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Overview: A platform to help train medical

professionals using simulated patients in an EHR
environment.

Problem: For the neuroscientist or clinical faculty

member in psychiatry or neurology, creating and
delivering learning cases is often time-consuming and
challenging. With funding from NIDA, the current project
created a platform that helps faculty acquire, modify, or
create teaching cases based on their prior work, and then
deliver case-based instruction to students in a variety of
engaging and decision-focused formats. The platform
provides a standardized and consistent training experience
for students and enhances the consistency and capability
of a single university.

Case Creation:

The Unity-based Creator application
enables the educator to create cases from a template or modify
an existing case uploaded by a fellow neuroscientists. The
application supports the inclusion of images as well as
branched path dialogue requiring learners to make choices and
in return receive tailored feedback based their decisions.
Faculty upload the resulting XML file to the case-sharing
platform, similar to how developers upload phone apps to an
App Store.

Case Analysis:

Using the Tracker App, the administrator or faculty member can track
individual and group progress, as well as identify problems and successes as learners
advance in the learning activity. The app reports if the student is meeting clinical
competency standards in neuroscience topics such as alcohol and substance use, psychosis,
epilepsy, brain tumors, and Alzheimer's disease.

Goal: Collaborative creation and sharing of cases,

combined with broad dissemination to a variety of delivery
platforms, provide a comprehensive solution to case-based
training. By influencing critical skills and knowledge, the
solution enhances the provision of high-quality sciencebased healthcare to patients.

Case Experience:

In the Learner application, learners
varying from students in early training to established residents
retrieve the XML file for the case and explore a decision-focused
interactive experience. They interview the simulated patient
through branched path decision-making, review information and
images, choose among assessment, diagnostic, and treatment
options, and receive feedback based on those choices. The app
supports different levels of difficulty with varying feedback or
support. Learners can rate the experience and read fellow student
reviews and ratings.
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Learner apps for different delivery modalities range from a
smartphone to an Oculus VR Headset. The app reads the XML file
for the case and formulates an experience tailored to that
platform. Using a Phone-based Learner App, students can work
individually or in a group that shares the experience. In the
Oculus VR Learner App, the learner interviews the patient through
prompted questions and receives a spoken response from the
patient using a text-to-speech engine in the proper language. The
highly immersive experience targets conversational and cultural
competency-based skills.

Future Directions: Digital voice creation technology allows for
customization of the dialog components to match the language and
accent of the learner
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