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[Abstract]

With the expansion of Virtual Reality (VR) into the areas of digital healing, emotional regulation, and psychological support,
organizing immersive experience through narrative and spatial design has become an important research topic. This study examines
VR Serious Games and related therapeutic applications through a literature review and theoretical synthesis, defining therapeutic
experience as a positive process involving relaxation, emotional stability, self-awareness, and emotional recovery in a safe virtual
environment. The findings identify four spatial narrative mechanisms: attention guidance, presence and embodied participation,
environmental narrative, and emotional regulation. On this basis, this study proposes four spatial narrative orchestration methods,
autonomous gaze montage, spatial choreography, point-of-interest design, and viewpoint distance control, providing a theoretical
framework for therapeutic VR experience design and future research.
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