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Development of realistic audiovisual educational system for veterinary clinical
techniques with movable viewpoints videos
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Veterinary clinical education requires learning a variety of techniques, but

unnecessary use of laboratory animals should be avoided as much as possible. For this reason,
videos and alternative non-living animal models have been used; however, in order to provide more
realistic feeling in practice, virtual reality (VR) materials were created and evaluated. The
teaching materials were filmed with a 360-degree camera, played back in a dedicated mode using a
smartphone application on a VR head mount, and viewed by veterinary students. As a result of the
survey, 142 students reviewed the VR materials, with 78 students (53.1%) answering "very good", 51
students (34.7%) answering "good"”, and 13 students (8.8%) responding with "not good". VR teaching

materials were considered useful to stimulate students® interest and motivation as an introduction
to small animal clinical education.
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