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Abstract

Stress-relief games today come in various forms but differ from traditional relaxation games. Players can
choose based on their preferences; some may enjoy slightly challenging sames, while others prefer simpler,
more relaxing options. This research focuses on stress-relief games that simulate real-world scenarios and allow
players to relieve stress by destroying objects. The game has been designed to alleviate anxiety, anger, and stress
by providing a virtual space for players to vent their frustrations. The game environment is designed to mimic
stressful real-world settings, such as offices, classrooms, and kitchens, and players are equipped with virtual
weapons like baseball bats, frying pans, and hammers. The game utilizes virtual reality technology and haptic
feedback to create a realistic sense of destruction. Players can engage in various activities, such as smashing
dishes, breaking bottles, and destroying targets within the stress-relief room. While current relaxation games
emphasize enjoyment and reducing stress from prolonged focus, they do not address the four levels of stress
defined by the Department of Mental Health: Level 1 (low), Level 2 (moderate), Level 3 (high), and Level 4
(severe). Stress from factors such as frequent criticism often falls into these higher categories and cannot be
effectively addressed by general relaxation games. In terms of game development, the design of the room and
its objects is highly realistic, setting it apart from existing games. The primary objectives are to: 1. design and
develop a stress-relieving game using virtual reality technology; and 2. evaluate its effectiveness and user
satisfaction. In terms of game development, the room design and objects in the room are highly realistic, making
it different from existing games. The game has undergone usability testing by four experts and a satisfaction
assessment by 30 participants. All participants completed a pre- and post-game stress assessment. The results
showed that the game's effectiveness rating was 4.48 (SD = 0.49), indicating a high level of effectiveness. Overall
user satisfaction was rated at 4.61 (SD = 0.53), indicating very high satisfaction. Based on these findings, the virtual

reality stress-relief game shows great promise as a potential replacement for physical stress-relief rooms.
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Figure 1 Principles of visualization and VR equipment.
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Figure 2 Design a stress relief room.
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Figure 3 Flow Chart Stress Relief Game.
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Figure 4 Models of equipment used to destroy objects to relieve stress in the game and props.
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Figure 5 Sculpting objects in a simulated room that can be destroyed.
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Figure 6 Destructible objects in the simulation room.
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Figure 7 Design a room to destroy things.
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Figure 8 Inserting code to control the operation of the game to achieve its objectives.
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Figure 9 Using commands to display the effects of objects when they are destroyed.
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Figure 10 Principles of visualization and VR equipment.
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Table 1 Shows the test results of the function of the developed stress relief game.

1UN5NAFIUTZUY (System Test List) Han1sNAgau (Test Result)
1. vasldluairanunsagniiateldl (Kitchen items can be destroyed) H11 (Pass)
2. gadlurpassuansavinanela (tems in the classroom can be destroyed) W11 (Pass)
3. gasluowinguansavinatela (tems in the office can be destroyed) WU (Pass)
4. anansodudesiivhaneld (Destructible items can be captured) HIU (Pass)
5. grauanunsandulomuld (Players can pick up items) K11 (Pass)

4) neapunUAULlawas WedunsisnisiaulasnsWenysrauseniniauiuny tnefiaunauaulavia
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Figure 11 Users experiment with stress-relieving games using virtual reality
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Table 2 Shows the demonstrate the evaluation criteria for the effectiveness and satisfaction of game players

playing stress-relieving games using virtual reality technology.

S2AULRAY Average level UseAnSaw Efficiency AMuReanela Satisfaction

4.50 - 5.00 #u1n Very good 1nFign the Most
3.50 - 4.49 f Good 1A Very

2.50 - 3.49 U1uUna19 Moderate U1una1e Moderately
1.50 - 2.49 1108 Fair 11o8 Slightly
1.00 - 1.49 UFuUss Improve ﬁaaﬁ?jm Least

5. NaN159Y

nseeniuUnILaranuTsUIsaIassalasldalulafaudusiaaiion luadslidosiuluns
nagouaunmAstuldinmssndussdns mmlnesuveanuiaimsdinunisesnuuunasnsldan andideeny
savma 4 vivg ntudlefinsuiuugsSevdesuddddinlunaasuanufisnelauas iaussidiuaeioavosdiau
Tnlduuumeaeuannsugunnindnads laenguioguuuiaizas 30 au ldkadmie

Tnglunsesnuuuuasiauinuluadsil liansamdaamuedonldomn udazissansnmadmsy
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Table 3 Shows the results of the evaluation of the effectiveness of game design and creation of stress-

relieving games using virtual reality technology by four experts in game production and multimedia.

wadanmsuszdiy Anade dowdsauy wUana
Assessment topic average u1m3137U4 SD Result
1. amangauvesiuia inglags 4.00 0.76 JEHUR
Appropriateness of the overall object surface. good
2. pamannuaeveslemufiannsavhaelé 4.38 0.52 STAUR
Total variety of destructible items. good
3. VAN RIS TTYNANY 3.88 0.83 FEAUR
Variety of weapons used for destruction. good
4. munganvosonvndLde 3.75 1.39 STAUR
Appropriateness of the sound effects. good
5. AUILZANLAYTINTOILAEI NI UTDITEUNUAIULATER 4.50 0.53 SLAUR
Overall suitability of lighting in stress relief rooms. good
6. Auauvesuvdmeduaifiannsaiansle 4.00 1.41 JEIUR
The appropriate number of items in the kitchen that can good
be destroyed.
7. anuwinzanvesuudweduesSouanunsaviansld 4.13 0.99 STAUR
The appropriateness of the number of items in the good
classroom can be disrupted.
8. Anunzanvessudwedusinuansarhaneld 3.88 0.99 STAUR
The appropriateness of the number of items in the office good
can be detrimental.
9. ussnFlagTIuneluLA 4.00 0.99 STAUR
Overall atmosphere within the game. good
10. puwinzanlunsndudwesiiorine 4.00 0.93 STAUR
Appropriateness of picking up objects for throwing. good
1. mavhaneTngiusienuanads 4.13 0.83 JEAUR
The destruction of objects is realistic. good
12. doansoanninuaienld 3.75 0.89 STAUR
Media can reduce stress. good
13. nMsenuuulag s 3.88 1.25 IZAUR
Overall design. good
37U 4.48 0.49 STAUR
sum good
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lowealulagiadonass liAuadenindu 4.48 uagdrudouuunnnsgu 0.49 WeRarsanudmuitegluseiud
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NANABEALUULINZAS 30 AU
Table 4 Shows the results of the satisfaction assessment were presented from 30 purposive sample groups

who tried playing a stress-relieving game using virtual reality technology.

wdan1suszidiu Anady daudeaiuu wlama

Assessment topic average 41931874 SD Result

1. annlwnuiianuiauleeglusedu 4.62 0.56 1niige
The game scenes are quite interesting. the most
2. ﬁaﬁmmamamuag‘luizﬁu 4.59 0.50 mﬂﬁqﬂ
The media is entertaining at a level the most
3. M3vpnLUUIngaIgas 4.62 0.49 1niige
Destructive object design the most
4. AUNIZANTEBNLLEIYA18E el o4 4.69 0.47 mmﬁqm
Fiugunsaivr the most

Suitability of destruction games when used

with VR devices

5. INUANTDANANNATEAL 4.59 0.50 1niige
Games can reduce stress. the most
6. Anuiisnalalny sy 4.62 0.63 1niian
Overall satisfaction the most
7 4.61 0.53 1nian
sum the most
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