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Purpose

• Provide crucial missing hand-on training to medical 

professionals

• Provide a realistic environment to prepare users for 

real world situations

• Enhance diagnostic and decision-making skills
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Approaching the Problem

• Making a Simulator game in VR

• HTC Vive headset and SteamVR framework

• Early and frequent concept builds to test functional 

requirements
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Challenges

• Learning Unity

• VR world still has many conflicts

– This made it hard to determine path for user input

• Starting from nothing
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Functionality Overview

• Main menu -> Simulation room -> Summary scene

• Movement within simulation

• Interactable buttons and menus

• Clock and vitals
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Technical Implementation

6



7



Video Demo

8

https://www.youtube.com/watch?v=luI7_ts0Jdg



Differences from Original 

Requirements

• Three scenarios -> One scenario

• Tests of 15-30 minutes -> 3-15 minutes

• Scan of 25-40 minutes -> 10 minutes

• BP fluctuate after 15 minutes -> after 7

• Summary on panel -> separate scene

• Added: persistent data, CT scans, notifications, 

movement
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Questions?
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