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The purpose of this study was to develop a mental training program based on
virtual reality (VR) technology using a head-mounted display (HMD). This study consisted of two
studies: the first was the development of a VR system using HMD, and the second was the verification

of the effect of mental training using HMD on athletes.

In this study, a new system has been developed to construct a VR environment from the images

captured by an omnidirectional camera that can capture 360°

images, and to enable the user to move

around_in the environment. The system was found to be a stress stimulus that reproduced the
competition scene and increased the arousal level of the athletes.
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