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IHEPIAHYH

H mopodoa épsvva  a&oroyel o mnpmg  eufobiotiky) Qoppoyn  EKOVIKNG
apaypotikdémtog (EIT) tyv ViReTrain, pe okond tnv kotavonen g cVUBoAng g yuo
™V avATTLEN Je&0THTOV KPITIKNG OKEYNG Kol ETIAVONG TPoPANUATOV G portNnTéS/ TPLEg
VOGNAEVLTIKNG G€ TPOGOUOIOUEVO, KAMVIKA GevapLa. Ta epEUVITIKG EPOTHLATO GPOPOVYV,
apevog, T0 TMG M xpnon g epappoyng EIl emmpedler v avimtuén tov
mpoavaepBEvIoV deSl0TTOV KoL, OQETEPOL, TOlEG &ival Ol OVTIMWELS Kol Ol
VITOKEIUEVIKEG EUTEPIEG TOV QorTNTOV/TpLdV oYeTikd pe v EIl g epyaieio pabnong.
H épevuva avtamokpivetor oty avaykn vy €ig Péboc mowotikn perétn, xabog m
TAELOVOTNTO TOV VELOTALEVDV HEAET®V oTn PipAoypapia Paciletor oe TOCOTIKES N
Wktég  pebddovg, o1 omoleg dev  AVASEIKVOOLV OVLGLOOTIKGL TIC EUTEpieg TMV
ocuppeteydviov/ovowv. EmmAiéov, moapott n minpwg eppubiotikr EIT tpoceépel oTouvg/i1c
xpoteg pio wwitepa peaotikn gumepio pddnong, n oe Pabog depevvnon TV
VTTOKEEVIKAV EUTEIPIOV TOVG GE TETOL0, TEPBAAAOVTO TOPAUEVEL TEPLOPIGUEVT] OTN
Siebvny Pproypagpio. H perétn vioBetel molotikr pebBodoroyla pe eppnvevtikn
(QOWVOLEVOLOYIKT)  TPOGEYYION Kol  GLAAOYT  Oedopévev  PEG®  MULSOUNUEVOV
ocuvevtevEewv He 13 poutntéc/tpleg, o1 omoiloveg GULUUETELYOV O GEVAPLO PPOVTIONG
NAMKIOUEVOL 060EVOVE GTN LETEYYELPNTIKN PAON, 6€ TEPIPAALOV YELPOVPYIKIG KAVIKNG.
Ta anoteléopata detyvovv 6t 1 EIl Peitiooe v kprtikh okéyn Kot 115 de&lotnteg
emiloong TpofANUAT®V, EVO 1 CUVOLGONUATIKY EUTEPIO TOV GUUUETEXOVIWV/OVGMV
nrav avtieatikn. Hopd tig Oetikéc avtidpdoeilg yo v avbeviicdtra g eunepiog,
EVTOTOTNKOV TEXVIKEG TPOKANOELS KO OVAYKT Y10l TEPLOGOTEPT KaBodNYNoT. ZVVOMKA,
n EII Bempeitar yprioun y v ekmaidevon, vnd myv xpodndbeon g Pektimong tov

TEYVOAOYLKOV EEOTAIGHOV KoL TNG TOPOYNG CAPOVS AVATPOPOSOTNONG.

AEEEIG KAEWOLA: ELKOVIKT) TPAYLLOTIKOTNTO, KPLTIKT OKEWT, ETIAVGT TpoPAnudtmy,
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ABSTRACT

This research study evaluates a fully immersive virtual reality (VR) application,
ViReTrain, aimed to understand its effect on the development of critical thinking and
problem-solving skills in nursing students in simulated clinical scenarios. The research
questions focus a) on how the use of the VR application influences the development of
the aforementioned skills and b) on the perceptions and subjective experiences of the
students regarding VR as a learning tool. The study addresses the need for in-depth
qualitative research studies, as the majority of existing studies are based on quantitative
or mixed methods and do not sufficiently highlight participants’ experiences. Moreover,
although fully immersive VR offers users a highly realistic learning experience, the in-
depth exploration of their subjective experiences in such environments remains limited in
the international literature. The study adopts a qualitative methodology using an
interpretative phenomenological approach and collects data through semi-structured
interviews with 13 nursing students who participated in a scenario involving the care of
an elderly post-operative patient in a surgical ward setting. The results indicate that VR
contributed to the improvement of critical thinking and problem-solving skills, while the
emotional experience of the participants was mixed. Despite positive reactions regarding
the authenticity of the experience, technical challenges and the need for more guidance
were identified. Overall, VR is considered a useful educational tool, provided that

technological equipment is improved and clear feedback is offered.
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