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Our Study

Materials:

Study Subjects:

1. SimulLab Lumbar Puncture Trainer 1.3 and 4" year medical

students
2. Microsoft HoloLens

2. No previous experience
with performing LP (either
on live patient or
simulation model)

3. 20-gauge spinal needles

SIMULATION: BRINGING LEARNING TO LIFE #IMSH2021



Procedure and Data Collected

Procedure:
1. Volunteers given pre-study questionnaire
2. HoloLens Tutorial
3. Lumbar puncture training video

4. Attempt 1

* Randomly assigned to control (no AR) or
intervention (AR) group to start

5. Attempt 2

* If control group on attempt 1, used AR

e |f intervention group on attempt 1, performed
without AR

6. Post-Study Questionnaire emailed to volunteers
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Data Collected:

Main Outcomes Measured:

* Average number of sticks required for
successful LP

* Expected average distance from target

Secondary Outcomes:

* Expected maximum number of sticks

* Changes in attitudes concerning ability to
perform LP

Other Data Collected (for possible future
analyses)

* Time required for successful LP
* Head/gaze tracking

* Demographic data
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Results
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Results

Pre-Study Attitudes Concerning Skills Average Score for Pre- vs. Post-Study
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QUESTIONS?
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