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Background

Dr. Michelle Aebersold and
colleagues developed a virtual
reality simulation where nurses
and pharmacists administering
chemotherapy drugs can learn
about proper safety protocols in a
risk free environment. During this
study the simulation was user
tested and will now under
iterations based on findings
before being released on the
Oculus app store.
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cognitive load. We also had
them narrate their
experience out loud as they
went through the
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(Bastien, 2010). This was use this simulation for training.

recorded, transcribed, and
coded for themes. The overall
focus was on ease of use,

knowledge gained, and

overall experience. Supported by the National Cancer Institute and the
University of Michigan Center for Academic Innovation.
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