A, Bt
= E0|1L 49 WEHEE ot 7MY 24 e FEA dAe ol Al s
ZR5t= gpA 9l W o 2 &85 4~ 9Iti(Hacmun, Regev & Salomon, 2021), 2] VR 510 A]
© ASA A A2 Y Tk oy, ofle A2 gol e on) Qe A Aukse] Eu
a1 Qlek, 7HE A B8-S s m Aol gt ot 44 S THSEA njEA R (n=15), 27}
H njsA = 2 A& 2 (n=15)0] H7Iet nlEA| & Aol VR ko] 7H &

7

Al (n=12), 32+ ml=
ASHA| SEF A0F E¢o] 3L 7|E
Baldwin & Wicks, 2021),

E 3] Hacmun, Regev & Salomon (2021) 9] 7o A= VR7|HE tl& ]E?ﬂ—?—O]X]‘{ T8 /AR =

o] FEE Uk A A7t mE E Ik FoiASolA VRe| AlA &4

e o, AR BAA 22 Y (Movement) o] FAZ EZE I}, oSS VR vEA R
AU 7HesHA g Awt ohyel, A Y-S ZASHGTY (p. 4)2kaL sheiTh. o
3

A2 et 7 S AEe o] WMok BaTst itk Richesin,

A9 S0l =AU
AL 229 AFE = AR 7} Folats “AF-8-2t a4 (free and unrestricted)’® F&aFGITh ‘Al
KX []

tow ﬁ’%‘ol‘:’ﬂ/ﬂ oA E WA Lo g AZsA] grom, & HA|7L TolsHA HUTh (p, 4). o] A
& AU 1S AREE B 4 Ak FAOZ AU
oAl 143154 A1519] oL} 1] Sk AR 40102 S ol VR AAA 560
2 B AG TFsE R AERe A 222 i/l K] WS ool o)t
S0 &R YNNG AFIE T2 AR AHS AFHLO, Azl ST Aol 4] 21
‘Azt A Ztol|<E 3 o)gtal $HH(Kaimal et al,, 2020). o3t &%57H2Hsensorimotor) < 7} &
A M| A A EEDS A A ZItH(Hara et al., 2015; Shams & Seitz, 2008, Levy, 2014).
Teevi(2020)7} WaE VR 714k v] &35 AR|AToIA, B ofh A2 7Hre] AAoIA A4lo]
19 5840l det A4S AoIA A1) Hat datel TAH LR WA o B4
FolAE FEAE A% 220, AH4lo] 71 A
(Body Image)} 9} Al2E0=S Qi Ao] iy o
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o el A HIA olob|stlct, A=t ApEAE 4
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HANAL AT FHH 24714 ?ﬂ“o}Ltﬂ wg
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2) Zeevi, L. S.(2021). “Making Art Therapy Virtual: Integrating Virtual Reality Into Art Therapy With
Adolescents”. Frontiers in Psychology. <https://www. frontiersin org/articles/10.3389/fpsyg. 2021, 584943/full,
2021, 12, 10.).
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A Aok gt 22 AES A o] 71 uf & Q3 T rolth(Riva et al,, 2016), |4
Zeevi(2021)9] A-tollA] Antrh 2AHALE o) dak= TEA HHSHA & At fAlett E3], o] °EHL—
AR g B A o] o2l 3-S e FLAENA VRS Z-8-5te] HAl7E-E st A54 JHed e A+
o] 7Fs & AlAREHTY,
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U dTES AR A, dedARYY T veA R M EEe] At dukeol EE

il

H3 gle, P/ EAA RS FHRAVR)A TS o] B AT ARIA, T e G
AEAR AN AR SHUY BB FRIF A2 Ak A v oJu]gli ol

24 Bokol A3t A1l (Richesin, Baldwin & Wicks, 2021; Zeevi, 2021; Hacmun, Regev &
Salomon, 2021; Falciner, 2016)| A= F-&/52A 7 AL 7IsA4E AAPBHE 252 HojFa
Gt} FHe] 4N Ret AR HAT ERES ZAS 27 R ATRE (E 13 Pt
o83t A= HMD 55735 28511 360°2 s7tollAl & HA|7} olste A E S sk A AlA419
W BE 02 e 2ol tigt Aol FHhE S-S AlAReT mEkA] g dlsAl g AR At
A AR E FAY B Aol o&Eshs Aof ofyzl, VR F-8/5A A& 40 FHl=E st

IAATE B A A AEAS B8 She Aol Basit
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Rllchesm,. Art ngaklng and Vlrtuallreal%ty. The Arts in ) .
Baldwin & Wicks A comparison study of physiological and Psvchothera A4 HES-
(2021) psychological outcomes v Py
Hacmun, The Principles of Art Therapy in Virtual Frontiers in
Regev & Salomon p . by AA7FZE
(2018) Reality Psychology

Making Art Therapy Virtual:

(Z2%e2vll) Integrating Virtual Reality Into Art P;";itﬁiiz H ALAAF
Therapy With Adolescents v &y
Hacmun, Artistic cree.mon in lert}lal reality for art The Arts in 2219 o}
Regev & Salomon therapy: A qualitative study with Pevehothera 200k 37
(2021) expert art therapists 4 Py o
Falconer et, al Efelzﬁfylzi dsii_ecﬁg (iasszlr(zn :j;gﬁg ‘;gttgal British Journal of o]y
(2016) v P Psychiatry Open 7Pk &
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(1) 7HF9] B(Virtual Body): P8/ F A Zol 4 ALGHE 7184 B 3340 222 74 B
otk B Fal WL FEI FAS AN o] FEUTH AL B FaAN A 4 A9

Sk B2 BAA R T 4B AES Sat AW O AN} Rl et 214G ko) it}
3t o] TolA] A1) 7ol g A1 ) :
A AR A IFEAE, VR AN 7hate] Bk A A str A 2H4A1e] AR Bfg ) (Zeevi,
20217} A 2] hAbThe] RS A dste] S whdeh

(2020) 914 o =2] 23L& 7Hs5HA shATH
Falconer | (2016)+= 7Hde] A7 ¢rol A A|3kd A7 AR (Self-compassion) 0] &% 2o A 1]

o 2

A= adfo] W S APt x5S HMDOF 9] 24 S AR & Sl +ES 285}
AL, 2% A= 7MY ol wet & 4 Qe wAE Agekal ARkl o] A

Aleh= Wel® (mirroring) 713} FAREATE WP -8/ 54 & AldAAM WaAtl Al vke-sh=
sttel 7R olnf, A mARE WA FA ¢ e, ofn|#], e %3’11 AR HhE-2 Hol= Ziol‘:}. o]
2 S-S WA e7be]l Holes A ym el Aoz B gl 8] 7]7] flafA] AR

Sandel, Chaiklin, & Lohn, 1993).

Falconer 2J(2016)2] oA A}7]9eH(Self—compassion)2 FA| 2 FAH 2198 ualstAY
A&oh= AEL oF 15 9] ZojAEL Patient Helath Questionnaries—9(PHQ—9) Ao A X]7H]
W(self—criticism) 2 ZrAastal ZF7] ¢ eH(self—compassion) 0] Z7}E|Q L, o] A= 45 & 33 %
Abol A= 2| o] SRl it o]t AT+ Aif= VRAIA ARA =M &9 ou]7t Fa3k=
AAFRHE,

(2) 739l 53HVirtual Space): AFES ARo]9] AP wotel w7 o] M=ol wpe} th= 7| Uet
doh dutdog F7ke 4 o] F7HIntimate Space, 0~45cm), 7]2137HPersonal Space,
45~120cm), AF3]A F7H(Social Space, 120~360cm), &4 37HPublic space, 360cm ©JAH) o=
Baleh(Hall, 1966), 2kt $2]9] B4o]2of| A 7212 7HKinesphere) 2 FA] 2412 £7]A] k11 7
ol Z|oigt FH T 4= QL= 3AFA(SI/ o, 25, S/ F) S 7 o]tk (Laban, 1975), o] VR A
TolAE 860° o] ARSI /Mgl F2kol $HU9 BBk HRThE AFS AL St
(Rlchesm Baldwin, & Wicks, 2021; Hacmun, Regev, & Salomon, 2018).

/5 2o BINEE Ao B8 Al TGS Ao THEX e BFY
z H 1710 HolAr ol Al & 0] A aaih T2t VR AlAe] B AR A|ZsE
F7to® 70| 7R5siehs Aotk Bonsch 2](2018)9] ATl ERelo] g AEN7} A o] Ak
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17 wzlths ALATE Laxstgt :1]‘ Ao E}E , 7M1 el Aol whebA

HoAse] AEste ¥

VR 78/ 52 A moll A St F i, 27| &, EfﬂM?ﬂl E}ou,] *@:ﬂ%sﬂ Hl S A3 5]
8% Al o sgE 4 Sl

(3) 7MY 87 (Vistual Environment): 7142l AASIH theftt g:e) 78] 7Rsaiet, A,
Q9] AR, £ABH 5 Y TS A GokE o1 AAlo] Uehe ol B2
MRS AlEdteh 2hke] A1 &4 o] &% A 471(Body, Effort, Space, Shape)®| ¥ 95
= 72 % ZAAT 13 Shape(Why am I moving in that way?) g% 7iqlo] of 9] S|k A4
ARG EAIE W EAT 5 Qe G2 YRt FE O] FollA Pl 24x(Shape Qualities)
© A5 ote/3dsh=(rising/sinking), @ 2|:=/23|=(spreading/enclosing), H7Is}=/FE|5h=
(advancmg/retreatmg 5Y fa4EE B4 tHLaban, 1975; Moore, 2009), Freeman ¢](2018)2]
Aol A 27T 1 FESE 7H RS 2hke] S Y o] E& B2 FETT, o 2E ¢Y
o] A= Bound Flow, 6éEﬁ Ao A= &3] =&317 5= (enclosing & sinking), AIA| GG A= A A
(stillness), 2=(contract), &7F2] oA = 9] E7Hdimension)o] that et 2] 0l 29 AFR-S
g o= ek 7MY FAolehs AS JASHL & F1te] HFEAY o] Fshe H5E St
AsolAlE 8 mdA oz Ao A S thE 84 SshE 20| 4= bl glth. of 23 A4
B A AT AR BAO FES} B3-S e
Hol) 419] B2 ol o) ol Fat A=A AEE AT
(4) 73] ]| A|(Virtual Tmage): -8/ 54 2ol AL o dat oln|A|2 A Z5hotke] wheb &
2l19] o] Edof W3S 7HAtHE 4= Qlth(Levy, 2005). of|& 50 & A ofdk(Blanche Evan)©] 32
AHESHE FAR 7T A A | B, v, AR opEE 5 of® on| XS ARgsk=o] whebA o]
e thE 2 Y Y o2 E(Effort) 245 FAT 4= Atk o] Ju]= VRO A of w3t o]w]| x| & &S}
Lupol webA 52 thE o ZE(Effort) EA4S =T 4 a2 AlARITE ti®A 2l VR 7]EE ¢}

3) AW ZofRtol A eelat gk A i A Hh(bar) &, =TT AR HSA Hhban) 2 UEHWA stoleH, &
°"“ ol o]l e 7HFe] ik A JOF oh WEo R AR s
Bonsch, A., Radke, S,, Overath, H, Asche, L. M., Wendt, J,, Vierjahn, T., Habel, U. & Kuhlen, T, W, (2018),
“Social VR: How Personal Space is Affected by Virtual Agents’ Emotions”, IEEE Xplore, Virtual Reality
Conference, <https://ieeexplore ieee org/stamp/stamp,jsp?tp=&arnumber=8446480&tag=1, 2021, 12, 10.).
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Wise Mindt= 4214 2AHE0] BHE 012472 913 AO2 A4 498 A5 02 BeATt 74

Hom aF:a S5, B 5 2R2 F450] gk oleleh e o] FgsbAd 4
YUES 7o M d7Eo] e @A, 2020; dAIS, 2020). 9

ol AZoIohE olu|4E ATl AL 4ol

Ak Flaoner o ., 2016). ol 4oL A0 G S ol 382 Hol

HE AT, 18 03 o19A PPAAA ol S0l Sl SOl UGS f

A HojR ofAlol
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(32! 4y VR7|8F Wise Mind HAIHOIA T8iaH= %13)

(5) 7}Ake] 1% 131 7](Virtual Drawing): VR |2 & B A7LEo| A 2715 vle} o] 18 1
gAskE SRtk Bastolch -8/ 58RI R A= A7 A EE $8) AF
7ty TEHoY, h% BAS TS A5 AHEEH(Kornblum, 2002), £E0 & 714F9] iAfo|u; AlZk
o] B8] H53tal 2&ehe A8 Awdl & 5 Ak oS S0, A3

S O‘] =]
she 530 *5‘%" ol i —E(A}%‘f‘é wg)0] G, L WA EFols Zv19 9, Tea 2

o
N
rlr
12l
__).4_2
tlo
_lﬁ
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4) Valve(2021). Wisemind, <https://store steampowered com/app/632520/WiseMind/, 2021, 12, 10.).
5) AppAdvice(2021), Infinite Breath, <¢https://appadvice com/app/infinite—breath/1566905573, 2021, 12, 10.).
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Abstract

The Essential Elements of Dance/Movement Therapy
in Virtual Reality for Adolescents’ Mental Health

Ko, Kyung Soon* - Lee, Woo Kyeong**
Assistant Professor, Jeonju University* - Associate Professor, Seoul Cyber University**

The purpose of this study is to review Virtual Reality (VR) related literature in psychotherapy and
expressive therapies to identify applicable essential elements of Dance/Movement Therapy (DMT) in
virtual reality for adolescents’ mental health. None of VR based DMT studies were founded in review
process. However, other related fields of studies indicated applicable result for VR based dance/
movement therapy. This study revealed five essential elements such as virtual body, virtual space, virtual
environment, virtual images, and virtual drawing, which can be actively applied to VR based dance/
movement therapy. For further study, the researcher suggested developing actual VR based DMT
programs and conducting experimental tests to provided clinical evidence of effectiveness, which would
require collaborations with professionals from other fields such as art engineering, psychology, and game

contents.

Keywords: Virtial Reality(7}4& A1), Dance/Movement Therapy(4--5-/-5-2F %] &), Adolescent (%] 4~ ), Mental
Health(% A1 A7}, Psychotherapy(4 2] %] &)
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