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Introduction
One of the CoViRR training events has been organised in Thessaloniki (online) on 12-16 May
2021.
This event aimed to be addressed to students. The training event planned to train students on
clinical skills by the use of Virtual Reality Reusable e-resources, specifically the resources
developed within the framework of the project..
The Learning Objectives of the training event have been compiled and listed in advance. By
the end of this training participants would be able to:
1. Identify the difference between direct learning and immersive learning based on cases.
2. Understand what a Virtual Reality reusable e-resource is.
3. Demonstrate how to download and use a Virtual Reality reusable e-resource
4. Appreciate the use of virtual reality reusable e-resources within clinical skills overall.
5. Exploit innovative pedagogy through Virtual Reality reusable e-resources and spread the
word to other students and academic staff.

Participants of the CoViRR Training Event C2
The CoViRR training event C2 has been held online via Zoom as described below:

Venue: Online in Zoom
Join Zoom Meeting
https://authgr.zoom.us/j/97003837984?pwd=cEp3dDRKT2RJTEJLR3NhNGhTektZZz09 Meeting ID:
970 0383 7984
Passcode: 268292

The training event participants were mainly from AUTH, but representatives from RISE and
UoN have attended as well.

Recruitment
Aristotle University of Thessaloniki has published information on the event to specific courses
of the AUTH School of Medicine through teachers’ announcements and notifications at
relevant mailing lists. The event advertising included the publication of 2 posters, one of them
addressing the details of the event (created in English and in Greek) and a second one
addressing the Learning Objectives of the training event.
The posters can be found hereunder:

The participants were recruited through Eventbrite, an online ticketing platform which enabled
the online registration of students, while members of AUTH as organisers were able to collect
information and address messages to the attendants before the training event.

Event equipment
The event has been held online, and 40 local participants were invited to visit the Lab of
Medical Physics before the event, and collect a VR Headset, which they would use during the
training. The VR Headset were bought utilising the Project Management and Implementation
Costs of the project. The organising team has also prepared stickers advertising the CoViRR
project which have been placed on the VR Headset and on their exterior box.
The event combined both theoretical and hands-on training which was facilitated by the VR
Headset devices.

Communication
During the training event several announcements were made though social media channels to
the wider public. Significant dissemination of the training event has been achieved through the
Annual Conference of the School of Medicine of AUTH. A 2-hour slot of the training event
has run through the Conference, giving the opportunity to a very big number of attendants to
find out about the CoViRR digital innovations in healthcare education. They have also attended
a live demonstration of the CoViRR e-resources.

Participants of the CoViRR Training Event C2
The CoViRR training event C2 was held Virtually under the coordination of AUTH aiming to
prepare students on clinical skills using Virtual Reality Reusable e-resources. It combined both
theoretical and hands-on training.
Participants were mainly from AUTH, but also from University of Cyprus and UoN. Project
managers of partners invited students to participate in the event and no restriction was imposed
as it was a virtual event. Relevant announcements were made though social media channels to
the wider public. A balance between male and female participants achieved (see figure 1).
Out of the 87 participants registered in the training event, the 51 participated in all days of the
event, out of which only 39 evaluated the event by submitting their evaluation form as
instructed.
The number of male and female of the final participants is depicted below:
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Participants were requested to fill in an evaluation questionnaire in order to measure their selfreported confidence on clinical skills through training with VR resources and identify the
determinants involved in computer acceptance in general. It should be noted that not all the
participants filled in the post training questionnaire.

Evaluation of the Training Event
Participants Confidence set at a high rate after the event:

Participants knowledge and understanding on VR educational resources

Days Overall Evaluations
Participants were asked to highlight what they liked for each day and how each day could be
improved. Findings are described below per day of the training event
Day 1

The participants commented that they liked the overall introduction to the seminar where
participants met with each other through an ice-breaking game and they were informed about
what is to follow. They enjoyed the introductory presentations where they had a first glance on
VR and MR, 360 videos, and how they can be utilized in medical education.

Day 2
Participants enjoyed the use and testing of the VR resources developed by AUTH. They have
also appreciated the presentation of UoN application and they noted that the second day was
active and included a lot of exploration into the resources. The participants also enjoyed
listening to participants who took part in past co-creation activities and appreciated the
technical support and time devoted to testing, which gave the opportunity even to those who
had no previous experience, to familiarize with VR applications and relevant equipment.
Day3
Participants liked the resources presented and the storyboarding process. They very much
enjoyed hands-on testing of the resources and noticed that they were already more familiar
with the new technologies. They noticed that the resources presented were exhaustive and very
useful for the clinical skills practice of the students.

Day4
AUTH presented Focus Groups Discussions (FGD) about Heuristics information. Afterwards
a comparison presentation was made for virtual reality and 360 video vs 2D videos, so
participants noted that this discussion contributed a lot to their understanding. They have also
enjoyed discussion with lecturers about the advantages of VR resources and how students could
contribute in their development. The discussion, however, created some frustration to the
students who had not been offered a VR set (30 VR sets were purchased and offered to the first
30 participants of the event)

Day5
The last day of the event included the random grouping of attendees into small groups in which
they were encouraged to create their own scenarios for the creation of VR resources.

Brainstorming and cooperation with peers was something they really enjoyed, and the potential
future development of their idea was something that motivated them to be creative and enjoy
the presentation of their ideas to the whole group.
Examples of participants comments:
•

“It was nice to get introduced to the training event, meet the representatives, get in

touch and getting to know other students via the ice breaking game”
•

“I guess it would be nice if all participants had VR glasses but I guess that was

something difficult to do”
•

[I liked]“The intuitive demonstration of the VR resources”

•

“We go the chance to actually test the resouces”

•

“This session was really helpful for me in order to understand how to use the

apps”
•

“I liked the fact that organisers cared about our opinion in utilizing VR/360.”

•

“The discussion was productive”

•

[I liked]“Having the chance to work as a team to design a VR resource”

Evaluation of the event
The learning objectives of the event were clearly defined according to 91% of the participants.
Participation and interaction were encouraged, and the topics were relevant to the target
audience. Furthermore, the content of the course was well organised and easy to follow and the
trainers were well prepared to answer any questions. The 85% of the participants agreed that
the training experience would be useful for their career, while the 15% were neutral about this
aspect.
Furthermore, the participants believed that the learning objectives were met, at the same time
10% of the participants though that the time allocated for each of the sections of the training
event was not sufficient, but the 90% believed that it was. Most of them agreed that the pace
of the course was appropriate to the content and the attendees.
One participant wrote:
“I think that with all of these resources provided and if more resources are created, my style of
studying and learning would become more interesting, interactive and time-saving.”

Evaluation of C2 training event
The online platform used for
the training was clear and…
The pace of the course was
appropriate to the content…
The time allotted for each
section was sufficient
The learning objectives were
met
This training experience will be
useful for my career
The trainers were well
prepared to answer any…
The content of the course was
organised and easy to follow
The topics covered were
relevant to me
Participation and interaction
was encouraged
The learning objectives of the
event were clearly defined
3.8 3.9 4 4.1 4.2 4.3 4.4 4.5 4.6

Discussion and Conclusion
According to the analysis of the evaluation results of the event, one can comprehend, that those
students really appreciate the interactive and collaborative learning. They realised the learning
objectives of the training event and have gained the knowledge and skills required in order to
adopt VR/AR technologies in their future studies.

