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VR-ENVIRONMENT FOR POST-TRAUMATIC
IDENTITY RECONSTRUCTION

In the contemporary world marked by social and military turbulence,
post-traumatic stress disorder has become a global psychosocial challenge.
Traditional therapy remains limited in restoring the deep structures
of identity disrupted by trauma. Virtual Reality (VR) emerges as an inno-
vative environment for the reconstruction of the Self, integrating cognitive-
behavioral, emotional-bodily, and meaning-making mechanisms of subjec-
tivity restoration. ldentity reconstruction within VR implies the creation
of a new, coherent sense of self through processes of re-interpretation,
embodiment, and empathic interaction.

The aim of this study is to provide a theoretical rationale for VR
as an environment for post-traumatic identity reconstruction and to develop
an original model grounded in the narrative, embodiment, and social-
constructivist paradigms.

Reconstruction of identity after trauma represents a multidimensional
process that unites cognitive, emotional, bodily, and social aspects
of personal functioning. Traumatic experience may serve as a catalyst
for the transformation of subjectivity — within the Post-Traumatic Growth
Model, trauma is seen as an impetus for reinterpreting one’s life story.
This is supported by V. Yatsenko and N. Darvishov, who emphasize the role
of narrative reconstruction in restoring the coherence of the Self [14, p. 98].

According to the paradigm of narrative identity, trauma produces
a «narrative rupture» that can be overcome through the reinterpretation
of meaning and the restoration of personal agency. The reconstruction
of identity occurs through the interplay of resilience, therapeutic
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intervention, and social support [8], while the effectiveness of narrative
therapy has been empirically confirmed [12].

An essential mechanism in this process is the Proteus effect —
the transformation of self-perception and behavior through changes in one’s
virtual avatar [9; 10; 1]. Within the framework of the extended self concept
[5], VR is regarded as an external carrier of identity, while T. Gruenewald
and C. Chen describe it as a “memory machine” that facilitates the
reconstruction of individual and collective experience through immersion
and embodiment [6].

The most advanced domain of VR application is PTSD therapy.
The Bravemind system has demonstrated its efficacy in treating both
veterans and civilians [3; 13], whereas Psious and Oxford VR programs
emphasize the importance of content personalization and the therapeutic
alliance. In parallel, VR-storytelling practices have evolved, enabling
individuals to reinterpret their biographies through interactive participation
in the narrative [6].

The embodiment effect is actively used to address bodily and cultural
trauma: avatar transformation enhances empathy and self-compassion [2],
while the EmbodiMap project assists refugees in restoring bodily integrity
[4]. Meanwhile, UNVR Films foster empathy and social understanding [7],
and collective VR interactions have been shown to reduce intergroup
bias [11].

Thus, VR platforms are evolving from therapeutic tools into complex
environments for identity reconstruction, integrating narrative, embodied,
and social processes into a unified system of psychological restoration.
The proposed conceptual model of the VR-environmentis based on the
synthesis of narrative, embodiment, and social-constructivist paradigms,
within  which VR functions as an interactive space for restoring
the coherence and integrity of subjectivity (see Fig. 1).

The model comprises three interrelated modules:

— Narrative Re-Interpretation Module, which restores the disrupted
continuity of one’s life story through meaning reconstruction and the
modeling of alternative scenarios [McAdams & Neimeyer; 14].

— Embodiment Module, aimed at reconstructing bodily identity through
the Proteus effect, which transforms body perception and enhances
self-acceptance [9; 1].

— Socio-Empathic Module, which facilitates social integration through
collective VR interaction, empathy development, and the formation
of new social bonds [7; 11].
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PARADIGMATIC FOUNDATION

NARRATIVE PARADIGM EMBODIMENT PARADIGM
Reconstruction of meaning and coherence Re-experiencing through virtual body presence
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—_— - —_—
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Fig. 1. Conceptual Model of the VR-Environment
for Post-Traumatic Identity Reconstruction

The dynamics of the model illustrate a progression from fragmentation
to integration, represented by the sequence: trauma — disintegration — VR
simulation — reconstruction — post-traumatic growth.

VR provides a safe environment for restoring meaning structures,
embodied presence, and social interaction, resulting in the emergence
of a new coherent identity.

In a systemic perspective, VR functions as a «simulator of subjectivity,»
integrating real and virtual experiences and activating the «extended self»
[5]. This integration of memory, embodiment, and interaction transforms
trauma into a resource for inner growth, self-acceptance, and existential
maturity.

Summarizing the results of the analysis, it can be concluded that virtual
reality technologies establish a new paradigm of post-traumatic adaptation,
in which VR serves not merely as a therapeutic tool but as a space for deep
identity reconstruction. The proposed conceptual model of the VR-
environment is grounded in the synthesis of narrative, embodiment,
and social-constructivist approaches and incorporates three interdependent
modules: the Narrative Re-Interpretation Module (restoration of meaning
coherence), the Embodiment Module (formation of bodily presence),
and the Socio-Empathic Module (reconstruction of interpersonal
connections).

The model demonstrates that VR can act as a «simulator of subjectivity,»
within which the individual restores the coherence of the Self and transforms
trauma into an experience of growth and self-realization.
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Future research perspectives involve empirical validation of the model’s
effectiveness and the development of integrative VR psychotechnologies
that combine cognitive meaning-making, bodily acceptance, and social
interaction within a unified system of identity restoration.
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POJIb COIJAJIBHOT'O CEPEJOBHIIA
Y IMHAMIII CAMOPEAJII3ALII MIIJITKIB
3 JEJIIHKBEHTHOIO ITIOBEIHKOIO

OCKIJTbKH TIATITKOBHN BiK XapaKTEPH3YETHCS IMPHCKOPEHUMH IIPOIe-
caMHy KOHcoJIIaii iteHTHIHOCTI, PopMyBaHHS LIHHOCTEH Ta MOTHUBALIHHOT
opieHTalii, THWTAaHHI caMopeanmi3amii Ha IFOMY €Tali € HaJ3BHYAiiHO
BOXJIMBAM Ui ITICHXOJIOTii PO3BUTKY ocobucTtocti. OnHak mnIax
0 caMopealizamii MiATTKIB, AKi CXWIbHI J0 HPOTHUIIPABHOI TOBEHiHKH,
YacTO CIIOTBOPIOETHCS MIKOCOOMCTICHUMH Ta CTPYKTYpHHMH (hakTopaMu
iXHBOTO COLiaILHOrO OTOYEHHs. [10ACHNUTH, SIK (HaKTOpH PUBUKY Ta 3aXUCTY
B KOHTEKCTI OJHOJITKiB, IIKOJH, COI[aIbHOTO CEpeloBHINA Ta CiM’i
B3a€MOJIIIOTh, BIUIMBAIOYM Ha MOTEHI[iaJl camopeawi3amii, € CKJIQIHUM
3aBIaHHSM.

3rigHo 3 aHATI30M eMITiPUYHHUX JOCHTIHKEHb, HEBIEBHEHICTD Y MPHXUIb-
HOCTI 3HAYHO MiJBHIIY€E WMOBIPHICTh HPOTHIPABHOI MOBEMIHKH. 3a JIOIO-
Moror MeraaHanizy M. XoB Ta iH. NpPOJAEMOHCTPYBAJIH, WO, TOHi 5K
BIIEBHEHICTh y TPHUXMIBHOCTI CIYry€e 3aXUCHUM (aKTOpOM, SIKUIl CIIpHsiE
aJalNTUBHUM IUISXaM (OPMYBaHHS 1IEHTHYHOCTI, Cllabki abo TOpYIIeHi
CTOCYHKM MDK OaTbkaMH Ta JAITbMH CYTTEBO KOPENIOIOTHh 13 JIEBIaHTHOIO
MOBEMiHKO MimmTKiB [2, c. 776-777]. e cBimunte mpo Te, IO
MOTHBallillHa OCHOBa MAJsI camopeaJizaiii Oe3rnocepenHbOo 3aJeXKHUTh Bif
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