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Impact of Virtual Reality-Based Clinical Training for Radiography Students.
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In this study, we developed VR content for chest radiography training and
evaluated its learning effects to clarify the learning effects of role-play learning of radiography
using virtual reality (VR) in training education for radiology technologists. In developing the
content, we obtained data on the techniques of several skilled technicians using objective
indicators based on gaze information, and created clinically valid scenarios and evaluation indices
for the education of training school students to reflect the data. The developed content was
surveyed by teachers and students to determine its usability as a teaching and learning tool. The
learning effectiveness of the content was evaluated and found to be effective in teaching the basic
techniques required for clinical practice before and after the training.
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Scenario scene No. Purpose of action for the scene

1. Preparation before patient reception

2. Calling in the patient

3. Patient preparation

4. Positioning of the area of interest

5. Performing the exam

6. Completion of the exam

Preparation for chest X-ray prior to calling in a patient
- Inviting the patient in from the waiting area
- Confirming the patient’s basic information
- Explaining the exam and providing a gown
+ Reconfirming the patient condition
- Attending to the radiography table
+ Performing patient positioning
- Placement of the X-ray source and detector
- Performing X-rays on patients
* Review the acquired images

Guiding the patient to the exit
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Scenario Scene No.

Fit rate to our validation model (%)
() contains each subject’s score

[ ] contains the number of

educational items in the scene Subject ID Average fit rate
001 002 003 004 005
1. Preparation before patient reception [7] 714 714 85.7 100.0 85.7 829+120
®) ®) © @ ©) (5.80+0.84)
2. Calling in the patient [3] 100.0 100.0 100.0 100.0 100.0 100.0+0.00
3 3) 3 3) 3) (3.00+0.00)
3. Patient preparation [1] 100.0 100.0 100.0 100.0 100.0 100.0+0.00
(¢)) 1) @ (¢Y) (¢Y) (1.00+0.00)
4. Positioning of the area of interest [8] 875 75.0 100.0 100.0 100.0 925+11.2
@ © ®) ® ®) (7.40+0.89)
5. Performing the exam [9] 8890 88.9 778 100.0 100.0 91.1+930
3) ®) ) © ©) (8.20+0.84)
6. Completion of the exam [3] 100.0 100.0 100.0 100.0 100.0 100.0+0.00
3) 3) 3) 3) 3) (3.00+0.00)
Total of all scenes [31] 87.1 839 903 100.0 968 91.6+6.70
@n (26) 28) 31 30) (28.4+2.07)
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