Thriving through
Learning: Innovative
Practices in the
Classroom

"Breaking Boundaries in Anatomy Education: The Power of
Simulation Technology"

arty Suctatiory

1/26/2023



Table of Contents

Introduction
Methodology
Conclusion

References

10




Introduction

by Miriam Delgado Rosario

At Dewey University, the mission is focused on providing students with vibrant learning
experiences that equip them with the skills they need to succeed in a rapidly-evolving world.
The institution acknowledges the vital role that technology plays in education and is actively
seeking innovative approaches to provide active learning by doing learning experiences. In line
with the principles of John Dewey's philosophy, Dewey University has been offering practical,
hands-on learning opportunities to its students for almost three decades, strengthening its

reputation as an institution that prioritizes experiential learning.

In 2022, the university experienced a period of growth with the launch of innovative
learning methods through a summer program supported by IHSSO, a project supported by the
P031C160011 award. During this time, Dr. Ramon Rosario, one of our professors, came up with
the idea of integrating simulations into his anatomy course, with the goal of transforming the

learning experience for students in the classroom.

For our team everything felt like a given opportunity to institutionalize our summer
program's successful experience into a classroom course. Innovative teaching practices can
enhance student engagement and improve learning outcomes. Immersive learning allows a

learner to experience while learning by creating an environment that fully engages students.

In an anatomy and physiology course, an immersive learning strategy could involve

incorporating interactive digital tools, such as virtual simulations software or anatomical models,
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to give students a hands-on experience. In this case the immersive learning strategy presents
an artificial simulated environment (3D virtual reality systems) where the student can explore in
an environment using their senses. In the case of the anatomy course specifically, simulations
or virtual reality tools may allow students to interactive exploration of anatomical structures,
simulations of physiological processes, gamification of learning and can be particularly helpful
for students with disabilities, allowing them to interact with the content in a way that is more
accessible and accommodating to their needs.Students interact with the content, and live a
dynamic and meaningful experience creating a positive emotional connection that enhances

learning.

Some experts on the subject emphasizes that:

Through simulation, students can learn in virtual environments and practice real

life situations without any risk (Gil & Romans, 2010 ).

e Simulations have the potential to provide real experiences, so that a group can
visit a city in another country, from the classroom, making the experience
accessible and financially viable (Gil & Romans, 2010).

e Virtual environments support active learning, improving both the depth of learning
and the overall experience, by stimulating interactions between students and the
virtual environment (Ren et al., 2015 ).

e Students tend to pay attention in an immersive virtual environment, given a

higher level of engagement, involvement, and sense of presence compared to

the traditional manual lab environment. This could lead to an enhanced learning

experience, greater memorization of key objectives and concepts, and

outstanding lab performance (Baileson et al., 2008).




e Recent studies explain why incorporating entertainment elements, games and
stories are effective. Entertainment engages the student, so that the experience
is perceived as pleasant, so the student invests more time in it ( Zungri, 2015 ).

e "Virtual reality applications are being used for students with disabilities to

strengthen concepts and develop skills" (Ludlow, 2015, p. 6).

This white paper aims to report the process and evaluation of immersive reality strategy
integration through the use of a VR headset and the 3D Organon application to the Human
Anatomy and Physiology course (ANAT101) of the term FA2022, of the Manati unit, design by
various specialist and implemented by Dr. Ramon Rosario. This collaborative initiative was
managed and subsidized by the IHSSO Project, managed by its Project Director, Prof. Yosanalis

Torres Hernandez.

Methodology

Using what we learn at the summer program, and considering the recommendations we
receive, we begin designing and strategically planning ANAT101 Anatomy and Physiology |
course. In order to ensure that the course is effective in preparing students for their careers, it is
essential that it be designed, developed and assembled with great care and attention to detail.
This is precisely what happened in July 2020, when the work on the ANAT101 course began.

From the very outset, the goal was to ensure that the course would be effective in
providing students with the knowledge and skills they need to excel in their careers. This meant

that every aspect of the course had to be carefully considered and planned out, from the

learning objectives to the teaching methods and materials.




One of the key components of the course was the use of the 3D Organon application.
This application was essential for creating an immersive learning experience for students,
allowing them to explore and interact with the human body in ways that were not possible with
traditional teaching methods.

Unfortunately, there were delays in the purchase and acquisition of the application,
which led to a delay in the implementation of the course. However, this delay was ultimately
resolved, and the strategy could be implemented from week #9 of the four-month period, at the
beginning of November 2022.

Despite the delay, the team responsible for the ANAT101 course worked tirelessly to
ensure that it would be a success. They carefully reviewed and revised the course materials,
refining them to ensure that they were engaging, informative, and effective. They also worked
closely with students and faculty members to gather feedback and make any necessary
adjustments to the course.

Overall, the ANAT101 course represents a significant milestone in the development of
anatomy education. By leveraging cutting-edge technologies like the 3D Organon application, it
provides students with a powerful tool for learning and exploration. As such, it is sure to play a
key role in shaping the next generation of anatomists and medical professionals.

As anticipated, the initial response of certain students to the immersive learning
experience was positive. However, in order to obtain a more comprehensive understanding of
the impact of the ANAT101 course, evaluations were conducted with the students after the

course had concluded. These findings have been carefully collected and reported, providing

valuable insights into the effectiveness of the course in achieving its learning objectives.




Level of satisfaction - How much satisfaction will follow the integration of the immersive

learning strategy experienced in the course ANAT101- Human Anatomy and Physiology |

Nivel de satisfaccion - ;Clianta satisfaccion le generd la integracion de la estrategia de aprendizaje
inmersivo experienciada en el curso ANAT101- Anatomia y Fisiologia Humana |

17 responses

15

10

0 (0%) 0 (0%)
0 | |
1 2
None
satisfaction

13 (76.5%)

A lot
satisfaction

Learning level - How much benefit did integrating the immersive learning strategy bring you to

think and learn more deeply about the course content?

Nivel de aprendizaje - ;Cuénto beneficio le produjo la integracion de la estrategia de aprendizaje
inmersivo para pensary aprender mas profundamente sobre los contenidos del curso?

17 responses

15

10

1(5.9%
0(?%) (5.9%)

None
benefit

12 (70.6%)

0 (0%)

A benefit

significant




Difficulty level - How difficult was it for you to use the technological tool (VR

Headset) to participate in the immersive learning strategy?

Nivel de dificultad - ; Cuan dificil se le hizo el manejar la herramienta tecnoldgica (VR Headset)

para participar de la estrategia de aprendizaje inmersivo?

17 responses

15
10
5
0 (0%)
0 |
1 2

It was not
difficult

1(5.9%)

3(17.6%)
2 (11.8%)
4 5
It was very
difficult

Level of entertainment after initial exposure - How relevant or boring did the use of the

immersive learning tool and strategy become, after that first time?

Nivel de entretenimiento después de la exposicion inicial - ;Cudn relevante o aburrido se hizo el
uso de la herramienta y la estrategia de aprendizaje inmersivo, luego de esa primera vez?

17 responses

15

1 (5.9%) 1(5.9%)

Turned
irrelevant or boring
after the first experience

0 ((‘)%)

3

14 (82.4%)

Never
turned
irrelevant or boring




Which part of the course did you like more, the weeks without the use of immersive reality

strategies, or the weeks where the immersive reality tool and strategy were used?

¢Qué parte del curso te gustd mas, las semanas sin el uso de estrategias de realidad inmersiva, o

las semanas donde se utilizé la herramienta y estrategia de realidad inmersiva?
17 responses

@ las semanas sin el uso de estrategias
de realidad inmersiva

@ las semanas donde se utilizo la
herramienta y estrategia de realidad
inmersiva

Blue - the weeks without the use of strategies immersive reality

Red - the weeks where the reality tool and strategy immersive

Positive Comments:

e Excellent

e Everything is super good

e Both the class and the teacher Rosaro were excellent and a great help for
learning. Very thankful!!!

e |t was spectacular

e |tis super better for learning | loved it and | learned more with it

e Very satisfied with the change they make to educate the student body;

looking for new ways to capture the student's attention to make the class

active and not monotonous.




e |nnovation is always very good and even more so now that the world is
advancing in terms of technology. Thank you very much for your
contributions to our learning.

e Best teacher

e |liked it alot and | also learned a lot thanks to the teacher for everything
and to those who invented this great idea.

e | think it is much more entertaining and captures the attention of the student
and stops being monotonous.

e | really liked this idea and thanks to those who invented this great idea |
learned a lot and thanks to the teacher for everything.

o |really liked it.

Recommendations:

e [n the future | would like to use VR for 100% of the course.

e | hope | can catch ANAT-102.

Overall, the level of satisfaction with the immersive learning experience in the ANAT101
course was very high. Students reported feeling engaged and motivated by the use of the 3D
Organon application and other interactive digital tools. They also praised the use of simulation

technology, which allowed them to explore and interact with anatomical structures in ways that

were not possible with traditional teaching methods.




Conclusion

The implementation of the immersive learning strategy presents a significant contribution
to the field of educational practice. This strategy creates an artificial simulated environment
through the use of 3D virtual reality systems that provide students with an opportunity to explore
and interact with content in a manner that is analogous to their experiences in the real world. By
engaging the senses, the immersive learning strategy allows students to experience credible,
dynamic, and meaningful situations that foster a positive emotional connection and enhance the
learning process.

The use of immersive learning provides a range of benefits to students. It can improve
student engagement, motivation, and retention rates. Additionally, immersive learning can offer
a more flexible and personalized learning experience, allowing students to learn at their own
pace and providing opportunities for immediate feedback. Furthermore, immersive learning can
be particularly beneficial for students in fields such as anatomy, where experiential learning can
have a significant impact on comprehension and retention.

These findings suggest that the use of simulation technology and immersive learning
strategies can be highly effective in promoting student engagement and improving learning
outcomes in anatomy education. As such, they represent a valuable tool for educators seeking
to enhance the quality of their teaching and prepare students for success in their careers.

Looking forward, it will be important for Dewey University to continue to invest in
innovative teaching practices like those used in the ANAT101 course. By doing so, the institution

can ensure that its students remain at the forefront of their fields and are equipped with the

knowledge and skills they need to thrive in a rapidly-evolving world.
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