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Introduction: Virtual Reality (VR) has emerged as a
promising tool in healthcare education, offering immersive

experiences to support learning and professional
development. At Sheffield Hallam University, VR was
integrated into the BSc Physiotherapy curriculum to enrich
simulated placement experiences. The initiative targeted
key educational domains such as Equality, Diversity, and
Inclusion (EDI), human anatomy, and soft skills. This study
investigates the impact of VR on student engagement,
learning, and skill application using the Kirkpatrick
Evaluation Model [1].

Methods: The study employed a mixed-methods
evaluation of VR integration across three modules—
Anatomy VR, Travelling While Black, and BodySwaps. Data
were collected through student feedback surveys and
reflections, focusing on the four levels of the Kirkpatrick
Model: Reaction, Learning, Behaviour, and Results.
Additional insights were gathered from the VR facilitation
team and reviewed alongside supporting literature to
inform improvements [2,3].

Results: Reaction: 36% of students responded positively
to the VR sessions, while another 36% remained neutral,
and 28% reported dissatisfaction. Technical issues and
discomfort, particularly with BodySwaps, were common
concerns.

Learning: Travelling While Black and Anatomy VR
sessions were effective in promoting EDI awareness and
anatomical understanding, respectively. BodySwaps
yielded limited success in enhancing communication and
active listening.

Behaviour and Results: While 48% of students reported
confidence in applying VR-acquired skills to clinical
placements, 36% did not, highlighting inconsistencies in
perceived transferability of learning.

Preliminary Recommendations: Pre-briefings, content

alignment with real-world scenarios, and improved
accessibility are expected to enhance future VR effectiveness.
Discussion: VR holds significant potential to augment
physiotherapy education by fostering experiential
learning and addressing EDI and communication
competencies. However, to maximise impact, sessions
must be better tailored to learners’ needs and
technological limitations addressed. The mixed reception
to BodySwaps indicates the importance of context and
clarity in simulation design. Future work will assess the
impact of the proposed recommendations on student
outcomes and engagement.
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