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importance i trve chj;e t of
5

p in the development-process,
~3

ida thgegtvhe software

allowing end users, such as healthcare professionals, t
meets their expectations and requirem% eitsde nt irts&-world scenarios
(Guru99, n.d.). Unlike automated testing, UAT \CQLLGT ﬁqually, enabling users

onsfto as the ares performance and

User acceptance testing (UAT) holds signifi

patient simulator software. UAT serves as a crucia

to create and evaluate real-world

7]
: &)
responsiveness (Codecademy, . By. g us@m the testing process, UAT
ensures that the patient!Simulator software a rts he specific needs and demands
g 4
of the medical fleld deliv ngi i and réliable training experiences (Coursera,

2023).

@
smulatg ‘Plb')/e di purposes, including education, training, and
£

researchy (Zamora & Lahoz, 2 In the medical domain, serious games, such as

§
!
One p 0 ner%ltatlo%@ of UAT is evident in the development of

|mulators play a cruual role in providing immersive and realistic experiences

0 raining healthcare professionals (Zamora & Lahoz, 2022). These serious games
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simulate medical scenarios an
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afe and controlled environmen
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5.1 Result Yv
To assess the effectiveness of simulation games, including patient @Jrs, a
comprehensive online survey was conducted, garnering responses fro individuals
with experience in the medical field for various purposes. The participants were

e results of the

requested to rate the effectiveness of simulation games on a scale 6f 1 to 5, where 1
indicates minimal effectiveness and 5 denotes high effe ; TI]

e
survey, as illustrated in the graph below, provide valuablésinsights in n:pact and

perceived efficacy of simulation games in the met@vain. , _\C}

The survey findings underscore the pvg re% effectiveness of
. X

simulation games, including patient sim% in

development within the medical field.wa gs provi th@%ticipants serve as

a testament to the valuable role pla@y simu!a\hg‘ﬁg?m
. ? @

experiences of healthcare prof
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How effective was the simulation in simulating real-life patient scenarios?

17 responses

8

8 (47.1%)

6

1 2 3 4

- - 5
Figure 5. 1 The Effectiveness Of Simula'u;Sur ey\d. Y,
| &

é -
‘;v ion o&mulation

The figure 5.1 provided illustrates the?’.ipan'\

o
games specifically in relation to patient si r/softw otably, ﬂ&ge majority of
Qs

- . X
the respondents (88.2%) rated simulati as highl ectl@wlth a rating of 5)
@%) deemed them not

or effective (with a rating of 4). &Drselyﬁl\vxy A
? 0 v,
\Y e

effective (rated as 2) or slightl\ e (rated as 3). The@fﬂey's average rating of 3.9
indicates a high level of sati?m WitlSlm
of 0.9 suggests a mode | of va; bili
conclusion that si ﬁh‘ion gfmh‘n
effective in aclwin their
‘

ta

on g‘@s, while the standard deviation

(
"m P?;'atings. These findings lead to the
&

cludingspatient simulators, generally prove

iPnal @ectives, given the positive experiences

reported bqs rticipant: s @)
\
% undér ssthe effieacy of simulation games in facilitating learning

and development Wlth&') the realm of patient simulator software. The
ov\lmingly positive ratings reflect the value and impact of these games in
0} orting effective learning experiences. Moreover, the high average rating signifies
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the positive influence of simulation games on user engagement and satis ,
particularly within medical training contexts. \

The survey outcomes provide valuable insights into the iveness of
simulation games, specifically within the domain of patient simule&sgftware. The
overwhelmingly positive ratings demonstrate the significant role” and perceived
effectiveness of these games in fulfilling their educationa hr]sequently, these
findings underscore the importance of integrating simulagion g M gs patient
simulators, into medical training programs, as the ibute fo i o'e&%}r‘zr:ing

experiences and skill acquisition for healthcare on% \Y
X

NV IAD S

Did the simulation help improve your diagnostic skills and medical knowledge?

17 responses

-

10.0

9 (52.9%)

75 8 (47.1%)

2 -~ 3
|

Figu ¥, Dia%'r%stic Skills Survey

(

1
\'
- &
. ’ : y . .
; ure shows'as Fﬂgur@tz presents the participants' evaluations regarding
in

N
the\ ce of simulation g}cl;?es, specifically in the domain of patient simulator

‘ée. It is noteworthy that all participants (100%) rated simulation games as having

ubstantial impact (with ratings of 4 and 5) on their diagnostic skills and medical
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knowledge. The average rating derived from the survey was 5, indicating a unawms
consensus regarding the positive effects of simulation games. Additionally% ence
of any standard deviation (with a value of 0) implies that the respon ibited no

variability. These findings collectively support the conclusion that squlation games,

particularly within the realm of patient simulator software,ifWaly enhance the

diagnostic skills and medical knowledge of healthc r essi')nals, with all

= '\d

L ]

The outcomes underscore the pivotal role of ation games, suéh ;aé—}gt'ient
simulators, in healthcare education and traini urJa\ greem&'t among
participants concerning the considerable i$' ula gamé\:g diagnostic
skills and medical knowledge accentuN’ fficacy I

mot@‘gkill development
and knowledge acquisition. As a r%incorpor\hg im ation games into medical
Esy N
h%k fe. tegning et
&

participants reporting significant benefits from their utili

training programs can vast riences of healthcare

professionals, empowering%\\; er] e their d‘igq stic capabilities and deepen
their understanding of% oncef'b}“l 0
&
& @)
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Did the simulation effectively simulate the communication challenges that arise when dealing with
patients?

17 responses

8

6 (35.3%)

0 (0%) 0/(0%)
o | |
1 2 5

3 4
Figure 5. 3 Simulation Communicati hallenges Sur ' b’
4
\ \/‘T
| | | _ N
Figure 5.3 provides a visual resw ion “ﬁf théy partieipants' feedback

regarding the effectiveness of simM games in ul@ communication
challenges encountered when inte‘u’y with E\M_geg \hﬂq he patient simulator

software domain. The results in%at ubstantial mijéét)y of participants (82.4%)
rated simulation games as hi ectite 5)0 ffe(‘:ge 4) in successfully simulating
these communication % s. In contra }@ty of participants (17.6%) found
them to be slightllygvtive (3]. \verage ing from the survey was calculated as
4.2, indicating N{h elo (ition Y
¢
10

(92]

@h the simulation games. Furthermore, the
standard dewi f 0.9 suggests {n.ggc;?ate level of variability in the ratings. Based
on theseﬁé%;, it érvdaj;nch@hat simulation games are generally effective in
simdak the communication@fllenges associated with patient interactions, as the
m?\| of participants reported positive experiences with them.

Q These results highlight the significance of simulation games in the context of
atient simulator software, specifically in enhancing communication skills in healthcare
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professionals. The substantial majority of participants acknowledging the effect?!!s
of simulation games in simulating communication challenges underscore%\value
as a valuable training tool in healthcare education. By providing realis arios and
immersive experiences, simulation games equip healthcare professionals with the
necessary skills to navigate various communication challenges eneountered during
patient interactions. r%

To summarize, Figure 5.3 visually presents articipants' gluations,

demonstrating the positive impact of simulation ga th simulati orim:@?a;ion
challenges within patient simulator softwar da% the\n/gt'ion that
simulation games effectively enhance c@@icﬂ skils, as eéa‘e;;t from the
overwhelmingly positive experience@d by the icip@% These findings

emphasize the importance of inte@'sg simu \%m A'Q\to healthcare training
S

programs, enabling healthcare nals to develop an ine their communication

abilities, thereby enhancin ra pati[ care ualit$

4

Were the patient cases presented in the simulation diverse enough to cover a range of medical
conditions and situations?

17 responses

8

=
\ 2
0(0%) 0 (0%)

4 (23.5%)

1 2 3 4 5

Figure 5. 4 Simulation Cover range Survey
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Figure 5.4 presents valuable insights into the assessment of partw
regarding the diversity of patient cases in the patient simulator software@}sults
indicate that a majority of the respondents (64.7%) rated the patien as either
highly diverse (5) or moderately diverse (4), demonstrating a positive pérception of the
software's incorporation of various medical conditions and si M. Conversely, a
minority of participants (35.3%) considered the patient c S&;?newhat diverse

(2). The average rating derived from the survey was lated as ciicating a

moderate level of satisfaction with the diversity ofipatient cases. di‘io_&ﬁ-l}y, the
standard deviation of 1.1 reveals a notable deg riation i atin%mdicating
divergent experiences and viewpoints amo@r“ti(dﬂ ~Based Vz(:se findings,
it can be inferred that the patient sim@are 0

of patient cases, as the majority of

The diversity of patien% a critical
simulator software as an ed@ toI iffhea car@ing. The significant majority
of participants express ive views onlthé di\bsity of patient cases underscores

4 ¢ &
the importance of i Qkoratingla i

rray of. ical conditions and situations within
the simulationqq By i 'g di@"e patient cases, the software enables
¢

rea@bly diverse range
@’experiences.

N,
ect 0@ effectiveness of patient

healthcare c&s@nnals to en ggino((;aistic scenarios and develop their skills in
managi% iety of'si S, theé%y enhancing their decision-making abilities and

ada ity to different patiert\@‘g;.
‘%\n conclusion, Figure 5.4 provides a visual representation of participants'
d ations, shedding light on their perceptions of the diversity of patient cases in the
atient simulator software. The data reveals that most participants had positive
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experiences with the diversity of patient cases, indicating that the simulation
effectively incorporate a range of medical conditions and situations. C%\pect
contributes to the software's effectiveness as a valuable training allowing
healthcare professionals to enhance their skills in managing diverse patient scenarios.
These findings emphasize the significance of maintaining an Mng the diversity
of patient cases within the patient simulator software to d%

on'prehensive and

engaging training experiences.

- ' o X

How well did the simulation incorporate the ethical considerations and decision-making processes
involved in patient care?

17 responses

6

0 (0%) 0(0%)
0 \ \
1 2 o3 <~ 4
!
Figure 5. %XIConsiM?@sion-Making Survey
Figure presents 'howééé participants' perspectives on how well
¢

r software i 0!50r tes ethical considerations and decision-making

NN
processes i ient care. ?resulé}eveal that a significant majority of respondents

(70.%ted the simulation g@!’as either highly effective (5) or moderately effective

(%‘n integrating these crucial aspects, indicating a positive reception towards the

oftware's ability to address ethical complexities and decision-making challenges in

atient care. On the other hand, a minority (29.4%) considered the software to be
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somewhat effective (3). The average rating obtained from the survey W?ﬂ,
suggesting a high level of satisfaction with the software's incorporati \hical
considerations and decision-making processes. Additionally, the standﬁ’l'&viation of

1.0 indicates a moderate level of variation in the ratings, signifying diW)erspectives

among the participants. Based on these findings, it can be inferred that the patient
c;

considerations and

itive st.
"X
The integration of ethical considerations an%ion-m in odes@/ithin
patient simulator software holds great significangesi althc\afe tion@training.
nts gardiqé\;i software's
mp@%ce of providing

cgﬁa'nalysis and informed
N,
m ('%nd decision points, the

software prepares healthcar. }sio}r a@sitive patient care situations
with empathy, professi ismy and ethical ur‘ldﬁeé'
'3 f &
In summary, ﬁ%e 55 (i \\usual %ﬁentaﬁon of participants' evaluations,

simulator software generally succeeds in incorporating

decision-making processes, as most participants reporte

decision-making. By simulati lex ethical

shedding Iight&t rp 's ofc‘fj%@ well the patient simulator software
incorporate &(3 con de‘ ti sémt?}(;?ision-making processes in patient care. The
data de@% that articip{ﬁs had positive experiences with the software's
abiljﬂAaddress ethical corq@ﬁties and decision-making challenges. This aspect
‘% s the software's efficacy as an educational tool, enabling healthcare
q ssionals to enhance their ethical decision-making skills and navigate complex
atient care scenarios. These findings emphasize the ongoing need to integrate and
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prioritize ethical considerations and decision-making processes within patient siWr

software to ensure comprehensive and impactful training experiences. q

Did the simulation provide adequate feedback and guidance to help you understand and learn from
your actions?

17 responses

10.0

9 (52.9%)

7.5
5.0

2.5

0 (0%) 0(0%) 0 (0%)

0.0 \ \ \
1 2 3 4 5

V A
Figure 5. 6 Feedback and Guidance\ Unders ing @L‘Vey
AN
\ A

Figure 5.6 provides va‘l%qsigms in the a \ment of feedback and
m

’I ared\.he results demonstrate that a

guidance in the context of pati

majority of the parti antleOO%) ;.te}the ack and guidance as highly
E ? J
satisfactory, with nc%tic' anlt & ring i(i&!dequate. The mean rating obtained

from the survey wa , Indi

ing trong@ of contentment with the feedback and

!
guidance oﬁ@ore ve'r, ,'bw(iaﬁndard deviation of 0.5 suggests minimal
variatio -&'r'atinps,brig)i tiqé}consistent perception among the participants.
tg! 2

Based on these findings, it can oncluded that the feedback and guidance provided

atient simulator software are consistently effective in supporting learners'

Q rstanding and learning from their actions, as reported by the participants.
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The availability of comprehensive and constructive feedback, alon
tailored guidance, is of utmost importance in the realm of patient simulato@re. It
plays a pivotal role in facilitating the learning process and enabling lea enhance
their skills and knowledge effectively. The unanimous agreement ame@ng participants
regarding the adequacy of the feedback and guidance underscares thessoftware's ability

. »

to provide meaningful insights and support. By offering Iizqd feedback and

comprehensive guidance, the software fosters an enviro t conduc ontinuous
| _ | g
growth and skill development in the healthcare field. l _{')

To summarize, Figure 5.6 presents a ¢ ns% i ok@ficipants'

theéhz;t simulator
rdin@ge adequacy of the

perceptions regarding the feedback and géidance pr

software. The unanimous agreement g participants

feedback and guidance further rei@?s thesﬁ%s
%h. hﬂ .

learning and understanding. Thi ghts erslgzQ
feedback mechanisms and?’l\g&i g'i nce lin patient simulator software, which
greatly enhance the Iea% come's‘ g}}a{ll ational experience. The positive
feedback received wpartiii

learners' skill dQQ ent 'Ied uisition through constructive feedback
’ (.?

Ehveness in promoting
N

nt contribution of robust

é\é//l/%

do
mpha the software's role in facilitating

%

and tailore ance. These fi difgsw erline the importance of effective feedback
NN

and guidange Tt patiefit.Si tor software, as they significantly contribute to learners'

. Y |
gro d competence in the@ffhcare domain.
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Was the user interface intuitive and easy to navigate, allowing you to focus on patient care rather
than struggling with controls?

17 responses

100 10 (58.8%)

7.5

5.0

4 (23.5%)

25 3 (17.6%)

0 (0%) 0(0%)
O_O ‘ ‘
1 2

Figure 5. 7 Simulation |

Figure 5.7 presents the assesN} th
simulator software context. The d l%als tﬁ\svn
[

(82.4%) rated the user interfa elther tditivggﬂd easy to navigate (5) or

X

intuitive and easy to navi . Convers a minprity (17.6%) found it slightly

(
intuitive and easy to na%( ). The aver ‘;at&/gbtained from the survey was 4.2,

indicating a consi Mevel pf s\?ction the user interface. Furthermore, the

&
standard devi of 0.9 su maoderate degree of variability in the ratings,
a nsiste

Iy p‘ér.oép)ion among the participants. Based on these

indicating Qen
findin % e co&: that t@er interface of the simulation games is generally
desigio be intuitive and u@riendly, allowing learners to focus on patient care

rat\an grappling with complex controls. The overwhelmingly positive experiences

6} rted by the participants further support this conclusion.
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The user interface of patient simulator software assumes a crucial
creating an immersive and seamless learning experience for healthcare p@nals.
By offering an intuitive and easy-to-navigate interface, learners can f with the
software effortlessly, enabling them to concentrate on refining their patient care skills.
The favorable ratings and satisfaction expressed by the p Ns highlight the
software's effectiveness in providing an interface that mini &;Lleirning curve and
facilitates a smooth user experience. By ensuring that th rint rfWuitive and
user-friendly, patient simulator software fosters a su i i i'or@t that
inical Skills
the aé?svs-ment of the
'c@s expressed high

levels of satisfaction with the intui d easy-\av% @race, reaffirming the
N
software's success in deliverin%ﬁien y exgerienc prioritizing an intuitive

user interface, patient simu%\s'&twale ances th rning journey for healthcare
professionals, enablin% focu; ;.y}ve‘rinauality patient care. The positive
&

feedback received from the p

user-friendly us% cei
within the r hpatie t si are.
Qv NN
& s $

In summary, Figure 5.7 provides

a
user interface in patient simulator soft i Ta majority
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How engaging and immersive was the overall gameplay experience?

17 responses

8

7 (41.2%) 7 (41.2%)
6

3 (17.6%)

0 (0%) 0 (0%)
o \ \
1 2 3 4 5
N | SV, +
Figure 5. 8 Gameplay Experienee Survey ' Q}
_~
s b &

Y- Y4
Figure 5.8 depicts the evaluation of engagemen \d\knmersfgl'évels in the

context of patient simulator software. T?@m demgnstrate thca)(@ majority of the

participants (82.4%) rated the simulation g a? I er_\Ql hly engaging and
t& A
immersive (5) or engaging and i‘n% (4), while only a m@)rity (17.6%) considered

“« Q-
them slightly engaging and M ive (3). 'With a n@%ﬁ’( rating of 4.2, the survey
N
indicates a high level otatisiction with the mau% games. The standard deviation
rate

of 0.9 suggests a mode el oﬁé ion i atings. These findings suggest that

the simulation @ne ‘Iy ide @ngaging and immersive experience,
generating a s@}pre ente jﬂl/ol(‘éﬁlent among the participants.

@

T %@pt ?f ngage er@wd immersion is vital for the effectiveness of

patientsimulator software in crea@ realistic and immersive learning environments for

=

h are professionals. By}fering engaging and immersive simulation games,

rners can fully immerse themselves in lifelike scenarios, enabling the development
0 critical clinical skills in a safe and controlled setting. The positive ratings and
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satisfaction expressed by the participants validate the software's ability to captw
maintain their attention, resulting in heightened immersion throughout @ning
process. By incorporating elements that captivate learners and pro sense of
presence, patient simulator software enhances the efficacy of training, leading to
improved clinical competency and patient outcomes. V

To summarize, Figure 5.8 provides valuable ins Yo.trle evaluation of

engagement and immersion within patient simulato ftware. aJority of

Y'
participants reported highly engaging and imr@experi nce in‘ii@ the
software's success in delivering captivating leaai nv% hra@ realistic

_ 2 . X
scenarios and a strong sense of presenw nt 9\mu r so effectively
enhances the learning journey for hea%}ofessiona he @ﬁve feedback and
satisfaction expressed by the partici@jundersc%\thewm @e of engagement and

S
immersion in maximizing the %al value a effec(t'(/ ess of simulation games
\

in the realm of patient sim M : %
c.)% 7 'S

- : :1%

Did the simulation successfully capture the emotional aspects of interacting with patients and their
families?

17 responses

6

4
e
N -
S =

5 (29.4%) 5 (29.4%)

4 (23.5%)

3 (17.6%)

2 3 4 5

Figure 5. 9 Interacting Survey
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Figure 5.9 illustrates the evaluation of simulation games within theWt
simulator software in terms of their ability to capture the emotional aspe tient
and family interactions. The data presented indicates that a majoritv'%rticipants
(52.9%) rated the simulation games as highly successful (5) or%sful (4) in
depicting these emotional dimensions. Conversely, a portio N:ipants (47.1%)
considered the games to be slightly successful (2) or mo r&:ccrssful (3). With

an average rating of 3.7, the survey suggests a moderat el of sawwith the

o N Y I
simulation games. The standard deviation of 1.1 impli gnificant edof{aj ation

in the ratings. T 4
These findings emphasize the impo% f

\ Y’}/
elements in simulation games withi paent simu

capturing the complexities of patiﬁg’jeraction\ne_&x_s%

rately, repre g emotional
sof@. By effectively

's\have the potential to

enhance learners' understandi abilﬁy to ax/ig%\motional challenges in
healthcare settings. Throug listic s riosand in s%tive experiences, simulation
games foster empathy,% icatis‘rTskil : ﬁhd@&tient-centered approach among
healthcare professi N& : \ %C/Q

To furthémce Q}onald’%&lity of simulation games in the patient
simulator s re; dev Io‘ r caﬂ' e(r_)}clae additional strategies. This may involve

NN
incorpo% anced 'ue, Iife&e gestures, and facial expressions to create more

authenti, patient encounter: .@fanching narratives can provide learners with
olﬁ_;-i}&]ities to navigate emotionally challenging situations and make critical
ecisions, thus offering a comprehensive learning experience. By continuously refining

e emotional portrayal within simulation games, developers can ensure that learners
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are well-prepared for the emotional demands they will face in real-world he?&e
settings. (;

In conclusion, Figure 5.9 provides valuable insights into ccess of
simulation games in capturing the emotional aspects of patient mteW within the
patient simulator software. While the ratings indicate a mode of satisfaction,
the feedback from participants suggests areas for further i te.

nt' By consistently

advancing the emotional depth and authenticity of simulation games; opers can

enhance the overall learning experience and equi care prof rbls % the

necessary skills to provide empathetic and pati reK \)‘T
? g

5.2 Discussion G) ,‘\'\

o S
g

io
N
5.2.1 Prototype
The development oaotot .me@¢ e tools has revolutionized the field

(
of medicine, en g he@ iciency of patient assessment. In this

discussion, ill%explore t f)!]r f a prototype designed to aid healthcare

professi ; C|aII students, @sessing nerve palsies involving the third (3rd)

and si cranlal nerves. Th,gg.prototypes as outlined in the previous tables, play

“
——9

=

tal role in streamlining the diagnostic process, enabling a more accurate

0 uation of patients presenting with these neurological conditions.
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The use of prototypes for assessing nerve palsies represents a significant?'m
the field of medical education. Traditionally, students rely on textbooks ar@es to
grasp the complexities of neurological disorders. However, the ﬂ&detailing
assessment actions for 3rd and 6th nerve palsy provide a practicw structured
approach to understanding these conditions. By following a_systematic examination
process, students can better comprehend the nuances of ?Ir\'e disorders and

apply their knowledge to real-world scenarios.

'Y
One of the key advantages of these pro%dies in thei bi'itx@ailor
assessments to the specific characteristics o er% or i@zgnce, the
T

mov@nts in various
ond@%. In contrast, the

assessment actions for 3rd nerve palsy focus,on amin‘ng

directions, assessing gaze deviations, @aﬁng eyeli
assessment for 6th nerve palsy ﬁ%asizes \mk$y

N,
horizontally and vertically. %vel oof specifici s{@nsures that healthcare
m%,j

professionals can diﬁerenti% eer] disg\}tonditions accurately.
The prototype% tribu't‘ to r.I)/l d@tion and intervention, a critical

aspect of improwent (lu . In @Cﬁd and 6th nerve palsies, timely
diagnosis is ess% im g ap;éﬁ(iate treatment strategies. With the aid of

!

tudents an hé\ltlé;@ providers can identify subtle signs and
NN

ing!f .gmpt ferrals to specialists and targeted therapeutic

m@ement control, both

sympto%
inteu&ns. >

S
%\Vhile these prototypes represent significant progress, they are not without their
h

enges. Integrating them seamlessly into medical education and clinical practice

equires careful planning and training. Students must become proficient in using these
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tools effectively, and healthcare institutions must adapt their curricula to incow
them into the learning process. Additionally, ongoing refinements and up@hese
prototypes will be necessary to keep pace with advances in medical*edge and

technology. Q
In summary, the development of prototypes for asquMrve palsies, as

exemplified by the assessment actions for 3rd and 6th ner | ma{ks a substantial

step forward in medical education and patient care. These tegls enhlanc lon, tailor

3 . - _ _ N4
assessments to specific conditions, facilitate earl tion and r'e&&m, and
present opportunities for continuous improv?@ As the totyqélg~ become
integrated into medical training and practicefwye can ex

. X :
re mt@ed generation
of healthcare professionals capable ow- g targete

e a@proving the lives
of patients with cranial nerve paIsi{%e journe\“p}_g%gr s@ntinues, as we refine

these tools and expand their n in the ever-evolving landscape of medical

science. \ %'«é
5.2.1 Data C,)Y. I N
4 ¢ &
Based on Nprehehsiv\nalysi the survey data, it is evident that the

N
incorporation i 'mgla f[wa&()gmd simulation games in healthcare training
'
T

has yielde orable results7jThe fee ﬁackprovided by the participants reflects a high
£ffec§;ess across various domains, including the

level ti actlo{
N
de\ nt of diagnostic bh'?ls, medical knowledge, communication abilities,

y of patient cases, ethical considerations, feedback and guidance provision, user

rface design, engagement, and capturing emotional aspects of patient interactions.
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These findings underscore the significant value and impact of patient siw
software and simulation games as valuable educational tools within th@?&care
sector. The overwhelmingly positive ratings received for diagnostic s medical
knowledge indicate the successful facilitation of learning and skill mﬂon among
healthcare professionals. Moreover, the favorable responses relating t6 communication

challenges affirm the ability of simulation games to cre ealisticjand immersive

environments that enhance participants’ communicati ills, aWaspect of
X
patient care. ' _\q

The inclusion of diverse patient cas

mulatio 16ws for
ua\ es;;@;/soa

comprehensive learning experience, exposw cipa:\ts t wide@ge of medical

conditions and scenarios. Furthermowat' egration

decision-making processes within ﬁﬁames%q es bémportance of ethical
S

practice and critical thinking in%re coﬂtexts The pravision of adequate feedback

\ &)
and guidance within the simulation T S Serves @\§A‘ valuable tool for learners,
and

enabling them to reflet% actio; Jz'ike*iﬁrovements accordingly.

hic@ﬁnsiderations and

116





