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[Abstract]

Digital content has been reported as an example of a social problem in terms of providing endless immersion. At this point,
it is necessary to study of escape from immersion for VR content with stronger presence and immersion. In this study, theoretical
considerations on VR and immersion, positive and negative functions for immersion of existing digital content, and solutions were
investigated. SNS content caused problems such as depression, self-show and privilege, and information ethics education, usage
provision, recommendation of existing officials, and self-control program were suggested as solutions. Despite the positive effect
of nurturing users' thinking, creativity, and learning ability, online game contents caused excessive immersion and expanded as a
social problem. Educational campaigns, an experience of alienation, and fatigue system were suggested as ways to escape from
immersion in online game contents. It is expected that this paper can be used as basic data for the development of experimental

design or methodologies to prevent over-immersion in VR content.
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Table 2. Immersive Elements of Virtual Reality Content

Category Elements of Immersion
Visual and auditory inclusion
Translating actions from physical to
Physical and virtual reality

Physiological aspects
Transportation

Distracting aspects of virtual reality

Concentrated attention

- Losing sense of time
Cognitive and 9

affective aspects

Affective involvement

Control

Interaction between users

Social interaction and

. Perception of other avatars
shared experience

Shared experience
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