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Abstract

Described in this thesis are the details behind the implementation of virtual hu-
mans into NTNU’s virtual university hospital in Second Life. These virtual hu-
mans played as patients, and it will be discussed how such virtual patients can
contribute to the education of medical personnel. The work in this project build
upon work done earlier on the virtual hospital by the students Kleven and Heintz.
Virtual environments have been explored earlier by other projects as an alterna-
tive to traditional patient simulation and paper based education. These projects
have been met with positive results, and this thesis was an attempt to implement
virtual humans in a virtual hospital for purposes of patient simulation. The eval-
uation of the work took place in two stages. Firstly, a testing of the system by
nurse students and teachers from Alesund University College. The second stage
was the presentation of the system to two experts, a teacher from the Faculty of
Nursing (HiST), and a professor at the Department of Public Health and General
Practice (NTNU).



Abstract (Norwegian)

Beskrevet i denne avhandlignen er detaljene bak implementasjonen av virtuelle
mennesker i NTNUs virtuelle universitetssykehus i Second Life. Disse virtuelle
menneskene spilte pasienter, og det vil diskuteres hvordan slike virtuelle pasienter
kan bidra til utdanningen av medisinsk personell. Arbeidet i dette prosjektet byg-
ger pa arbeid gjordt tidligere pa det virtuelle sykehuset av studentene Kleven og
Heintz. Virtuelle miljger har blitt utforsket tidligere av andre prosjekter som alter-
nativer til tradisjonell pasientsimulering og papirbasert utdanning. Disse prosjek-
tene har blitt mgtt med positive resultater, og denne avhandlingen var en forsgk
pa a implementere virtuelle mennesker i et virtuelt sykehus for pasientsimuler-
ing. Evalueringen av arbeidet ble gjordt i to deler. Den fgrste var en testing av
systemet av sykepleierstudenter og -leerere fra Hoyskolen i Alesund. Den andre
delen var presentasjonen av systemet til to eksperter, en laerer fra Avdeling for

sykepleierutdanning (HiST), og en professor ved Institutt for samfunnsmedisin
(NTNU).
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Glossary

Prim: A prim, or primitive, is in SL a single-part object, consisting of a single
mesh. It’s a basic object, independent of any other objects.

Linkset: A linkset is a combination of prims into a single object. All the pims

in the linkset can be easily manipulated at the same time by changing the object.
Only some specific bits of code can access a prim in a linkset.

UUID: An UUID is assigned to every single object and avatar in SL. It’s a unique
set of characters that is used to identify a specific object or avatar.

Third party program: A third party program is a program that is developed
by someone different from the developers of the first party program (in this case,
Second Life).
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CHAPTER 1

INTRODUCTION

1.1 Motivation

Virtual reality has seen steady improvements over the years. Its graphics have improved, and its
availability has reached a level where its easy for almost anyone to experience a virtual world of
some sort. The virtual world of Second Life have seen use by NTNU for a variety of purposes. A
virtual campus was created in Second Life [5], which has been used for lecturing. NTNU has also
been involved in other educational projects involving virtual reality. Military, a virtual, Afghan
village was created for the education of soldiers in cultural awareness [4]. Medically, a virtual
hospital was created with the goal of aiding in the education of nurses [22]. With the virtual world
having become so cheap, exploring its potential, its limitations and its viability within all forms
of education has turned out to be very easy.

Virtual humans have also come into fruition since the emergence of virtual reality, and have become
and interesting topic that involve multiple disciplines [8]. Virtual humans are flexible simulations
that have near unlimited potential. They have a variety of uses, and research into them is an
ongoing and exciting experience [15]. NTNU has explored the use of virtual humans in military
simulations [32] [20] and has learned a lot about its potential.

Due to increasing demands and challenges in medical education, it is a field that could benefit
greatly from virtual reality. In 2014, a virtual hospital was created by NTNU [22] [21] [14] in order
to explore the possibility of using it for the education of nurses. For its first evaluations, the virtual
hospital was used to role play patient interaction, but it was suggested that the virtual hospital
could have a variety of uses, such as simulating virtual patients. Following the lessons learned
from implementing virtual humans in the virtual, Afghan village, it’s been decided to explore the
possibility of using similar virtual humans in the virtual hospital.

1.2 Problem Description

Virtual Hospital project is an ongoing project involving NTNU, HIST and Sintef Medical Tech-
nology. The goal of the project is to create an immersive online virtual environment for training
medical professionals and educating general public. To address feedbacks from user studies and
to increase realism and interactivity in the environment, it will be enhanced with virtual humans
representing patients and health professionals.
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The goal of this thesis is to implement virtual humans into NTNU’s virtual hospital in Second Life,
and then evaluate how they can contribute to the education of medical personnel. This explores
key aspects in the field of virtual humans, such as autonomy and personification, as well as how
this can be used to create effective virtual patients.

1.3 Research Questions

The research question for this master thesis is as follows:
RQ: How can virtual patients contribute to the education of healthcare professionals?

Virtual patients offer the potential to be an inexpensive and safe way to learn medicine and how
to deal with real patients. The purpose of the project is to see how virtual patients can be
implemented, so that they fulfill this potential, or if it can be done at all. Some sub-questions
follow, that will further specify the full research.

RQ_1: What are the requirements for such virtual patients?

If virtual humans are to be seriously considered for the education of healthcare professionals, the
requirements has to be established. If the simulation is to be valuable, it needs to be immersive and
informative, but what kind of functionality does the virtual humans need to accomplish this? How
important is it that they look realistic? Questions like these needs answering if virtual humans are
ever going to see use in a professional setting.

RQ_2: How can such virtual patients be implemented?

There are some technical challenges behind implementing virtual patients on a platform like Second
Life. There are a series of ways that virtual patients can be implemented on the platform, and
there are also the question of which third party programs to use, and how to use them. Modeling,
texturing and animation all have to be done in different programs from SL. There are also some
limitations behind what can be done in SL, and some things that would be ideal to implement,
may turn out to be impossible.

RQ_3: To what extent are these virtual patients capable of contributing to the educational pro-
cess?

There needs to be a form of evaluation to gauge what kind of impact these virtual patients can have
on the educational process. It will be important to get the opinion of both the students who will
use the system and experts in medical education. It should be checked whether or not the students
will be able to learn from the system, either medicine, problem-solving skills, communication or
teamwork.

1.4 Research Methods

For this project, the evaluation consisted of a quantitative and qualitative part.

1.4.1 Quantitative

The quantitative part of the research consisted of the questionnaire that was filled out by nurse
students and teachers at Alesund University College, and one nurse at St. Olavs Hospital, Trond-
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heim. The questionnaire’s answers were on a 5 point likert scale [33]. Below are the sections of
the questionnaire, and what each section covered.

e General. This section covered the participant’s background, such as sex, education and ex-
perience with virtual reality. It also asked the participant how they felt about the virtual
hospital.

e The blackboards. This section asked the participants about the blackboards (see section
, and what they thought of them.

e The virtual patients. This section asked the participants what they thought about the virtual
patients, and what aspects of them needed the most improvement.

e The virtual hospital. Here the participants were asked what they thought about using such
a virtual hospital in education.

e The oculus rift. This final question asked about the oculus rift, but because the oculus rift
was not used in the evaluations, the participants were told to disregard the section.

1.4.2 Qualitative

For the qualitative part of the evaluation, a set of questions were prepared, and were posed to
nurse students and teachers at Alesund University College, as well as two experts, in an interview.
One of the experts were a teacher at the Faculty of Nursing (HiST), the other was a professor at
the Department of Public Health and General Practice (NTNU). In addition to these questions,
the participants of the interviews were encouraged to come with opinions and thoughts about the
virtual hospital that the questions may not have covered.

1.5 Project Background

With the thought of exploring ways to make the education of anatomy and surgery more efficient, N.
F. Kleven et. al. [22] explored ways to improve such education with flexible, low-cost, 3D virtual
worlds. The focus of the project was to use role play to train in communicating with medical
patients and their relatives. Several scenarios with different kinds of patients were prepared, such
as a mother and her child, and a dying man with a brain tumor. A group of students would then
be tasked to communicate with these patients in a way that wouldn’t upset them further.

An environment had to be created for this, so a small virtual hospital was created in teh virtual
world of the program Second Life (SL). By using St. Olav’s University Hospital (St. Olav) as
reference, they created a waiting room, a sluice and an operating room. most of it was created
from scratch, but some of the equipment was purchased from the Second Life Marketplace.



1.5. PROJECT BACKGROUND CHAPTER 1. INTRODUCTION

Figure 1.1: The operating room.

A group of post-graduate nursing students from the Faculty of Nursing at HiST were recruited to
participate in the role playing and evaluate the system. They were given a description of their
character, and a description of the situation, and were left to role play while teacher and other
students observed.

In the end, they concluded that the virtual hospital had potential, as it created a realistic, safe
and accessible environment for practicing nurse tasks.

Following the work done by Kleven, further improvements were made to the virtual hospital in a
project conducted by A. Heintz . In this project, two new rooms were created in the hospital.
These rooms were the intensive care unit and the emergency room. The intensive care unit had a
series of beds, where patients would rest, and curtains to cover them. The emergency room was
designed to look a lot like the operating theatre that was already implemented.

Figure 1.2: The emergency room.

Several other, more general improvements were made the hospital. To help show the way around
the virtual hospital, color coded lines were added to the floor, and door sign were added above the
doorways. Some sliding doors were added to the doorways in order to separate rooms. Finally, 12
nurse avatars were created, each with realistic clothing.

To evaluate the changes, another group of nurse students were recruited from the Faculty of Nursing
(HiST). Again, the result was that the system had potential, but still had a variety of issues that
needed to be tackled.
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1.6 The CAMO project

This was a project that the developer of the virtual humans in the virtual hospital, Mosand, worked
on in his previous semester. It’s relevant, because a lot of the experience on virtual humans in
Second Life that was gained from the CAMO project was directly translatable to the virtual
humans in the virtual hospital.

Short for Cultural Awareness in Military Operations , the CAMO project was a collaboration
between Norwegian Defense University College, Norwegian University of Science and Technology
(NTNU), and the University of Oslo (UiO). The goal of the project was to see if the virtual world
of Second Life could be used as an aid to better teach cultural awareness to military personnel.
Soldiers who were to travel to international operations in Afghanistan would need education in the
local culture, so a virtual, Afghan village was made to help with the process. The Afghan village
was designed to resemble a typical Afghan village. Situations would be set up with scenarios,
where the soldiers would have a specific goal, and role play with the locals. The local villagers
would be played by students and teachers from the Norwegian Defense Language and Intelligence
School. They concluded that their simulations couldn’t completely replace traditional classroom
education, but could be an entertaining and stimulating supplement.

Figure 1.3: An overview of the virtual, Afghan village.

Only a small number of people were brought on to play villagers in the virtual, Afghan village.
Because of this, it was commented that the village felt empty and abandoned, suggesting to the
soldiers that they could be walking into an ambush. The implementation of crowd simulation was
suggested as a solution to this problem, and would turn the virtual village into a more friendly
environment. In a project conducted by S. A. Tasdemir [32], a large number of virtual villagers
with simple functionality were implemented into the village. Some were given simple animations,
like moving their arms or walking around.

The virtual villagers were somewhat simple, and only had limited functionality. In order to increase
the realism of the village, and let any visitors feel welcome, a project was undertaken by A. R.
Mosand to improve the villagers’ behavior and range of animation. Many of the virtual
villagers were made to react to any nearby human avatar. Depending on the age and gender of
the villager, they would do different things, like greeting or moving away. More animations were
implemented for many of the villagers, and some were made to interact with each other.



CHAPTER 2

THEORY AND RELATED WORK

This chapter describes the background theory that was used in this project. The chapter starts
with defining virtual worlds and virtual environments, and then Second Life, the virtual world
that was used to host the virtual hospital and its virtual patients. The chapter will then go
on to mention how virtual environments can be used in education, and medical education in
particular. One education method that is widely used in medical education, problem-based learning
(PBL), is then explained. PBL is highly suitable for virtual environments, and this is shown
next in the chapter, where a couple of projects that attempted to implement PBL in a virtual
environment are mentioned. This leads to virtual humans, which are an integral part to PBL
in virtual environments, due to the need for a simulation of a patient. Various aspects of virtual
humans are then, finally, explained, such as believability, responsiveness, interpretability, autonomy
and personification.

2.1 Virtual Worlds and Virtual Environments

There exists a variety of ways to define the concept of virtual worlds and environments [34], and
each has its own meaning depending on in which context it’s used. The field of virtual reality is in
constant development, and so it’s difficult to pinpoint an exact definition. One such definition, and
perhaps one of the simpler ones, is stated by Schroeder [30] and says that a virtual environment
is A computer-generated display that allows or compels the user (or users) to have a sense of
being present in an environment other than the one they are actually in, and to interact with that
environment (Schroeder, 1996, p. 25, as cited in [30])”

Virtual environments has seen an increase in use over the last few years 7], including entertainment,
education, training, commerce and socialization. Entertainment and socialization are the fields
where virtual environments see the most use, and have given space for a variety of virtual worlds
to emerge.

According to Schroeder, the difference between a virtual world and a pure virtual environment, or
virtual reality as a whole, is that a virtual world has a persistent online state. A virtual world is a
virtual environment that is constantly online, where a mass of players may enter and often spend
a significant amount of time on to socialize with other players. Massively multiplyer online role
playing games, such as Second Life [17], World of Warcraft [6] and EVE online [1] are considered
a subset of virtual world, because they focus on gaming, a sort of socialization.
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2.2 Second Life

Second Life (SL) |17] is a social, massively multiplayer online role playing game that allows its
player a large amount of control of their environment. Players are allowed buy land, and then
shape that land as they want and build on it. SL offers the ability to upload meshes to be used
as objects, vehicles, creatures, clothes, i. e. It also offers the ability to attach scripts to almost
anything, which are written in a modified version of the programming language C. Because SL
allows its players such massive amounts of freedom, and because it’s all relatively cheap, it offers
the ability to be a cost efficient alternative to creating virtual worlds from scratch in engines such
as Unreal and Unity.

COND

\tu)’ UIFE

2.3 Virtual Environments in Education

Virtual environments provide a variety of attributes that make them good candidates for being
used in education [7]. The technology available is often cheap, and virtual environments are a
very safe way to interact. It can offer 3D representations of people and objects, and can provide
a high level of immersion. The ability to simulate environments whenever they are needed, and
the potential to bring people together for collaborative work are invaluable properties of virtual
environments.

Students immersed in such a virtual environment can learn in a way that is visual, experiential, and
self-directed |15]. They can manipulate objects to discover their function, see objects from different
perspectives and angles or experience an object’s physical properties. Virtual environments allow
for the simulation of unfeasible scenarios that would be difficult, if not impossible, to replicate in
the real world. Simulated scenarios can be repeated over and over again, and can be monitored,
so an evaluation of the student can be provided afterwards.

2.3.1 Virtual Environments in Medical Education

For a while, there have been an increasing need to make medical education better and more
efficient [28]. Several factors, such as considerable advances in medicine, increasing expectations of
doctors from the public and increasing amounts of students all contributes to increasing demand
for better medical education. Students’ access to patients are also growing smaller [22], mainly
due to patients spending less time in hospitals as medicine gets more efficient. Because of this,
there has been an increasing need to make the short time that students spend with patients more
efficient, or to grant more opportunities for students to spend time with patients. Many have
turned to virtual reality to attempt to solve this problem, as it allows the students to simulate
patient interaction in a cost efficient way.
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2.4 Problem-Based Learning

Problem-based learning, or PBL, is an education method that helps students acquire the knowledge
and experience necessary to solve problems [12]. PBL consists of challenging the student with
questions and presenting puzzles for the student to solve. Information and knowledge that’s
involved in the learning process is structured into a context, so that it’s easier to understand.
Students are taught how to think in a clinical setting, where they need to reason accordingly. It
encourages and teaches the student to conduct self-directed learning, which is more motivating,
and makes the student look forward to future learning [13].

In a case of PBL, the students will be presented with a case or scenario. The student will first
need to ensure that all the case is understood, and that all the terms have the same, clear meaning
to everyone. When this has been ensured, the students need to figure out what problems in the
case they need to focus on, and then ”brainstorm” for hypotheses that may explain the problems.
The students will then decide their learning objectives, based on the problems that seem the most
pressing or important. Later, after a break where the students will study individually, they will
reconvene and discuss the case with newly refined knowledge. Wood [35] tells how PBL not only
promotes the acquisition of knowledge, but also several other attributes, such as communication
skills, teamwork, problem solving, independent responsibility for learning, sharing information,
and respect for others.

To create a good PBL case, a few things need to be kept in mind. The case should be of a
scenario that might be relevant for the students’ future practice. To make sure of this, it should
be of a common and realistic clinical occurrence. It should also be mad sure that the case is on
the appropriate level for the students’ understanding and current curriculum. Too hard, and it
might turn out to be a frustrating experience. Too easy, and it won’t motivate the students to
learn anything. Some factors that often turns out to be motivating for the students are if the case
has some form of medical urgency, or if the case has issues that are often mishandled by medical
staff.

Below are examples of two related projects that implemented PBL in a virtual environment set-
ting.

2.4.1 Bringing problem-based learning to life using virtual reality

In response to UK government’s policies advocating a need for the use of information technology in
nursing education, L. Nelson et al. [16] designed a virtual reality package to be used as a learning
resource. This virtual reality package was used with heavy emphasis on problem-based learning
methods, which are claimed to be more effective than more traditional education methods. Using
real-time modeling software, a virtual community, covering roughly an 8 km area, was created.
This virtual community contained, among other things, a series of houses which could be entered
where the patients would live, and a complementary health clinic.

2.4.2 The PREVIEW project

The idea behind the PREVIEW project [3] was that virtual reality could offer more realism and
more interactivity with the patient than more traditional paper-based PBL. The project wanted
do evaluate whether or not current VR technologies could be used to make PBL better. The
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PRIEVIEW project didn’t create its entire virtual environment from scratch, but instead opted
for a cost-effective alternative, namely Second Life.

Within SL, each student had a HUD on screen where the case would be presented, with text,
images, video and sound. This HUD was called the screen controller, and also recorded the
students’ actions. The data associated with each case was stored in XML files in a web application,
with each XML file structured according to a standard called MedBiquitous . This allowed
for a large pool of different cases to be created beforehand, and then be retrieved and used when
needed, without needing a lot of help from medical professionals.

Figure 2.1: An image from the PREVIEW project \ showing the screen controller (upper left), the interaction with the
virtual patient (upper right), the SL chat (lower left) and the player’s inventory (lower right).

The majority of the case interaction was done with a virtual patient, and the students could
interact with them in three different ways. The students could talk to the virtual patient with
the SL text chat. The virtual patient would then attempt to recognize certain keywords, and
respond appropriately. The students could also interact with the virtual patient’s various body
parts. When clicked, the body part would display its status, as well as a variety of actions that the
students could take. Finally, the students had a mix of medical equipment in their SL inventory,
and could use that equipment in combination with the virtual patients.

They concluded that there were some hurdles that needed to be crossed before the technology
could be used in serious healthcare education. Both students and teachers would need time to
adjust to the platform, such as getting familiar with SL. SL has some serious usability limitation
and complex interfaces that made it difficult for students to act.

2.5 Virtual Humans

Virtual humans are software entities that move and act like people, but live in simulated environ-
ments . The potential behind virtual humans i considerable, and in some areas, like education,
they can make a big difference. Building good virtual humans, however, is no easy task, and
requires expertise from many different areas. Artificial intelligence, computer graphics and social
sciences are among the many fields that are needed to make believable and functioning virtual
humans.
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Kenny et al. [26] mentioned three characteristics that they meant were important for creating
engaging virtual humans:

e Believability. The virtual human must convey the illusion that they are a real human, and
must therefore act accordingly. This includes attributes such as personality and emotion.

e Responsiveness. The virtual human must respond to its environment in some way, which
means responding to human contact and important events in the world by dynamically chang-
ing behavior accordingly.

e Interpretability. A human who interacts with the virtual human should be able to judge how
the virtual human is responding to events in some way. The virtual human should show some
outward sign that it is aware of what is going on in the environment.

Other important aspects about virtual humans are autonomy and personification. These will be
discussed in detail below.

2.5.1 Autonomy

Autonomy is an important concept when dealing with virtual humans. Instead of manually control-
ling each character, such as one would do when creating an animated movie, it’s ideal to have them
act on their own. Kasap and Magnenat-Thalmann [36] defines autonomy as "the self-governing of
one’s actions and acting independent of someone’s control”. Thalmann et. al. [2] defines three
levels of autonomy. A virtual human will fall under one of these levels, depending on how much
control a human user has over them:

e Participant Actors. These actors are directly controlled by a human, and will copy the
human’s movement as well as it’s able. Sensors on the human will make it so that the virtual
human moves in order to copy the real human’s movement. The virtual human will need to
have a body that accurately corresponds to the human’s body.

e Guided Actors. Guided actors are virtual humans that are still controlled by a real human,
only not directly via body movements. These virtual humans are moved by input devices,
such as mouse and keyboard.

e Autonomous Actors. Autonomous actors are virtual humans that act independently without
any human control. They act according to sensor information and goals, but are primarily
not controlled directly by humans.

Kasap and Magnenat-Thalmann [36] also talk about three aspects in autonomy that are important
to mention:

e Perception. The virtual human should only perceive a limited part of the entire environment.
To simulate actions that a real human might take, the virtual human shouldn’t be aware of
everything, but only a small, perceived part.

e Decision-making and adaption. With the information gathered from the perceived environ-
ment, the virtual needs to interpret it, and then decide what to do. This is also called the
action-selection process, and can also be influenced by previous experiences, current motiva-
tions, plan, personality and emotional state. This level focuses more on the overall goal of
the virtual human, and not its next immediate action. For example, it will focus on moving
to a location, but not ”I need to move my foot, in order to walk”.

e Action control. The types of actions a virtual human can perform are divided into two main
groups. The first involves methods of communications, such as facial expressions, gestures
and posture changes. The second are more complex actions such as walking or picking up an
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object. Several such actions can be performed at the same time, which makes synchronizing
them important.

2.5.2 Personification

An important stage in creating believable virtual humans is personification. We prefer to have
believable agent be as human as possible. To make this happen, seemingly negative aspects, such
as emotions, become important. The two factors that are usually considered when talking about
personification is personality and emotions.

Personality

To make each virtual human see like different people, they will need personality. Personality differ-
entiates people by making them react differently to the same situation. A widely used personality
model is the Five Factor Model, or the OCEAN model[29]. This model describes people based
on five different traits. All these traits, and the degree of which they fit together make up a
personality.

e Extraversion. An extravert person is active, assertive, energetic, enthusiastic and outgoing.

e Agreeableness. An agreeable person is appreciative, forgiving, generous, kind, sympathetic
and trusting.

e Conscientiousness. A conscientous person is efficient, organized, planful, reliable, responsible
and thorough.

e Neuroticism. A neurotic person is anxious, self-pitying, tense, touchy, unstable and worrying.

e Openness. An open person is artistic, curious, imaginative, insightful, original and has wide
interests.

Emotion

People’s perceptions, beliefs, cognitive process and actions are all influenced by emotion. A person
might react differently in the same situation depending on whether they are scared, sad or angry.
Ekman (as cited in [36]) talks about six types of emotions that he defines as: “fear, disgust,
anger, sadness, surprise and joy following the Darwinian approach to emotions emphasizing the
universality of human emotions”.

Emotion is often expressed in the form of nonverbal communication [25], such as posture, posi-
tioning and facial expressions. Nonverbal communication is focused on presenting how people are
feeling, mainly through posture, and people are usually not conscious of doing so. Postures are the
means to communicate and are defined by a specific position of the arms and legs and angles of the
body. Mehrabian (as cited in [25]) describes postures in an open-closed dimension. People may
chose to open up to others, or may chose to close themselves into self imposed barriers, such as
crossing their arms across their chest, or clasping their hands in front of themselves. Such barriers
are meant to symbolically block others out, and keep ones own feelings locked inside.

Relative positioning, meaning the distance and orientation between two people, is also an important
element of nonverbal communication. Hall (as cited in [25]), presented four proximity zones.

e Within 50 c¢m in front of the body is reserved for intimate relationships, such as with partners,
children or other family members.
e Between 50 cm and 1.2 meters away is for close conversations with friends.

11
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e Between 1.2 meters and 2.7 meters is a more formal conversation zone.
e 2.7 meters and out is the public zone.

Orientation of the body between two people can also tell something about how close they are.
People tend to turn more towards people they find attractive or interesting. As such, a person
may turn away if their desire to communicate wanes.

12



CHAPTER 3

IMPLEMENTATION

3.1 Requirements design

The requirements for this project were formed with input from a variety of sources. First, opinions
and suggestions from experts at the Faculty of Nursing (HiST). After a discussion with these
experts, it was decided that a PBL exercise involving virtual patients were the way to go. Some
cases would be prepared by the experts, which would each describe a patient with a variety of
symptoms, test results and correct treatments. The nurse students would discuss the case amongst
themselves, and as they decided on an action, a blackboard near the patient would display the
results of that action, such as a discovered symptom. If there was to be any point to this, it
was important to make sure that the cases were reflected in the virtual patient, in the forms of
correct textures and animations. The experts’ input paved the groundwork for the requirements,
and provided requirement R1, R2 and R3, as can be seen in table 3.1. They also suggested R1_1
and R3_4, which were added as requirements.

Establishing the requirements for using virtual humans in the virtual hospital came in two forms.
First, inserting virtual humans into the background would make the entire virtual hospital seem
more alive. Having virtual patients, nurses and doctors walking around would bring up the im-
mersion of the player, as the virtual hospital would no longer seem empty and abandoned. Second,
more advanced virtual patients was to be the focus of an educational process. It could go the way
of the previous projects [10] [22], where the focus would be on cooperation and communication, but
that was a poor choice if virtual patients were to be involved. Virtual patients are more suitable
for PBL, which allows them to play a larger role. Because the focus of the exercise is on the virtual
human and his problems, and not on the interaction between the human participants.

Experience from previous projects was the second input into forming the requirements. The
conclusions from Kleven’s project [21] suggested some functions that this virtual hospital could be
used for. As can be seen in table 3.2, the first thing that is suggested is using the virtual hospital
for patient simulation. That, as well as using virtual humans in a role playing process, was one
of the reasons why virtual humans were considered. After Henitz’ project [10], the students that
participated in its evaluation meant that the hospital needed more possibilities for interaction.
They also meant that the hospital could use ready-made scenarios that they could go through
alone or with friends.

The CAMO project (see section helped a lot to establish what was possible and not with
virtual humans in Second Life. It was decided that in this first iteration it wouldn’t be necessary
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Requirement| Description

R1 The virtual hospital must contain virtual patients.

R1-1 There must be virtual patients in the intensive care unit’s beds.

R1.2 There should be virtual patients walking around.

R1.3 The virtual patients should look realistic, compared to real, human patients.

R2 The virtual hospital should contain virtual nurses and doctors

R3 There must be more advanced virtual patients that are connected to a supplied
case.

The virtual patients that are going to be used in the cases should have symptoms

21 . . .
R3 clearly shown in their actions and appearance.
The virtual patients that are going to be used in the cases should react to the
R32 . . . . . .
player’s ministrations with animation, sound or text dialogue.
R3.3 The case should be presented on blackboards near the patient.
R34 The final treatment in the scenarios should be presented in multiple choice format.
Table 3.1: Table of the project requirements
Activity Content, facilities and technological solutions

Operating room, patient ward, emergency area, NPCs, volunteers,
interactive hospital equipment, VR interface

Various hospital departments (operating room, patient ward, emer-
Procedure training gency area), information using videos and posters, interactive hospital
equipment, VR interface

Classrooms, lecture halls, 3D interactive models of organs and the
human body, posters, videos, VR interface

Patient simulation

Anatomy lectures

Role-plays (team train-
ing, patient communi-
cation)

Operating room, patient ward, emergency area, reception / polyclin-
ics, NPCs, interactive hospital equipment, VR interface

Table 3.2: Educational activities for medical professionals and students (copied from [21])

to have background patients react to the presence of humans, but some should be walking around,
as stated in requirement R1_2.

Third, literature of related projects, and articles from relevant disciplines. Kenny et al. [26] and
their characteristics for creating engaging virtual humans acted as a guideline for establishing the
requirements. In order to create believable virtual humans, they would need to look the part,
therefore requirements R1_3 and R3_1. From R1_3, all the virtual patients wouldn’t necessarily be
dressed in hospital clothing to be believable. They would need to look somewhat realistic, though,
in order to maintain the immersion of the students. The other requirement that was necessary for
believable virtual humans, R3_1, was necessary because the patient needed to look like he had the
condition that was described in the case. If the case said that he was flushed, then that needed
to be represented on the virtual patient, or else he wouldn’t be very believable, and the students
may have lost their immersion. R3_2 was designed with both responsiveness and interpretability in
mind. By changing animation or saying something after the students’ actions, be it an examination
or treatment, the virtual patient would be responsive, and feel more engaging. If this change in
animation or spoken words conveyed that what the students did was either right or wrong, then
the virtual human could also be considered interpretable.

In the PREVIEW project [3], the cases that the students were to solve were presented on an in-game
HUD. Taking inspiration from this, requirement R3_3 was formed. A blackboard would present
the case, including its introduction, symptoms, test results, treatment and final result.
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3.2 The cases

Teachers from the Faculty of Nursing (HiST) prepared a couple of cases that would each present
an imagined patient with a set of symptoms.

3.2.1 Diabetes patient

The first patient was a student named Per that had earlier been diagnosed with diabetes mellitus.
Per had been using insulin injections for several years, but had lately lost motivation for dealing
with his diabetes, and would consequently miss injections. In the last several hours, he had been
feeling poorly, and then fainted, whereupon he was admitted to the hospital and treated for diabetic
ketoacidosis[23]. Figure shows a chart of the entire case.

‘Somnolence.
Nauseous. Flushed complexion.
Threw up. Quick and deep breathing.

Heavy breathing. Admitted to hospital Mouth smells of acetone.

Dry mouth.

Normal heart rate and blood

pressure.

Ketones in urine.
Increased levels of ketones in
plasma.

Blood tests measure pH 7.07.

Confusion or feeling as
Blood sugar 20.4 mmol/l.

if in a fog.
Slurred speech.

Treatment

Discharged More awake. 3 days of intravenous
atter 2 n?ore Result Normalized breathing, Effect therapy and
dan skin color and blood fast-working insulin
s tests. drip.

Figure 3.1: An overview of the first case; The patient’s symptoms, test results and the correct treatment

The diabetes case only described one outcome, namely the correct one. Because of requirement
R34, some form of multiple choice had to be present. After some research, three more alternative
treatments were found:

e Drunk. The simplest explanation could just be that the patient was drunk. Because the
treatment for just being drunk is just sleeping off the intoxication, it could be catastrophic if
he isn’t monitored.

e Diabetic hypoglycemia|24]. This is another diabetic condition, but the treatment for it won’t
do anything for diabetic ketoacidosis. Because the patient would be monitored during such a
treatment, it would probably not kill him.

e Head injury. Some of the symptoms could mean that the patient suffered a head injury, so
the patient would be set up for a CT scan. The patient would probably not die from this
either, due to the same reason as diabetic hypoglycemia.

3.2.2 Heart attack patient

The second patient was a man named Olsen who had just arrived at the hospital to visit his wife.
Olsen had angina pectoris, and as he entered the hospital, he felt strong pain in his left side, and
had to sit down. A nearby spectator would witness this, and go to get help. He would then be
tested and treated for heart attack. Figure |3.2| shows a chart of the entire case.
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. ) ) Actions from the students:
Patient has angina pectoris: Pains up towards the left side of the
X . Get help from emergency team. neck, the shoulder and the arm.
Pains up towards the left side of the Make sure of free aiways and Changes in EKG: elevation in the
neck, the shoulder and the arm. 5 consciousness. ST segment.
No effect from nitroglycerin tablet. Give oxsygen and painkiller. Changes compatible with heart
Nauseous and retches. Put the patient in bed with raised attack on echocardiograph.
Damp, pale and cold sweat. upper body. Coronary angiography shows
Difficulty breathing. Measure blood pressure, heart blockages in the heart's coronary
rate and EKG-surveillance. arteries.

iytic activator nd anti

inase i. &) ai
therapy (ASA) . Blood tests

Unblock tight areas of coronary arteries by percutaneous access
through arteria femoralis.

or Increased Troponin T leves after ca. 6-8
-Treatment. Increased CK-MB aﬁ.er afew hours.
Increased ASAT.
Increased LDH.

or

Operation with y bypass in more i cases
where more coronary arteries are affected.

Figure 3.2: An overview of the second case; The patient’s symptoms, students’ actions, test results and the correct treatment

This case was a little different from the other case, in that it should be rather easy to figure out
that the patient was having a heart attack. The focus of the case, then, shifted from finding
out what was wrong with him, to finding out what to do with him. Actions like administering
pain medication and takes precedence over testing the patient’s blood. For the multiple choice
aspect of this case, all the three possible treatments were technically correct, depending on the
situation.

3.2.3 Background Patients

In the case of the background patients, the goal was to populate the virtual hospital, and make it
seem less empty. This was the same motivation as the implementation of virtual humans in the
CAMO project [32] [20]. The difference was that in the CAMO project, the objective was to provide
soldiers with a correct security assessment of the village, while in the virtual hospital, the goal was
to avoid breaking the immersion of the nurses with an empty hospital. Realistically, a hospital
would have both nurses, patients and doctors in the hallways and the different rooms. Virtual
humans would be implemented to fill up different parts of the hospital, and act as backdrops, so
as to retain the immersion of the students.

3.3 Designing the virtual humans

3.3.1 Virtual Humans in Second Life

There are two ways to make virtual humans in SL. The first is uploading meshes and making an
object out of them. This object can be a simple prim, or an entire linkset, but a linkset it required
if one is to do any advanced animation with the object. The object can be given pathfinding
properties in order to move around, and with sensor code, it’s even possible to make the it react to
nearby human avatars. Advantages of object-based virtual humans are that a lot of them can be
created once a basic model is available, and they don’t require any botting software. Disadvantages
of object-based virtual humans are that they can potentially require a lot of LI, they are hard and
expensive to animate, and they need a mesh model to be created for them.

The other available option to creating virtual humans in SL is using avatars with a third party
botting software. This works by creating an avatar account, and then marking it as a bot. Private
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messages can then be sent to the bot through code, and the botting software will make it do what-
ever the message says. Advantages to this are that more advanced animations can be performed
at lower costs, and SL’s own models and clothes can be used, so it’s not necessary to create an
entirely new mesh model. Disadvantages are that the botting software needs to be running at a
computer for the virtual human to be online, and a new account has to be created for each virtual
human one wants to make.

The reason object-based virtual humans are hard to animate, is because the only way to create
advanced animations with them is through something called alpha animation. In aplha animation,
the object that is to be animated is a linkset of several prims, where each prim is modeled to
be a frame in the animation. At the start, all the prims will start invisible, and then they will
be toggled visible on after another, while the previous prim is once again made invisible. This
way, only one prim is shown at a time, and a sort of animation is simulated. Because each frame
requires its own prim, the upload costs and LI costs can quickly grow out of hand.

3.3.2 Modeling and texturing

Although the bot-based virtual humans didn’t require any mesh model, the object-based model
did, so for the modeling process, the free program Blender was used. The modeling process was
a time-consuming process, so it was decided that only the virtual patients should be modeled to
start with. Virtual nurses and doctors could be modeled later, if there was time, because they
were not an immediate priority for the PBL part.

A reference image[11] was used to model the virtual patient, and can be seen in the background of
figure|3.3] The head was simplified quite a bit, and the number of vertices were reduced significantly
from the original in order to lower the LI and upload cost of the model.

Front Ortho

(1) Circle

Figure 3.3: The virtual patient in progress of being modeled.

In order to create realistic, virtual patients, it was important to get the right clothes for them.
In the case of some of the object-based virtual humans, they are assumed to have been patients
at the virtual hospital for a while, and should therefore wear the correct hospital clothing. The
clothes that patients on St. Olavs hospital in Trondheim wear are simple pyjamas with a shirt and
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pants. It wasn’t deemed necessary to model these by themselves, so they were modeled onto the
virtual patients, and it was marked where they would end for texturing purposes.

Figure 3.4: A comparison of the clothes used at St. Olavs and a vritual patient wearing them.

As can be seen in figure [3.4] the first iteration of the face textures was simple and not very realistic.
After some feedback, they were scrapped, and another method was explored. Other students were
used as models, and better texture maps were created using GIMP.

Figure 3.5: The two new texture maps that were created.

3.3.3 Animation

In order to animate its avatars, SL uses keyframe animation. Keyframe animation works by mark-
ing specific poses as keyframes. When the animation starts, the computer will automatically
generate the frames between the poses. For example, a start frame could be a person sitting, and
the end frame could be that person standing. The computer would then generate the frames in
between to make that person stand up. Keyframe animation doesn’t make sure that the generated
movement looks natural. A few extra keyframes should be placed inbetween the start and the end
in order to guide the generation.

It was quick and easy to make animations for the bot-based virtual humans, which was done in the
free program QAvimator. An animation for when the virtual patients were laying in bed included
simulated breathing. This was done by raising the chest, and then lowering it again. As long as
no one looked underneath the virtual patient, it would look like he was breathing. The patient
would also stop breathing when dead, which applied if the user thought the patient was drunk in
the diabetes case. When the correct treatment was selected, the user would sit up on his bed. In
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the case of the heart attack patient, he was also given an animation that showed how he was in
pain. Administering pain medication would show that the pain was lessened.

Figure 3.6: The heart attack patient showing his pain animation.

Some problems were encountered when trying to make the hospital beds in SL play the animations.
The beds that were already present in the intensive care unit had been bought at the SL market
place, and their permissions didn’t allow for editing the code. That meant that the sitting code
had to be rewritten, which didn’t prove too hard, as some scripts were already available onlineﬂgl].
Also, another bed model than the one that was originally in the intensive care unit was used. This
was due to difficulties with lining up the animation with the original bed. For some reason that
wasn’t discovered, only the x and z axis would work, while the y axis was considered a negative z
axis, thereby only allowing the virtual patient to lie sideways on the bed.

3.4 Implementing the cases

3.4.1 Second Bot

Second Bot is a free, third party program that works with SL to establish a bot behavior for
an avatar. A bot, in SL, is an avatar that is not controlled by a human player, but rather by a
program. To make a bot running from Second Bot do an action, a private message have to be sent,
either from a script or an avatar, to the bot’s avatar. This private message have to be constructed
in the form of a command from the Second Bot command library. The bot will then attempt to
complete the given action. To make a bot in Second Bot, a variety of things have to be input into
the program. Username and password are needed for Second Bot to log in to SL. The master’s
UUID is needed so that the bot can recognize that only its owner can command it. A passkey can
be input so that only commands that contain the passkey are used. This is optional, but allows
for additional security against someone trying to highjack the bot.
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3.4.2 The virtual humans

For the background patients, two models were used. One was a virtual afghan villager recycled
from the CAMO project (see section, and the second was the virtual patient that was modeled
for this project. The afghan villager was placed in the waiting room, sitting on one of the chairs.
The other model was used more. One was placed standing in the hallway where the heart attack
patient would first sit down, a second was placed sitting on a bed further down the hallway. Two
were placed in the two free beds in the intensive care unit.

Figure 3.7: The finished implementation of the background patients.

For the diabetes patient, SL’s default male model was used, as well as the default clothes. The
facial texture was replaced with a new one, which was more red to make him look flushed, as was
described in the case. His eyes were closed, so he would be somnolent. When the case would start,
he would be laying on the bed with his breathing animation running. This patient wouldn’t do
much, and just lay there until treatment was administered. Then, he would either die, sit up or
do nothing, depending on which treatment was selected.

Figure 3.8: The virtual patient for case 1.

For the heart attack patient, a male SL. model with a suit was used. The facial texture was replaced
with a pale one, like in the case. Before the case started, he would stand in the waiting room.
When the case started, he would move to the chair and start his animation for being in pain. If the
students administered pain medication, he would change to a different animation that showed him
in less pain. He could also be moved to a bed in the intensive care unit, where he would have two
different animation depending on whether or not he was still in pain. When the final treatment
was reached, he would sit up, because all the treatments were correct.
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Figure 3.9: The virtual patient for case 2.

3.4.3 The Blackboards

In order to present the case as smooth as possible, it should be done within second life. In SL,
there are few options for displaying dynamic text on a prim. There are a few scripts that show
text on a prim, but they are generally advanced and can only show a few characters. There
were two other options that were worth considering;:

e Textures. The text that needs to be displayed on the prim can be written on images, and
then displayed on the prim as textures. Changing the texture of a prim in a linkset is be
easy to do with the lISetLinkTexture function. The advantage of using this method is that
it’s easy to do, and takes relatively short time. The disadvantages are that it can cost a lot
of linden dollars to upload such a large amount of images that are needed to cover the entire
case.

e Shared Media. SL has a feature that allows for the display of internet content on any surface.
This means that it’s possible to create a web site that stores and displays the cases. The
advantage of this is that it’s a flexible solution with a lot of longevity. This way, new cases
can be uploaded to the website in text format, without needing to be converted to images
first. The disadvantage is that it’s a time consuming and expensive solution.

In the end, the first solution was selected. The amount of time it would take to implement such
a web site, including the research needed, just didn’t seem reasonable. Converting the text to
images, and then uploading them would take far less time than the alternative.

The blackboard itself consisted of 6 rectangular prims connected into a linkset. Together, they
shaped the entire blackboard. The blackboard’s code would, if the blackboard was clicked, display
a menu with an array of buttons. Each button would then represent a part of the case, and would
either bring up something on the blackboard, or lead to another menu. For example, the first
button on each of the blackboards would be the start button. This button would bring up the
introduction to the case on all six prims in the blackboard’s linkset.
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Figure 3.10: The case 1 blackboard, as well as the main menu (top right) and the sub menu for symptoms (bottom right).

Some of the alternatives on the blackboard would bring up a sub menu, from which another list of
buttons would allow the user to toggle single pieces of information to appear on the board. These
were for the parts of the case where the students would have to discover symptoms on the patient
or decide what to do with the patient. For example, in the first case, if a student discovered that
the patient was somnolent, the controller of the blackboard would have toggle somnolent to appear
on the blackboard. To do this, he or she would have to press ”examination” (”Undersgkelse” on
figure on the blackboard’s main menu to bring up the examination sub menu. From here,
he or she would press ”somnolent”, and somnolent would be toggled to appear on the blackboard.
To make such a symptom disappear from the blackboard, one would just have to press it again,
or press the reset button, which would turn off all the blackboard’s text. Below are an overview
of the branching in the two blackboards:

Case 1, diabetes patient

e Start Screen. Presents the patient, and the situation he was in before he was admitted, as
well as a few symptoms reported by his friends.
e Examination. Symptoms related to examining the patient can be toggled on or off from here.
— Somnolent
— Flushed complexion
— Quick and deep breath
— Dry mouth that smells of acetone
— Normal pulse
— Normal blood pressure
e Test results. Shows the results of tests that the students can ask for.
— Ketones in urine
— Increased levels of ketones in plasma
— Blood tests measure pH 7.07
— Blood sugar 20.4 mmol/1
e Treatment. Here the four different treatments are shown, and the students can pick one.
— Treatment for drunk patient
— Treatment for diabetic ketoacidosis
— Treatment for diabetic hypoglycemia
— Treatment for head injury
e Results. Once a treatment is picked, the blackboard will automatically forward to this branch,
which shows the results of the given treatment.
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e Reset. Resets the blackboard, which clears it, and turns off all toggled symptoms or results.

Case 2, heart attack patient

e Start Screen. Presents the patient, and the situation that lead to him sitting down in a chair
with chest pains.
Actions. The patient needs emergency treatment, and here a series of actions that the students
can take are shown.
— Get help from emergency team
— Make sure of free airways and consciousness
— Give oxygen and pain medication
— Put the patient in a bed with raised upper body
— Measure blood pressure, hart rate and order EKG-surveillance
Symptoms. These are the symptoms the patient has, all indicative of a heart attack.
— Pains up towards the left side of the neck, the shoulder and the arm.
— Changes in EKG: elevation in the ST segment
— Changes compatible with heart attack on echo cardiograph
— Coronary angiography shows blockages in the heart’s coronary arteries
Test results. These are the results of various blood tests.
— Increased Troponin T levels after about 6-8 hours
— Increased CK-MB after a few hours
— Increased ASAT
— Increased LDH
Treatment. Here the three different treatments are shown, and the students can pick one.
— Fibrinolytic activator (Streptokinase i. e.) and antithrombotic therapy (ASA) .
— Unblock tight areas of coronary arteries by percutaneous access through arteria femoralis.
— Operation with aortocoronary bypass in more complicated cases where more coronary
arteries are affected.
e Results. Once a treatment is picked, the blackboard will automatically forward to this branch,
which is the same on every treatment.
e Reset. Resets the blackboard, which clears it, and turns off all toggled symptoms or results.

3.4.4 The Scenario Controller

The bots were controlled from a single script, called the scenario controller, which had a menu
with options to initialize the bots, and then move them around. The script was placed on a simple
cube, which was placed out of sight, behind one of the curtains in the intensive care unit. The
scenario controller was especially necessary for the second case, where the blackboard should only
appear when the case started. The blackboard for case 2 would remain invisible, until a message
from the scenario controller told it that the case had started. When the students would decide to
move the heart attack patient to a bed, someone would need to access the scenario controller, and
press the buttons to move the bot and the blackboard to the intensive care unit.
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Figure 3.11: The scenario controller (box on the left) and its menu.
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CHAPTER 4

EVALUATION AND RESULTS

In all, there were three evaluations for this project. One evaluation consisted of letting a group
of nurse students explore the hospital, and then try to solve the cases. The other two evaluations
were conducted by experts, who could identify shortcomings and the project’s potential.

4.1 Nurse Students

A group of 11 nurse students and 4 teachers from Alesund University College participated in this
evaluation. It was conducted over Skype in an auditorium, where the computer screen of one of the
teachers was projected onto a big screen. There were some difficulties picking up sound, because
the students were sitting a little far away from the microphone. This hurdle was overcome by
having one of the teachers rely what was said by the students, and occasionally take notes.

A few SL accounts with relevant nurse outfits were available, but there were unfortunately not
enough for everyone. For the first hour, the students were given time to get comfortable with the
software, and explore the virtual hospital. Those that weren’t given a SL account opted to make
their own, instead of just watching the big screen.

Figure 4.1: The nurse students getting familiar with SL.

When the students had gotten familiar with SL and the virtual hospital, it was time to explore
the cases. The virtual patients and the blackboard were controlled from NTNU, and not by any
teachers in Alesund, as they were not familiar with the system.
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The diabetes patient was first, and the case was presented on the blackboard. The students were
encouraged to study the patient’s appearance. When they had all gotten a good look at the virtual
patient, they were encouraged to come with suggestions as to what to do next. It was intended
that the students should discuss the case amongst themselves. With such a large group of people,
however, it seemed better to have the students come with suggestions one and one, so that a
teacher could easily relay it over Skype.

Some of the suggestions that the students came up with, such as the patient’s temperature, were not
covered by the case, so it was implied that these omitted elements were within normal parameters.
After discovering some symptoms, the students wanted to take blood tests. The results of the
blood tests were shown on the blackboard, and a student immediately suggested that the patient
had diabetic ketoacidosis. This lead to the possible treatments, which were also displayed on the
blackboard. The students picked the correct treatment, and the patient was shown sitting up.
Afterwards, the results of the other, incorrect treatments were shown.

Figure 4.2: The virtual diabetes patient and the results of his blood tests.

The heart attack patient was next. As in the first case, the situation was first described on the
blackboard. As expected, it was clear to everyone that the patient was having a heart attack. This
case was harder than the first case, and the students had trouble coming up with suggestions to
what to do with the patient. They decided to place him in a bed, which moved the patient and
the blackboard to the intensive care unit. Results of some of the heart tests were shown, as well as
the results of some blood tests. Finally, the possible treatments and their results were shown. It
was discovered that this case was much too advanced for the nurse students, and was more suited
for doctor students.

After the cases were presented, the students and the teachers were asked to fill out a questionnaire.
Finally, a few questions were asked of the students and the teachers.

4.2 Expert Evaluations

The expert evaluations were performed by a teacher at the Faculty of Nursing (HiST), and a
professor at the Department of Public Health and General Practice (NTNU). The purpose of the
expert evaluations would be to get the opinions of more professional individuals. It was anticipated
that they would have a more cynical look on the system than the nurse students, and therefore
give different feedback. To prepare for the expert evaluations, a set of questions were prepared
that would act as a guide when asking for feedback. The experts came with their feedback while
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the system was presented, and often inadvertently covered the prepared guide questions.

Both expert evaluations were performed the same way. First, the background patients would be
presented, then both of the cases in order. The audio from the evaluations would be recorded on
a phone application, so they could be easily transferred to a computer afterwards.

While setting up the bots and scenarios, the experts got a look at Second Bot, and how the
scenario controller was used to teleport the virtual patients into their correct positions. For case
1, the virtual patient’s breathing and appearance would be presented first. Thereafter, the case
would be presented on the blackboard. The experts were shown how the menu for controlling the
blackboards were organized into different sections, depending on where in the case the students
would be. They also got a good look at the different treatments, and their results. After everything
in the case was shown, the experts came with questions, and things they didn’t fully understand
were explained.

For case 2, the case was first set up with the scenario controller. The virtual patient was put into
his chair, where he would play his in-pain animation, and the blackboard would be turned visible.
Like in the first case, each part of the blackboard and its menus would be shown and explained.
The patient would be moved to a bed in the intensive care unit by using the scenario controller.
The alternative to give the patient pain medication would change his animation, and he would
have different animations depending on whether he was still in the chair, or had been moved to
the bed.

4.3 Results from the Nurse Students and Teachers

Quite a bit of useful feedback was received from the evaluation with the nurse students and teachers
from Alesund. The two parts of feedback were the questionnaire and the following interview, which
provided a lot of useful information.

4.3.1 The questionnaire

10 of the 11 students filled out the questionnaire, and all 4 teachers filled it out. Also included
in the questionnaire is a nurse at St. Olav that filled it out at a later date. This nurse was
shown the virtual hospital in the same way as was done in the expert evaluation. Of the 15 (14
female, 1 male) who filled out the questionnaire, only 2 had some previous experience with games
or virtual worlds. They mentioned the game Sims, a life simulation game that relies heavily on its
autonomous virtual humans. Only 2-3 participants had small troubles understanding the cases,
but nothing major, so it all went well.
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The game experience was fun/motivating

Strongly disagree & 1 6.7%
Disagree s 0 0%
Neither 1 6. 7%
Agree e 8 533%
Strongly Agree e 5 333%

Virtual patients can be a good supplement in the education of mirses.

Strongly disagree & 0 0%
Disagree « 0 0%
Neither 0 0%
Agree T 467%
Strongly Agree e 8 533%

Figure 4.3: The results from the enjoyment section of the questionnaire.

In the first part of the questionnaire, the participants were asked if they found the experience fun
or motivating. 86.7 % of the participants were in agreement that they found it fun or motivating,
which is a great result. Another great result is that everyone thought that a virtual hospital like
this one could be used as a supplement in the education of nurses.

Were the blackboards easy to understand?

Very Hard s 0 0%
Hard « 1 B6T%
Neither 0 0%
Easy & 4 2BT%

Very Easy * 10 GET%

Verylittle o« 1 67%
Little ™ 0 0%
Some 2 133%
Much * 9  B60%
Verymuch e 3 20%

Figure 4.4: The results from the blackboard section of the questionnaire.

In the section of the questionnaire that covered the blackboard, only a single person had trouble
understanding the blackboard, which means that 93.3 % of the participants thought that the
blackboards were at least easy to understand. 80 % of the participants felt that the blackboard
helped them keep track of the cases, and their developments.
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How easy was it to find symptoms on the patient directly?

Very Hard e 0 0%
‘ Neither 5 8 533%
Easy [ 5 33.3%
Very Easy @ 1 67%

Figure 4.5: The results from the first part of the symptoms section of the questionnaire.

Only 40 % of the participants found it easy or very easy to find symptoms on the patient directly.
This suggests that either the symptoms weren’t clear enough, or too few of the symptoms were
expressed with the virtual human.

Which aspects of the virtual patients conveys symptoms the b

Appearance / skin color

Very poorly
Poorly

Fair

Well

Very well

Breathing

Very poorly
Poorly
Fair

Well

Very well

D 1 2 3 4

wn

Body language

Very poorly
Poorly

Fair

Well

Very well

Figure 4.6: The results from the second part of the symptoms section of the questionnaire.
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The aspect that the participants found easiest to extract information from was the patient’s breath-
ing, followed by appearance or skin color. The patients’ body language did not express symptoms
very well. This could be understandable for the diabetes patient, because of the somnolence, but
suggests that at least the heart attack patient should express himself more.

Which aspects of the virtual patients are the mostimportant to improve?

Body Language
Very Unimportant
Unimportant
A little important
Important
Very Important
1 2 3 4 5
Appearance
Very Unimportant
Unimportant
A little important
Important
Very Important

2 3 4 5

=Y

Facial Expressions
Very Unimportant

Unimportant
A little important

Important
Very Important

15 an as AN

Figure 4.7: The results from the first part of the further work section of the questionnaire.

Which aspects of the virtual patients are the mostimportant to improve?
Dialogue
Very Unimportant
Unimportant
A little important

Important

Very Important

Sound

Very Unimportant
Unimportant
A little important
Important
Very Important
2 4 =
Interaction
Very Unimportant
Unimportant
A little important
Important

Very Important
1 2 3 4 s

Figure 4.8: The results from the second part of the further work section of the questionnaire.
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Which aspects of the virtual patients are the most important to improve?

Compatability with equipment
(Ultrasound, EKG, i. e.)

Very Unimportant

Unimportant

A little important

Important

Very Important

Figure 4.9: The results from the third part of the further work section of the questionnaire.

There was a very clear result when evaluation what was most important to improve. 93.3 % of
the the participants meant that both dialogue and compatibility with hospital equipment was
important or very important to improve. Especially the dialogue part was something that the
teachers commended that they missed during the interview. Sound was the second most important,
with 86.7 % of the participants meaning that it was either important or very important. Aspect
such as body language or appearance was either good enough, or not deemed too important to
improve, as only around 50-60 % of the participants found it important or very important.

| would want to use such a virtual hospital in my education.

Strongly disagree e 0 0%
Disagree 1 67%
‘ Neither 0 0%
Agree ® 4 267%
Strongly agree ® 10 E67%

Figure 4.10: The results from the usage section of the questionnaire.
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What would you want to use such a virtual hospital for?

Procedural training

Strongly disagree
Disagree
Neither

Agree

Strongly agree
4

Problem-based learning (PBL)
Strongly disagree
Disagree
Neither

Agree

Strongly agree

2 4 & g

[=]

Cooperation training (f. ex. with other schools)

Strongly disagree
Disagree
Neither

Agree

strongly agree

Figure 4.11: The results from the usage section of the questionnaire.

Almost everyone would want to use a virtual hospital like this one in their education. Proce-
dural training, problem-based learning and cooperative training are all training areas that the
participants would want to use the virtual hospital in.

4.3.2 Interview

After the questionnaire was filled out, some of the students and teachers expressed their immediate
impressions of the system. This was both their positive thoughts, some criticism, and some general
observations. One student mentioned that she was somewhat stressed during the first case, as she
was somewhat confused as to what to do. She felt less stressed with the second case, as she had
gotten a feel for the procedure.

The students thought that showing the results of each of their actions on the blackboard was good.
They liked that even though they could have treated the patient wrong, the consequences of their
actions were shown. Someone among the students commented they thought the hospital looked
foreign, not Norwegian, and maybe inspired from something like the show ”Grey’s Anatomy”.
They also missed a proper patient ward, because all the patients were technically in the intensive
care unit. Regarding the cases, they meant that case 1, the diabetes patient, was more relevant
to their education than case 2. They therefore missed more relevant cases such as diseases and
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emergency situations.

The teachers commented that the system was far from a finished product, and that there was a long
way to go, still. They also didn’t like that some of the alternatives in the cases were out of order.
For example, the results from the blood tests on case 2 realistically wouldn’t be available until
after several hours, but the students got them immediately. They also missed some non-medicinal
actions, such as communicating with the patient, or getting his history.

On of the questions that were posed, was whether they thought the blackboard was confusing
or easy to use. Both the students and the teachers felt the blackboard was good. They liked
how they could guess what to do first, and then it would show up on the blackboard. They did,
however, think that a few more alternatives should be added. As for the menu that controlled the
blackboard, they thought it was organized and understandable.

As for the patient, some of the students thought that he should make sound, either by breathing or

talking. Everyone thought that there needed to be some form of communication with the patient.
Breathing noises, groaning, or maybe even talking in the SL text chat would all have been forms

that this could have been done.
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Figure 4.12: The virtual heart attack patient and the his potential treatments.

Regarding how useful such a virtual virtual hospital could be, the teachers had some valid opinions.
One teacher said that she didn’t think that this could replace physical simulation, but could be a
way for the students to prepare and practice for the actual simulation. The students also thought
this system could be good for preparing for either a physical simulation, or an exam. Another
teacher said that if bio-engineer students could be brought on board, it could create some good,
relevant discussions. Several students agreed, and though it would be a good idea if students from

other medical fields could participate in the virtual hospital.
All the students were very positive to the virtual hospital, and would very much like to use it in
their own studies. They also meant that it would be a good resource for future students.

The students were asked what they thought about using the virtual hospital to co-operate with
other nurse colleges, to which they responded positively. No one thought it would be uncomfortable
to meet strangers, and then solve problems with them. They also thought it was an advantage

that they would remain anonymous.
When asked about what further work the virtual hospital needed, a lot of suggestions were
voiced:
e More rooms, like a patient ward and medicine room.
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e Child patients.

e More fragmented cases, such that they take place in more hospital areas. Admittance, oper-
ation 1. e.

e Patient journals.

4.4 Results from the Expert Evaluations

4.4.1 Teacher at the Faculty of Nursing (HiST)

This evaluation was performed at the 8. of may 2015 by a teacher at the Faculty of Nursing
(HiST).

In regards to the blackboards, the expert liked them, but thought it was somewhat hard to read
the text. He would have liked the text to be bigger, because some of the text wouldn’t necessarily
cover the entirety of its delegated space inside one of the six prims.

The expert asked whether or not the nurse students would be notified of what the cases were about,
so that they would be able to prepare for the case in some way. He meant that if there was going
to be any educational effect from the virtual hospital, the students should be prepared for what
the cases were going to be about. The students wouldn’t necessarily know the case beforehand,
but should have some idea of which areas the case would cover. If the students were prepared for
the case, choosing the right treatment shouldn’t be particularly hard. Getting the right treatment
should be about how prepared the student is.

When asked how easy it would be to discover symptoms on the patient directly, the expert re-
sponded that it was all clear and apparent. Especially the heart attack treatment, it was very
good that he was twisting around in pain, and rubbing the affected area. He also thought all
the patients looked realistic, and represented their case very well. The background patients were
wearing pyjamas, which was good.

Overall, the expert thought that if this system could be used as a supplement to normal lectures or
if this was done as a group exercise, it would provide a very good contribution. The contribution
would be good in theoretic knowledge, because it gets visualized. It would also be very good
contribution in group situations because the students would get experience in how to work as
a team, and act with others. It was also good if the students could be taught how to deal with
administering the wrong treatment, because it’s done in a virtual environment. At least the patient
would remember the situation, and be wary as to not repeat the incident next time.

With improvement to the cases, the expert mentioned several things. When starting case 2, there
should be a person that should alert the students that another person is in pain in the hallway.
This could be one of the background patients, or even another virtual human entirely. He meant
there should be some natural transition between the two cases, and not a sudden shift from the
intensive care unit to the hallway.

It would also be preferable that intravenous fluids or blood would be hanging from a stand near the
patient. If the students were to issue something like that, it should be visible near the patient.

He meant it was important to make the virtual hospital seem active, and create the impression
that it’s an actual hospital that the students are in. Especially in the case of the heart attack
patient, where a large part of the case takes place in the hallway. That would mean that virtual
personnel would need to be nearby, and be walking around.
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4.4.2 Professor at the Department of Public Health and General Practice (NTNU)

This evaluation was performed at the 19. of may 2015.

The expert thought the text on the blackboard was a little hard to read, especially from a distance,
and would have liked either the text or the blackboard to be bigger. He also mentioned that it
wasn’t necessarily intuitive that the blackboards needed to be clicked in order to access their
menu.

Regarding the cases, the expert thought they were a bit advanced for nurse students, and meant
that they were more appropriate for medical students or advanced nurse students. The cases were
more focused on the diagnosis, and not dealing with the patient, so it would be unsuitable in
the education of nurses, but maybe more suitable in the education of doctors. He also thought
the cases could get hard to solve, because the symptoms would just be listed, and there would
be no dynamic review of the cases. The way it was now, the situation was one of remembering
knowledge, and not solving a problem. The cases would have to be more advanced, and cover
more that not necessarily would be relevant to the correct treatment.

The expert could see the early potential in the system as an upgrade to the more traditional paper
PBL he was teaching with, but felt that there were some things that needed to be addressed first.
Currently, the paper PBL had the problem that most of them were only text, and the students
could almost just as well read the book. What was needed in the paper PBL to make it close to
dealing with patients in a clinical setting, as was the point of the PBL to begin with, would be
actual patients. Sometimes, the expert’s PBL cases would contain videos of the patients, which
would help. The added value from the virtual hospital would then have to be dealing with a
patient. Currently, the only interaction with the virtual patients was finding the symptoms such
as flushed or pale face, and the virtual patients’ animations. The way the system was now, it
would probably be more cumbersome to use it than to just use paper PBL.

The behavior of the virtual patients were some things that the expert liked, he just missed a lot
of interaction with the patient directly. Both dialogue, and functions to examine the patient with
medical equipment could solve this. The expert thought the appearance of the virtual humans
were a little bit rough, but conveyed its point, so it shouldn’t be the main focus of any further
development.

Overall, for further work the expert would have like the ability to talk to the virtual patient. He
would like the cases to have an order that would allow the students to test ideas, ask the patient
questions and a higher focus on clinical reasoning.
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CHAPTER D

DISCUSSION

5.1 Fulfillment of Requirements

For the first requirement, R1, sub requirement R1_2 was not fulfilled. Due to time constraints,
walking background patients were not implemented. The models for the walking patient were
uploaded, and the animation worked fine. The problem was that the virtual hospital’s floor didn’t
have any pathfinding properties. Because of this, the virtual human would simply walk in place,
and not move anywhere. R1_1 was implemented, and discounting the beds where the bot-based
virtual patients would lie, two background patients were placed in the two remaining beds. R1.3
was fulfilled, as the virtual patients looked good enough for their purpose.

R2 was not implemented at all. Virtual doctors and nurses were not as important as implementing
virtual patients, and were therefore not prioritized.

For R3_1, both patients would have a skin complexion that matched their case, and the symptoms
in them. For case 1, the patient would be somnolent, adn therefore remain unresponsive and have
closed eyes. For case 2, the patient would have pains in his left side, and therefore show this by
stroking that side of his body.

With R3_2, the patients would only show reactions with animation. They would not react with
sound or text, which would have been best. In case 2, the patient would stop hurting in his left
side, if the students administered pain killers. Both patients would react to the treatment given,
by either doing nothing, sitting up or dying.

For R3_3, blackboards were successfully implemented. They were easy to understand, but the stu-
dents would have to stand somewhat close to them in order to see them. The menu for controlling
the blackboards was also organized, and easy to understand.

R3_4 was also successfully implemented. For case 1, the multiple choice had only one correct
answer, and three false ones. For case 2, this was not the case, but the case’s focus was not on the
final treatment, but rather on what to do with the patient before that.
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5.2 Limitations

5.2.1 Medical Expertise

The lack of medical expertise from the developer lead to difficulties when symptoms, treatments
or test results that were originally not part of the cases appeared. For example, the diabetes
case needed a multiple choice treatment at the end, but the original case only covered the correct
treatment, so a significant amount of time had to be spent researching additional treatments.

5.2.2 Evaluation

An attempt was made to recruit students from the Faculty of Nursing (HiST), such as was done in
previous projects involving the virtual hospital. Unfortunately, only two students were recruited,
where one cancelled and the second didn’t show up. It would have been good to get the opinion
of different schools, and not only Alesund University College.

5.3 Discussion of Results

Although the results from the questionnaire were relatively positive, it’s important to remain
skeptical. A few factors could have lead to inaccurate results in the questionnaire. One such factor
is that only a relatively few amount of people filled out the questionnaire. A sample size of 15
people is somewhat small, so a larger amount of people could have lead to different results.

The cases were meant to be solved in a different way from what they were. A small number of
people in a group setting were meant to discuss what to do among themselves, and then come to a
decision. In the evaluation, however, it was done differently. The students came with suggestions
to the teacher, who then related the decision. There was little to no discussion, and at times, all
the students were quiet. It’s likely that many of the students would have been more comfortable if
they had been in small groups, and may have talked more, and come with more suggestions. This
way of solving the cases could have skewed the participants’ impression of the system.

5.3.1 The Cases

The cases were all sufficient, but could be improved. During the evaluation by the nurses students
and teacher from Alesund University College, the students came with some suggestions that weren’t
covered by the cases. For example, some of them wanted to take the patient’s temperature, but
this was not covered by the case, and therefore it had to be implied that the temperature was
within normal parameters. Common details like the patient’s temperature should be covered by
the case, even if they are within normal parameters, for the sake of consistency.

Only one of the cases was a good PBL case |13 [35] for the students that participated in the
evaluation. It turned out that one of the cases (the heart attack patient) was not appropriate to
the students’ current curriculum, which was a problem, as most of the students didn’t know what
to do. Both cases were of common and realistic scenarios, and both had a for of medical urgency,
but the PBL shouldn’t be so hard that it would be frustrating to solve.

37



5.3. DISCUSSION OF RESULTS CHAPTER 5. DISCUSSION

5.3.2 The Blackboards

The blackboards received a lot of positive feedback, and were praised as organized and under-
standable, which meant that at least the menus for controlling the blackboards were implemented
correctly. Some of the students at Alesund University College did have problems realizing that the
blackboards could be clicked, however. This means that there should have been some sort of sign
or indicator on or near the blackboards that indicated that the blackboards were clickable.

The blackboards that were implemented, by using textures on prims, turned out to be only a short
term solution. They had some serious limitations that would make them unfeasible if they were to
be used for more than a few cases. First, because they used textures to display the information, it
significantly lowered their modifiability. To make changes to the blackboard, an entirely new image
would have to be uploaded, which would get fiddly and expensive in the long run. Second, the
blackboards were limited to only have six togglable symptoms or test results at a time. Because
the blackboards’ linksets consisted of six prims, it restricted them to only have six textures. To
add more than six symptoms or test results, they would have to be displayed on a new page, or
replace one already present on the blackboard. The way forward would probably be to display the
needed information with shared media, and develop a web site to hold all the cases. This is how it
was done in the PREVIEW project [3], which gave them more freedom to add more cases.

5.3.3 The Virtual Humans

The autonomy in the two types of virtual patients that were implemented came in different formats.
The bot-based virtual patients used for the cases ended up being a mix between guided and
autonomous [2]. Because they needed to follow the progression of their assigned case, they couldn’t
act completely independent. They would perform their animation in an autonomous fashion, but
the students could technically manipulate their actions depending on the treatment they would
give. As such, their perception |36] were the messages they received from the blackboards. Their
decision-making was linear, but they would adapt their behaviour depending on their location.
For example, the heart attack patient would perform a different in-pain animation depending on
whether he was sitting on a chair, or laying in bed. For action control, the virtual patients had a
variety of animations that they could perform.

The background patients were fully autonomous, though they had no perception, decision-making
or action control to speak of. In the CAMO project [4] [32] [20] (see section [L.€]), the object-based
virtual humans could both walk, detect the presence of nearby human avatars, and then react
accordingly. These virtual humans had fully implemented percpetion, decision-making and action
control. When implementing virtual humans in the virtual hospital, however, the priority was on
the bot-based virtual humans and their cases. In the end, there simply wasn’t enough time to
finish the object-based virtual humans.

When compared to the PREVIEW project [3], which was similar to this one, a few things were
done differently. A blackboard was used, which was designed to be user friendly and simple to
use. This was to avoid having a too difficult user interface, which was a problem in the PREVIEW
project. The complex Ul of both SL and their screen controller made it difficult for the students.
The PREVIEW project provided the students with the ability to click on the virtual patients’
body parts, and thereby discover their status. This suggests that they used object-based virtual
humans for their virtual patients, which may have restricted their use of animations, but provided
a deeper level of interaction for their students, which was a problem in this project.
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From all the results, especially from the nurse students and teachers at the Faculty of Nursing
(HiST), dialogue turned out to be a very desirable function. The virtual patients were missing
in both responsiveness and interpretability [26], and some form of dialogue could have provided
both. Interaction with medical equipment was also wanted, such as with ultrasound and EKG.
This, combined with the lack of dialogue, it becomes apparent that there needs be more focus
on the virtual humans’ responsiveness, and the general act of interacting more with the virtual
patient.

The lack of interaction was further confirmed by the professor at the Department of Public Health
and General Practice (NTNU). The way the system was, it didn’t offer enough to be much better
than traditional paper-based PBL, and would be less convenient. A dialogue system would be
a step in the right direction. Allowing the students to discover more symptoms directly on the
virtual patient would also be positive, for example by examining body parts, such as was done in
the PREVIEW project [|3]. For nurse students, it could also be appropriate if the virtual patient
took an action, and the students would have to deal with it. For example, if the diabetes patient
attempted to get out of his bed, and the students would have to either restrain him or talk him
out of it.

5.4 Retrospective on Research Questions

This project turned out to be informative, and a a lot was learned. Regarding RQ_1, what are the
requirements for such virtual patients, it was discovered that having responsive virtual humans
that one could communicate with was an important requirement. Appearance, body language and
facial expressions turned out to be not as important as communication, though they shouldn’t be
ignored, as they help to make the virtual humans significantly more engaging.

For RQ_2, how can such virtual patients be implemented, a variety of options were found for each
of the requirements. The blackboards were implemented for the short term purpose of exploring
whether or not they would contribute positively to the PBI process. For serious use, they should
be implemented differently, as discussed in section [5.3.2] The different ways to implement virtual
humans in SL were explored, and they each had their advantages and disadvantages that were
taken advantage of. For background patients, the simplicity of object-based virtual humans were
sufficient for the task. For the case patients, the more realistic appearance and advanced animation
possibilities of bot-based virtual humans were more suited. For this, the third party program of
Second Bot was used, which allowed for good control of the bots with SL chat messages. For future
work on the virtual patients, bot-based virtual humans are probably still the most suited, but it
will be necessary to make the virtual patients talk in some way. This could be done either by a
dialog box, such as was used as menus for the blackboards and scenario controller, or via the SL
chat, such as was done in the PREVIEW project [3].

For RQ_3, to what extent are these virtual patients capable of contributing to the educational
process, the virtual patients have the potential to improve paper-based PBL, an already established
and valuable part of healthcare education. The virtual patients are good, because they allow the
students to look at their target from different angles, and examine an actual patient, instead of
a described and imaginary person in the paper PBL. Virtual patients also have the potential to
replace the medical mannequins that are in use today, by providing a more cost-efficient and safe
alternative.
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CHAPTER 6

CONCLUSIONS AND FURTHER WORK

This thesis explored the use of virtual patients in NTNU’s virtual hospital. Its goal was to reveal
how virtual patients could contribute to the education of healthcare personnel, and nurses in
particular. This meant figuring out a set of requirements, a way to implement them, and finally
testing how these requirements fared in evaluations. Although this was a good prototype to see
what would be needed for such virtual humans to be considered for serious use, a lot of work still
remains for that to happen. This was a fun project to work on, and a lot of interesting results
were gleamed. The students evaluating the system also had fun, which is important, as it needs
to be motivating if there is to be any point to it.

The blackboard seemed like a step in the right direction, as it received a lot of positive feedback,
and allowed all the students participating in the case see its progression at the same time. The
blackboards presented the cases, its symptoms, test results and treatments in an organized format
that was easy to understand. If work on the virtual patients should continue, the blackboards
should probably stay, although they should be changed some. The blackboards should be easier
to read, for one, and should probably be changed to a more long term format such as shared
media.

The virtual patients that were implemented could all use more work. Their appearance was
sufficient for their function, and their behavior was realistic and somewhat responsive. The virtual
patients’ animations accurately conveyed their status, and was realistic in their given scenario.
It was discovered that there should be more focus on the interaction with the patient. There
should be more ways to discover symptoms other than simply asking the person responsible for
the blackboard. The students should be able to talk with the patient in a dialogue, and figure out
symptoms that way. The students should also be able to use medical equipment on the virtual
patients, or examine them in some way.

The virtual hospital has the potential to be an effective tool in the education of healthcare per-
sonnel, and could be used in a variety of different ways. Role play scenarios have shown promise
before, and now virtual humans have been introduced to the hospital. The virtual humans could
still need a lot of work, but could prove to be a fun and educational engagement for the students,
should it take off. The virtual hospital could also need some work, as it is currently somewhat
small, and could use more rooms, like dedicated patient wards.
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6.1. CONTRIBUTIONS CHAPTER 6. CONCLUSIONS AND FURTHER WORK

6.1 Contributions

Designed a 3D model of a virtual patient for use the virtual hospital.

Developed a framework for blackboards to present PBL cases for many people to see at once
in the virtual world of Second Life.

Proposed a way to to use virtual humans in the process of medical education.

6.2 Further Work

e Implement the unfulfilled requirements.

e Develop more cases. A lot more work should be put into developing cases, which should cover
more, and be more appropriate to nurse students.

e Change the blackboard from being texture-based to shared media. This also involves imple-

menting a web site to host the cases.

Make the blackboards easier to read.

Develop dialogue systems with the patients.

Make the patients compatible with medical equipment (Ultrasound, EKG, i. e.).

Develop a system for examining the patients.
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Case:

«Per» er skoleelev og har hatt insulinkrevende diabetes mellitus i flere &r. Han bruker
injeksonspenn med hurtigvirkende insulin for maltider pa dagtid og injeksjon av
lagtidsvirkende insulin for natten. «Per» er lite motivert for & hdndtere regulering av sin
diabetes. Han har slurvet med 4 injisere insulin, gir i perioder blaffen i kostholdsrad og har
uteblitt fra flere kontroller.

«Pery» har i lopet av det siste dognet vert kvalm og kastet opp, folt seg tungpust og og blitt
delvis uklar — snakker sngvlete og usammenhengende. Han blir lagt inn pa sykehuset
tiltrengende oyeblikkelig hjelp behandling.

Ved innkomst sykehuset er «Per» somnolent (Savnighet (somnolens) er ikke altid er
forbundet med et gnske om & sove. Man kan holde en somnolent pasient vaken. Han vil ogsa
kunne snakke og bevege seg. Nar pasienten overlates til seg selv, vil han imidlertid lett
sovne.) og redflammet i ansiktet, pusten er hurtigere og dypere enn normalt, det |ukter aceton
av_munnen, munnhulen er tarr. Blodtrykk og puls er normale.

Prever ved innkomst: Ketoner(betahydroxysmersyre) i urin og forhgyde nivaer av samme
stoff i plasma. | blodprgver males pH 7,07(normalt 7,35-7.45), blodsukker
20.4mmol/l(normalt 4-6mmol/I.

«Per» fikk mye intravengs vaeske tilsatt kaliumklorid og hurtigvirkende insulindrypp i 3 degn.
| 1gpet av behandlingen bel han gradvis mer vaken, pust, hudfarge og blodprever ble etter
hvert normalisert og etter ytterlige to dager i sykehuset ble han utskrevet.

Momenter som er understreket kan vaae egnet for «virtuell tavie»




Hjerteinfarkt case.
Johan Olsen er pa veg inn til sengeavdelingen i sykehuset hvor hans kone ligger

nyoperert for struma.

Idet han kommer inn i avdelingen kjenner han plutselig en sterk klemmende smerte
retrosternalt. Smertene straler opp mot venstre side av halsen, skulder og ut i venstre
arm. Han tar en nitroglyserintablett for sin angina pectoris, men denne har ikke noe
effekt. Smertene gir seg ikke, han feler at han vil besvime og ma sette seg ned i en
stol i korridoren. Johan Olsen er blitt kvalm, brekker seg, er klam blek og kaldsvett.
Johan Olsen har &ndengd og er redd. En annen besgkende som befinner seg i
korridoren oppdager Johan Olsen og varsler sykepleierne i vaktrommet.

Rullegardin 1:

Akutt behandling (ikke ngdvendigvis i prioritert rekkefglge):

*skaffe hjelp (akutteam)

*pase at pasienten har frie luftveger (obs evt. brekninger) og sjekke pasientens
bevissthet

*gi oksygen og smertestillende(morfin)

*legge pasienten i seng med hevet overkropp),

*forsgke a berolige pasienten.

*male blodtrykk, puls og EKG-overvakning

*Siden pasienten er i sykehus og umiddelbart blir tatt hdnd om vil behandling med
Fibrinolytisk aktivator (Streptokinase o0.l.) og antitrombotisk behandling (ASA) veere
aktuelt.

*Utblokking av trange partier i kransarterier ved percutan tilgang via arteria femoralis
er ogsa aktuelt. | mer kompliserte tilfeller hvor flere kransarterier er affisert vil
operasjon med aorto-coronar bypass veere aktuelt.

*Hjerteinfarktpasienter bgr aktiviseres relativt tidlig, dvs. komme ut av sengen fgrste
dag etter oppstart av behandling

Jo raskere behandlingen settes inn jo starre sjanse for o