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MENTAL ILLNESS  IS 
A MAJOR PROBLEM...
As we’ve gotten better at curing diseases of the body, 
we’ve had only moderate success curing diseases of the 
mind. Despite the average life expectancy increasing 20 
years since 1950, mental illnesses continue to impact 
rich and poor countries alike, economically and socially, 
in our pocket books and in our hearts. Unfortunately, 
the burden of mentall illnesses is projected to only get 
worse, with the World Economic Forum estimating that 
net impacts will double by 2030.

....A PROBLEM WITH A
COMMUNICATION GAP
Despite their outsized impact on society, mental issues 
have a serious public image problem.  Even as they 
cause more direct and indirect suffering than many 
people imagine, their symptoms tend to be less visible 
than those of other health problems.  This gap leads to 
situations in which mental health conditions are ignored, 
misdiagnosed, or even stigmatised by people and 
institutions. Unfortunately, this type of reaction triggers 
vicious cycles of repression and isolation that actually 
multiply the effects of these disorders.

$2,493,000,000,000
	 	 	is	the	estimated	annual	total	cost	of	
	 	 mental	illness,	according	to	the	WEF

	 	 9	in	10	suicides
	 	 are	linked	to	mental	disorders

  1	in	4	people
	 	 are	affected	by	a	mental	disorder	
	 	 at	some	point	during	their	lifetime



BUT THERE’S A NEW TECHNOLOGY 
THAT COULD BRIDGE THIS GAP:
CINEMATIC VIRTUAL REALITY
CVR is being by used by everyone from the UNHCR to build awareness 
about what it’s like to be a refugee to NASA which has released a 
video highlighting the impacts of climate change. Viewer reactions 
have been extremely positive.

What is Virtual Reality?

Virtual Reality refers to a family of media technologies that use 
head mounted displays and movement tracking to give users the 
impression of being fully immersed in the environment they create. 
It is generally divided into interactive (eg. games,)  and linear (eg. 
films) experiences.

THE TECHNOLOGY IS 
EVOLVING QUICKLY.
While VR is currently functional, production and 
viewing technology is getting better, fast. The 
net effect is decreasing production costs and 
even more realistic experiences. According to 
analysts, VR’s biggest challenge right now is that 
there is simply not enough quality content on 
the market yet for viewers to buy headsets.

THE SCIENCE ADDS UP,
Cutting-edge studies show that VR has the 
potential to rewire perceptions in test subjects 
at levels inaccessible to other media.

IN SHORT, CINEMATIC VR IS AN 
EMERGING OPPORTUNITY TO 
MAKE GREAT PROGRESS ON A 
TRICKY ISSUE
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THE DIFFICULT PEOPLE PROJECT HAS BEEN WORKING TO TURN THIS 
OPPORTUNITY INTO IMPACT BY MAKING FILMS SHOWING WHAT 
IT’S LIKE TO LIVE WITH MENTAL DISORDERS... 

Attention Deficit
Hyperactivity Disorder

In partnership with CERN, we produced 
an experience showing how untreated 
ADHD can affect work life. This film was 
shown at Festival Tous Ecrans 2015.

Obsessive Compulsive
Disorder (OCD)

This film shows that OCD is more than 
just an obsession with cleanliness by 
taking us into the life of a woman whose 
fear of stealing prevents her from going 
grocery shopping.  Made with the help 
of and shown at the World VR Forum.

...AND DOING 
LOTS OF R & D.
Making good VR films is hard.   The 
technology is young and filming 
often involves 4 or more cameras as 
well as many wireless microphones. 
The cinematic language of VR is 
also undevelopped, especially for 
expressing inner states.  Each of our 
productions requires finding new 
solutions, both technical and narrative, 
to achieve results that will resonate 
with the audience.

How our films can make a difference
Our films make it easy for people of all backgrounds 
to recognise the symptoms of mental disorders 
and empathize with, rather than stigmatise, people 
with these conditions. By targetting the friends, col-
leagues and family of people suffering with these 
disorders, these films can directly affect their inter-
actions with them.

Alzheimer’s Disease

Backed by the Geneva University Hospital, 
we are making a film showing how early-
stage Alzheimer’s leads to feelings of 
denial, anxiety, and even  anger among 
those who suffer from it.



TO MAKE THEM HAPPEN 
WE’LL NEED HELP WITH:

FINANCIAL 
SUPPORT

TECHNICAL 
EXPERTISE

AND OUR WORK HAS BARELY STARTED,
WE HAVE BIG PLANS THIS YEAR.

Produce More 
Content

Eating disorders, depression, and  
panic attacks are just a few of the many 
conditions we’ve been asked to make 
VR experiences for.  The huge variety  
of conditions and situations they 
cause mean we will have work for the 
forseeable future.

Show Our Content 
Where It Matters

There’s no point in making movies if no 
one watches them.  We hope to make 
VR headsets available to patients in 
the French part of Switzerland through 
their doctors so that they can use it to 
communicate with with members of 
their social circles.

MEDICAL 
GUIDANCE

Produce Better 
Content

We’re proud of what we’ve made so 
far but there’s room for improvement.  
We want to continue deepening the 
immersiveness of our experience 
through empircal feedback, technical 
improvement, and new narrative 
methods.



THE STORY
The Difficult People Project was born at the 2015 
CERN Science and Storytelling Hackathon, a 
series of workshops exploring the potential of 
Virtual Reality in communicating about scientific 
issues.  After a succesful showing of the pilot 
production at Festival Tous Ecrans in Geneva that 
year, the project continued with a production at 
the World VR Forum before being backed by the 
Geneva University Hospitals. 

THE DIFFICULT PEOPLE PROJECT IN A NUTSHELL

RAISON D’ÊTRE
The idea for the project came from Jonathan Moy de 
Vitry, the project founder’s, own experiences struggling to 
communicate with the world about the complications of 
living with severe ADHD. He dreamed of not only having 
a way to really show his friends what living with a disorder 
was really like but to also help others living with mental 
conditions to do the same.

RIGHTHERE/
RIGHTNOW
As of September 2016, the project is continued as 
an activity of RightHere/RightNow Productions, a VR 
film startup founded by Jonathan and his assoicate 
Thibault Bernard, a photographer from Paris. We focus 
our operations on the French par of Switzerland.

CONTACT DETAILS
thedifficultpeopleproject@gmail.com
www. http://jonamdv.wixsite.com/difficultpeople
+41 (0)78 951 2010


