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LIVE+
LIVE+ is a portable VR device system 
providing real time images and videos 
to users.

We aim to improve people’s long term 
mental health by stimulating the senses 
of sight, hearing and smell. 

Ultimate goal is to extend human 
longevity through improved mental 
health.



Travel with LIVE+
-LIVE+ is a completed system as a combination of 
internal real time multifunctional recorders and 
external recorders installed in different places all 
around the world.

-When users connect to LIVE+, they can choose a 
“destination” and the live video of that place will be 
shown on their screen.

-Smells of the chosen places will be analysed by the 
recorders and regenerated in the device.

https://pxhere.com



VR Gathering with LIVE+
Imagine the VR version of Skype or Facetime, this is 
what LIVE+ can do.

No matter if you are on trips or at work, LIVE+ can 
help you to contact your business partners, friends, 
and family immediately with highly realistic 
perception.

With LIVE+, never worry about nostalgia and “long-D”!



Exploring the nature anytime with LIVE+

Explore jungles, beaches, mountains, volcanoes, or the icy 
poles during your office lunch break!

Experience the aurora and starry nights before you go to bed!

Having simulated wanders on the Sahara Desert when you 
are on the MTR!

Don’t miss your station!



Advantages of LIVE+
Low in Selling Price

Improves Living Quality

Variety of Scenes Available

Enhances Mental Health

+Super Portable



Mental Health on Longevity? 
Mental Health (World Health Organization)

"Subjective well-being, perceived self-image, autonomy, competence, and 
emotional."

National Association of State Mental Health Program Directors

Adults with serious mental illness like schizophrenia die about 25 years earlier 
than the general population.

older people were up to 35 percent less likely to die if they reported feeling happy, 
excited, and content in normal days.



Mental Health on Longevity? 
Scientific evidence in terms of telomeres

professor of psychiatry at San Francisco

Shortened telomeres = shorter lifespan

A study with 20 participants,

10 (poor mental health condition like depression)

results in shorter telomere length compared to 

control group.



Significance of VR in Mental Health 
MEDE 3010 Integrated Project Report - Group 5 2018 1st Semester 

Hypothesis: Watching roller coaster VR video has a higher increment in heart rate than watching 
without VR

Outcome: Participants who watched VR version video had a higher increment in heart rate than the 
2D control group the fear during the ride (Difference: Mean: 5.6 bpm) 

Explanation: 

VR: having a higher immersion level        the level of fear created increased, stimulation 
of  adrenaline increased       leading to higher heart rates in participants.        VR is more 
realistic compared with 2D videos.                 VR > videos in mental health



Strong Association Between VR and Mental Health 

1. Applied VR (The first VR platform designed for healthcare)
- Uses the mobile Samsung GearVR to treat hospital patients 
- Effectiveness: Games reduce pain in young patients by 24% a recent trial.

https://www.forbes.com/sites/charliefink/2017/10/25/vr-brings-dramatic-change-to-mental-health-care/#48fc22184361

https://appliedvr.io/

Increased medical use of VR! 



Strong Association Between VR and Mental Health 
2. USC Institute for Creative Technologies and the U.S. Army 

Name of the system: "Bravemind"

***Extinction learning refers to the gradual decrease in response to a conditioned stimulus that occurs when the stimulus is presented 
without reinforcement. 

recreate an inciting incident in a war zone to activate 
"extinction learning" and thus relieve fear and anxiety. 

Treat soldiers' Post-Traumatic Stress Disorder 



Target population

People who have limited mobility 
E.g the disabled, the elderly

Working class & office workers 
who do not have time to relax 



Potential risk
1. Virtual reality sickness (similar to motion sickness) 
- Symptoms such as dizziness, nausea, and headaches 

*** Only occurs in prolonged use of VR

2. Safty concern 

- Trip-and-fall? 

*** Advice to product users: Only use in open spaces 



Potential Concern 

Fake happiness?

** As long as the brain of the user is stimulated, 

the mental health will be enhanced!  



Potential competitor
Companies with the VR technology in the 
healthcare Industry

- E.g Applied VR : The first VR platform designed 
for healthcare

- Content: Games and guided relaxation to nature 
experiences and education. 



Potential competitor
Companies with the VR technology in the 
healthcare Industry

- E.g DEEP : A special meditative VR game where 
the player walks through a beautiful underwater 
environment.

- Cubicle Ninja’s Guided Meditation VR: provides 
a quartet of soothing, deeply engaging environments 
to experience.

https://www.vrfocus.com/2017/05/emotion-sensing-in-vr-how-vr-is-being-used-to-benefit-mental-health/



Potential competitor
Other VR products like Daydream View by Google and Sony 
Playstation VR aim to bring VR experiences to games

How can Live+ outweigh them:

● Not just for fun, but also good for health
● Suitable for everyone, even elderly and the disabled
● Easy to use
● Affordable price





Thank You!


