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IVE and HKDI students develop
pain mangement VR game
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While smart healthcare picks up pace, the virtual
reality technology (VR) begins to gain popularity in the
healthcare sector. A group of teachers and students
from the Hong Kong Design Institute (HKDI) and
Hong Kong Institute of Vocational Education (IVE)
collaborated with a medical institution in developing a
system to relieve patients’ pain during surgeries by
adopting VR.

Named “HKDI Well-being - VR for Pain Management”,
the project seeks to offer an alternative to anesthesia in
minor surgeries through a scuba-diving VR game,
thereby lowering the risk of side effects from drug
intake. To cater for the needs of patients from different
age groups, students from HKDI's Higher Diploma in
Transmedia Programme came up with four virtual
scenes - calm, relaxed, mysterious and exciting - all of
which simulate the underwater world. Meanwhile,
students from IVE’s Higher Diploma in Medical Centre
Operations Programme were responsible for testing the
effectiveness of the game in relieving pain. It turned
out that 60% of the respondents agreed the game
helped reduce pain. Participating students reflected
that not only did the project put their knowledge into
practice, but it also offered them the valuable chance
to meet industry practitioners and get to know how
minor surgeries are done. This allowed them to think
from healthcare practitioners’ perspective, conduct
better testing and enhance the design of the VR game.



