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Introduction: The COVID-19 pandemic has been linked to an increase in loneliness and a decrease in social
skills among adolescents, both of which are recognized as risk factors for mental health concerns. Social
skills training and relationship-building interventions are considered promising strategies to mitigate these
health concerns and strengthen resilience. Method: We have developed a virtual intervention platform that
aims to improve social skills and well-being among adolescents. This platform is an immersive multiplayer
video game that uses 5G and virtual reality (VR) technology. Our YouthVR environment features a supervi-
sor, represented as an owl, who guides participants aged 10-14 through various scenarios. The interactive
elements and aesthetically pleasing atmosphere are designed to encourage communication and collaborative
engagement among participants. Results: The VR environment was successfully implemented and the first
draft of the intervention manual was finalized. Ways that the environment was improved and adapted during
the internal testing feedback rounds will be presented . Conclusion: This promising VR intervention could
contribute to the improvement of social skills and well-being in adolescents, and will need to be tested in a
larger trial to establish effectiveness.
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