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Development of a Self-Empathy Program Targeted
at Adolescents Using Metaverse ZEP
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ABSTRACT

The purpose of this study is to develop a program that utilizes the
Metaverse platform to enhance the self-empathy of adolescents, making
it available for use in the educational field for youth. To achieve this goal,
we reviewed the principles of self-empathy programs and instructional
design using the Metaverse. Based on these principles, we developed a
program using the Metaverse ZEP platform, focusing on three elements of
self-empathy: self-awareness, self—prizing, and self-soothing. We created

three distinct spaces corresponding to these components and provided
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Table 1. The Self-Empathy Scale

No. Factor Description

1 [ consider myself to be “in touch” with my
feelings.

2 I spend time reflecting on myself and on what
things in my life really mean for me.

3 My inner world is of great importance to me.

4 [ am able to be gentle and soothing toward

Self myself.

5 | —Awareness | I can turn a look of love towards myself.

6 [ listen carefully to signs of my feelings and
needs.

7 My feelings are very important to me.

8 Emotions give my life a great deal of its zest
and flavour.
My feelings really do not matter.

10 I like myself.

1 When I am feeling particularly badly I know
how to care for myself.

12 If I criticise myself, I speak in my defence as
well.

— Self - - -

13 ~Prizing I prize and cherish myself like I would a good
friend.

14 When I'm feeling down, I know how to cheer
myself up.

15 I am good at knowing my needs and knowing

how they can best be met.
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No. Factor Description
16 I put effort and attention into understanding
Self all aspects of myself.
17 ~Prizing | When I look in the mirror I respect the person
I see.
18 If only I could be someone else.
19 [ am as deserving of good things as anyone
else.
20 I am able to reassure myself and make myself
feel safe when stressed or overwhelmed.
21 [ have a positive reaction when I look at my
s Sel}fl‘ face in the mirror.
—— —Soothin
22 8 [ am a worthwhile person.
23 Knowing myself, I trust and respect myself.
4 When emotionally upset I am able to
effectively calm myself down.
25 I talk to myself in supportive and uplifting
ways.
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Table 2. Blended Empathy Teaching Model using Metaverse Platform

Components Design Principles

1 | Thought Resonance Principle

Empathic Instruction 2 | Emotional Resonance Principle

3 | Implementation of Empathy Principle

4 | Empathic Community Principle

Empathic

Community 5 Strengthening Communication Support

Principle

Shared Growth 6 | Shared Growth Principle
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Table 3. Design Principles of the Empathy —Learning Program

Domain Design Principles
Treat yourself uncritically, understand yourself, and
empathize.
pasie T4 hically to the oth ’
Principles | Listen empathically to the other person’s story.
for P?Ofé_fam Let non—violent dialogue be used.
Activities
Let each other accept each other as precious beings
without judging value.
Give yourself an understanding that goes beyond
simple awareness of the object you want to empathize
with.
Cognitive . .
st Allow yourself to reflect objectively on your learning
Domain
status.
Let them establish specific learning goals that can
solve problems.
Make sure you understand and respect your emotions
that you experience in the learning process.
Emotional . . . . .
. Make it possible to have experience in achievement.
Domain
Learn how to control positive emotions and make
them common.
Let the learner notice what they really want.
o Cherish the value of your choice and profess it in
Attitudinal
. front of others.
Domain
Put your thoughts into action and let them repeat
themselves in your life.

2.2. HEtHAE

MetAs B8 zRaBe dAs] 9% Yol
A Aol M= oS3} 2o A|AlskaL Qi

AR (2022)2 2-F50SNA HER A E8 w4t
& ML Al g AA gt Aol 48 7
A A el E dde] e, B/ e, 4=t

2ol 91, F4e) 91e), gstel e, ekl Aeje

gaest gz A A

=




THE JOURNAL OF KOREAN ASSOCIATION OF COMPUTER EDUCATION Volume 27, Issue 5, 2024

67HA 2 HABHL o] w2 AAAES 7)EstacH17].
dedE 2~4709) AR FHH BANER Y
2 R|A5ko] 7iE A] B 88o] =g 7oz HA 0}94];}
FAA 21(2022)= HEpH A9 4744 {19 7
43k 05H gelg 24 Azlg o A—gumapuq, v
Bt A 28 mSoflA oP*ZP 49 Prxﬂéﬁﬁﬂé(PBL
WA 77H] YRS AFHS B HEH on] LA,
A2 Ao A, AAEA o}-——— A7) FE R st PEs)

&, S0 AR, aAte) sho] Zoja/E AR A A
SAStetls). AZAA, 324, elolzmed, el 5
wjep 20| chopet §o] B R A8 s Aejom
2, 7Epel §94 84S 1o B 4 9 Aok

ol |EH(2023) B7H4-2lo] BE-S 913k oilEku A 7 A
2o] 1o 87HA 2 AAISRET, Bk 7]ute] of e
zel 8, degat s om dstsol e,
A7) Estso] e, st
sho] g, Aliztel A2, 7%10113]1474]0] AeloleHis). o
el A7 B4l L3124 vlep A A
#elelolng, & eipel HAste vfe et

_l]m

NS

>

ar)

l‘|

O

272 9% BAW by olehuls 2 Z2 2o A7)
e 2 A AL, mep A B2 st

3. A
3.1. A7 2#

28 E, 44741'7}1%‘03_4 £
AEE Y BTl whE WSl o s 54 A
= =

AZ 244 A (Instructional System Design;

D) Aztol| uh2 ADDIE 28-S H}E*EE A -AA N

B7He AABHATH20]. 2 A4te Aol A

£ ZRIE o] 2 °4310ﬂ w2t B4, AAIs
=

o
2

—~
>,
ol

=
T

st
>
0

UL Y =T o
)
L
ol
el

b rr
i)
£ oX
=2
P
uf
Mo o
r-[n
T o
H1 "
U
>
2
i1kad
ool'
NS
o

qo o

7o) A Stte] o) £ETY o R 3
ﬂ A 4

oz

olr
-
32

T
>

mo 1z mju

o

=
w =R, 3 WA
sn 24, 299
o

= [

o,

o Ue 24 B
wletul 2 28 4ele] 4
ST At B

ol 2
N
N
o o
)
1]
U
o
o
e
k2
=2
o

of
ofl
i
am)
N
un i

w

pall

o

2
ox
_0|£
N

rJ

o

P

1P
i

Rl 12
oN

=
®
P
i
Mo 10 my

F[F o o f;l
ki ooz pu U
> o &k

2 hu
=2
o
[>
i
i)
fo
&
e

ox g
a
[t
i)
ol
[o
™
Oolv
s

32 4>

Tz

Ik

ol
L ok o

oLES;“‘Iﬂ [>
3
i
> o
1: r
o
gé
o X
T
o 2
N
<
"“U}i
s
e -
4 2
1

> e E

)

wr o
o o

mEmmm
-&nklg
FEEQL
EEF
to 2o
|Eoli|l
ér_ﬁ[‘
lmmlol
ru[m_>‘i
RN S|
FUEEOHEIEW
Lol w
3R R
opP o
}‘>l‘*°;9‘
}-HHJE:_YE_Q_
R 2 -

=
o
»
N
=
(S|
=
M
o
o
ik
oo
&
K
u
]

i3
=2
>
i)
et
ofo
ok

Ul A B A vk 2 ZEPS 283
P2l distel W8 Este ¥4
£ 2ol o 28 2 4
5 e emsiet.

N
N

]_

|o
Hn ml&
n% L rOI'

ﬂJO_:n_
ol

S

]_

5 r>4m

3.2 47137 H=e] 4F Y BA

E 1L Reid(2003)9] 2727 HEs
o] &-8-517] 9Jsto] PAY 347
d

=]
il
¥
o

o
b

P oo
W orw

=

iy 74/\L=1HIE-] 2 w2 AE)e 150
2 2737 Hxof st kel

of i
P Lo
2

>~
lo ju

fu

~

mwr
Sl

>

olt
o E
Mo
oo L
Sy
2
N
ro og
>
O
r_h:[ 12
o 1
=
P
N
N 10
X
,j% rE
© 9
[‘-]U rOlI
ot T
=
R
N

r 2o
)
Bl
o2
|o
fru
-
ox
L)
2

Jhu x0 ook
|o

NS

i {0 _\§ [m I of
o
iul
B
oN
M
1

L 2o
i)
ofo
rit
B
ku
rlr
i
|\
g\l
2
1o
7
\O
o2

Mo w3

filo
i
He o

i}
il
i)
o
N oft
i
rr
N\
=<
v
i)
N
'S
>

H
&= A4(Cronbach’s Alpha) 73 el =S Uel)=
KMO(Kaiser-Meyer-Olkin) &= gto] Z%F Q=2 %]
4 .80 o]Afolglon, B E o] Bartlett 49| F-olEHE
(p) .0000.2 ©f-¢ Go)st Z1 o= Yep} s Hx7) 2
Ae] ol eh=re] A Heke] 24734t 384 %
< A5t b 8ol 7Hesttal wsigit.

Table 4. The Self-Empathy Scale Analysis Results

Raor | No, |GG M v
L | 851 3.14 1.091
2 | m 3.61 1.025
3| 767 3.63 1.023
4 | 763 3.74 995
Awsaej;ess 5 | 770 | 806 | 3.69 | 3.72 | 1.028 | .985
6 776 3.76 797
7 | 768 4.09 864
3 766 3.96 931
9* | .829 3.86 1.107
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Facor | No, |glon il M 5
10 .900 3.92 933
11 911 3.80 918
12 925 3.80 .853
Self- 13 | .899 3.95 879
. 916 3.88 .883
Prizing 14 .900 3.89 .906
15 .906 3.85 .842
16 902 3.84 .845
17 .895 3.99 .889
18* 946 2.76 1.147
19 .893 3.99 .855
20 .891 3.75 986
Self- 21 | 885 3.78 941
. .907 3.78 927
Soothing | 22 | 886 4.08 843
23 .882 3.99 .864
24 .882 3.97 .851
25 .888 3.94 .926
(Kaiser—llf/ll\e/i/Sr—Oﬂdn) 923 379 620
*Reverse coding : 9, 18.
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Table 5. Expert Information and Review Criteria

Expert Experience Education Review Points
. Educational - Program Structure
Subject Technolo and Content
Matter Experi ngy ABD Appropriateness
Expert A penence bprop

10 year - Appropriateness of
Design Principles

Subject Educational - Appropriateness of

Matter Technqlogy M.S. Learning Objectives

Expert B EX$ cnence and Instructional
year Strategies

Expert Experience Education Review Points
. Youth Counseling
Field Expert Experience Ph.D. | - Program Structure
A 10 year and Content
. Appropriateness
Field Expert YOI]JEZ}: Eﬂz;ison PhD - Feasibility of Field
B D o Application
8 year bp
' - Appropriateness of
Field Fxpert Youth Education Learner Level and
C P Experience ABD Content
7 year
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Table 6. Design Principles for Program Development

Category | No. Principles Reference
1 Self-directed learning Principle |[15], [18]
Learning Resource Expansion
Metaverse | 2 Principle [15], 117]
Map : R .
. 3 Interaction Facilitation Principle | [15], [17]
Production
4 Reflective Learning Principle [18]
5 Gamification Principle [15]
‘ 6 Thought Resonance Principle
Empathic 7 Emotional Resonance Principle (141, [15],
Program [16]
8 | Implementation of Empathy Principle
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Table 7. Self-Empathy Program (Plan) Using Metaverse ZEP

Topic Give Me a Hug ‘ Session ‘ 4 sessions
- Self-Awareness : Recognize one’s own emotions and
differentiate between positive and negative emotions.
Learning | - Self-Prizing : Discover personal value and appreciate
objectives | oneself through positive reinforcement.
- Self-Soothing @ Provide emotional support to oneself
even in challenging situations.
Tools ZEP, Youtube, Padlet

Session

Procedures and Contents

Time

Principles

Orientat

ion

How to use the metaverse and guide
the lecture plan

- Pre—information: ID registration,
avatar decoration setting,
functional guidance

— Share your class goals with the
guide speech bubble

Metaverse Basic Usage Guide,
Simulation

- Promote participation of learners:
guide map, mission, guest book
records, and conduct a lottery
event (one winner will be
randomly drawn from the users
who accessed the site at the
same time)

30

min.

Session 1

Self-awareness : SELF-MIRROR

1. Watch the video

= In the drama “Weird Lawyer
Woo Young-woo,” the main
character, who suffers from
the autism spectrum, stimulates
learners’ motivation to learn
by realizing his feelings and
experiencing excitement.

— After watching, leave a comment
(using a quick note)

2. Recognizing emotions: I am
__ today.

- Choose 3 most frequently used
emotional cards out of 40
emotional cards

= Share your 3 emotions on the
whiteboard

40

min.

2,346,

Session 2

self-prizing : SELF-CHEER

1. Find my value relay

- Pick the 5 things you think are
most important from the value
list, share them in the chat room,
and point out the friends you
are with so that you can find the
value in a relay

2. What kind of compliment do you
want to hear?

— Write down the compliments I
want to hear on the whiteboard
and share them with friends

w

. How to give nonverbal
compliments to yourself

- High five, washing your hair,

tapping your shoulders, clapping,

laughing

40

1,3,4,7
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Session Procedures and Contents Time | Principles A== EHE W AT 7152 87t
Self-shooting : SELF-UP T AR BER7|7HH S = 2HS 7 A o171 2
1. Watch the video AF I AARE 5t AS FHOE Jit) g5t
- Enhance the effectivepess of self- 7} ARA Q] 715 Zot HY AT EHE Y 7|52 E8
e s e ol 3RY 4 =8 PASHAC 2268 L5
videos VA the 2350 S SolAE Aol erslol 2
Sesion | bapey GGGty mital | 40 123453 FUE 280 bt 4E 2830l BYE FRT 4+
consonant quiz) ' of. BESh 2l AAg S HZbehal A2 S FAL, i
— Solve 3 initial consonant quiz o] A& AHxele njuul S ATt & gt
S i A B0 A8 At
— Write a reflection note about A st= WS 435t S 2407 s}, sh&x) 7+
participatir.lg in a class using the A HAA S He1 AT FES Ea A 2o]|7
metaverse in a Padlet
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