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Background

Lead an R&D Company developing digital
technology to impact medicine and health

Disclosure

Not Selling. Passionate about the potential
value of VR and Immersive Technology
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Presentation Goal

Specific

Discuss how headset-based, immersive virtual
reality technology can provide a unique
learning experience

Impression

Consider how immersive VR could address an
education/training challenge meaningful for you.
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My World: Healthimpact.Studio

VR Games and Simulation for Health Impact

3D Visualization - VR Brain Exploration

Preparatory Guidance - Clinical Encounters: Medical
School Simulated Clinical Environment
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https://www.healthimpact.studio/
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So What does VR Do?

* Freedom from Distraction

* Replacement of Real
Worid

* Closer Engagement

* Increased flow or a sense
of timelessness and a
heightened focus on the
game or simulation

* True 3D visualization




VR Brain Exploration: Reward Pathways
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Engagement Adds Value

* Learner control and self-determination

* Self-expression and creativity and drives intrinsic
motivation

* Role-playing in engages the participant in a cycle of
practicing change

* Immersion instills flow or a sense of timelessness and
focuses on the game at hand
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Temple Presence Inventory (TPI) adapted from
http://matthewlombard.com/research/p2_ab.html

Assess Presence

TPI - Spacial Presence

TPI - Social presence - Actor within medium (parasocial
interaction)

TPI - Social presence - Passive interpersonal:
TPI - Social presence - Active interpersonal:
TPl - Engagement (mental immersion):

TPI - Social richness:

TPI - Social realism:

TPI - Perceptual realism:



http://matthewlombard.com/research/p2_ab.html

The Challenge of VR Development

 Cybersickness
* Novel Users

* Users with past
hegative experiences

* Users prone to
motion sickness




The Challenge of VR Development

* Medically-accurate immersive mode

* Multi-poly model of 3D images from commercial company
- Photogrammetric scan, remeshed
— Zbrush to create “shells”

- Remeshed to add or subtract detail depending accuracy
and Rift vs Quest

 Added content from fMRI scans, added additional parts of
the brain, and added pathways
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Future Development

e Stage 3: Activate a
Pathway to Explore

* Stage 4: Modify a
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Preparatory Guidance
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Games and Simulations Build Helpful
Skills and Behaviors Already

v Novel Experience/Narratives

v Quick Decision-Making

v’ Collaboration

v Focus on Improvement, Challenge, and Growth
v Team-Building

v Eye-Hand Coordination

v' 3D Visualization and Modeling

v Understanding Cause and Effect
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Make Choices
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Assess Satisfaction

I think it is easy to learn what | need to learn.

I cannot tell that | am getting tired during the experience.
* | am captivated from the beginning.

* |1 am in suspense about whether | will succeed.

* It allows me to be imaginative.

* Itis fun.

* | enjoy the sound effects.

* The ability to navigate to be straightforward.

* The characters/situations are well developed.

* It supports social interaction.
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Role Play Adds Value

Role-playing in VR engages the participant in a cycle of
practicing change by:

* Initial self-reflection

* Taking action

* Post-action reflection

* Conclusion/outcome

* Planning that promotes longer-term real-worild

behavioral change
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Check Out: Brain.Healthimpact.Studio

re Games We're Hiring!

ssssss

é VR BRAIN _ ; , HOME  ABOUTUS _ EARLY ACCESS = BLOG- CONTACT US

exploration

1) Check Out

2) Email me:

bradtanner@gmail.com L ! VR Braln- iEprora.tlbr;‘ /; :
3) Fill out { / 'I:lfwgaie_‘fhroﬂgh ﬂ'lemg ll‘tual Reaﬁ:;:;/ *
Early Access Form Wty > E

https://brain.healthimpact.studio/futuredevelopment/
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