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Empathy of health professionals and overall learning
experience of AR intervention. Items 1, 2 and 3 in
“Empathy” and items 9 and 10 in “Learning Experience”
are reversed items

Table 1 Summary of the pre- and post-scores about the knowledge of 
various diseases

Table 2 Responses from student participants on possible difficulties 
experienced by patients 

Results and Findings

Conclusion
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Diabetic retinopathy
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This study provided evidence of the effectiveness of AR
intervention in medical training, especially the influence on
students’ knowledge gain and the potential positive effect on
the development of empathy and learning motivation.
Students can experience the perspectives from patients with
eye diseases via AR technology.

Study population:

53 students from healthcare-

related disciplines in HKU

[42 MBBS, 1 BBiomedSc and

9 BEng(BME)]

Participants were each

provided with an AR device

that simulated visual defects

of eye diseases and asked to

perform tasks that simulate

activities of daily living while

wearing the device.

Study Design and Methods

To improve the teaching and learning
experience of students in healthcare-related
disciplines on learning visual symptoms of
eye diseases using immersive AR experience,
so to (1) enhance their memories about the
visual defect through first-person experience,
and (2) improve their empathy and by living
in patients’ shoes.

Objectives


