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Introduction. For deep understanding of the complexity of pharmacological effects of drugs, the VitOOLs Team at Curtin has developed a virtual learning platform for an integrated, immediate, and immersive approach in linking physiology to pharmacology effects at body, tissue, cell and molecular levels. The VitOOLs platform offers a Virtual Patient Simulation (VPS) and VR Pharmacology laboratory (VR Lab). In this paper we present the use of the VPS in a large year one human biology class and VR Lab in the second- and third-year pharmacology class. 
Aims. This project aims to evaluate the usability of the VitOOls platform for teaching physiology and pharmacology. Specifically, to evaluate the benefits and challenges in using VitOOls in health Sciences and medical education, and to determine aspects that needs further refinement.
Methods. The evaluation was conducted in two phases. In phase 1, students undertaking the Human, Structure and Function unit (Year 1) use VPS and Pharmacology units (Year 2 and 3) used VPS and VR Lab to supplement the workshop activities. Following the workshop, students were invited to complete a system usability scale (SUS) questionnaire [1].  In Phase 2, a one-on-one session was conducted with students using a moderated in-person assessment model. 
Result and Discussion. SUS generated 200 responses for the use of VPS and 150 for VR Lab. The SUS score for the simulated patient is acceptable at 79. Users perceived the VR LAB and Body model to be effective as learning tools. The perceived learning outcome benefits include engagement, repeatability and seeing the actual and immediate physiological changes. The SUS quantitative data indicated a usability score for the VR LAB that corresponded to a marginally acceptable usability score (62.5).  Whilst students who were unfamiliar with use of VR headset controller in conducting experiment indicated low confidence, majority commented the better learning of drug action in organ and molecular levels. Students also commented having a better understanding of the link between physiology and pharmacological effect. The VitOOLs team is currently exploring ways to using the SUS score for usability. 
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