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Abstract

Clinicians are prone to suffer moral distress in high-stakes situations where their moral beliefs and values
are betrayed or transgressed. As a result, this may negatively impact their capacity to provide adequate
levels of care to patients. The research question that will be explored is: What are the fundamental factors
for developing a virtual reality (VR) simulation to understand and mitigate moral distress in healthcare
workers? To address this question, a combination of design thinking (DT) and a modified Delphi
methodology with a group of 13 simulation specialists, VR developers, clinicians, and administrators
provided the VR simulation needs that define the functional requirements. DT provided an opportunity to
explore various areas in subgroups to identify ideas for the scenario, learning intervention, and assessments
for the VR simulation. The use of brainstorming within DT provided several ideas, which were funneled into
a three-round, Delphi study. Results from the study defined the foundations of the VR simulation. Average,
standard deviations and free-text comments in the modified Delphi study were used to assess the inclusion
of the produced requirements. The DT process produced 33 ideas for the VR simulation that served as a
starting point to short-list the requirements in Delphi Round 1. During Rounds 1 to 2, items were removed,
revised, and/or retained, resulting in 16 features to include in the final VR simulation by the end of Round 2.
Round 2 also required specialists to provide abstracts of the VR simulation and five were submitted. In
Round 3, specialists rated the abstracts as somewhat candidate to use as the final VR simulation, and the
open feedback in this round proposed to combine the elements from each of the abstracts. Using this data,
the final VR simulation was developed by a working group together with a VR design team. The methods
described in this development will be used to guide a VR system which aims to help healthcare workers deal
with moral distress. This methodology may be applied to the design of simulation training for other skills,
thereby advancing the agenda in healthcare simulation.
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