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Healthcare Essentials/NextGen Committee

As part of the Academy’s multi-channel, on-line approach, these sessions 
provide millennial members starting out in healthcare-centric practices 
exposure to healthcare design fundamentals and a refresher course for 
experienced healthcare architects and planners.



Copyright notice

This presentation is protected by US and International Copyright laws. 
Reproduction, distribution, display and use of the presentation without 
written permission of the speaker is prohibited.

© The American Institute of Architects (year)



Compliance Statement

“AIA Knowledge” is a Registered Provider with The American Institute of Architects 
Continuing Education Systems (AIA/CES). Credit(s) earned on completion of this 
program will be reported to AIA/CES for AIA members. Certificates of Completion 
for both AIA members and non-AIA members are available upon special request.

This program is registered with AIA/CES for continuing professional education. As 
such, it does not include content that may be deemed or construed to be an 
approval or endorsement by the AIA of any material of construction or any method 
or manner of handling, using, distributing, or dealing in any material or product.  



AIA/CES Reporting Details

Your CES credits from this event will be automatically reported given your 
engaged attendance during the entire event today.

If you are watching in a group setting and have multiple people in the room, 
please make sure the person who registered for the course, includes your 
name and AIA member number in their post webinar survey.

We encourage all registrants to fill out the post webinar survey.  Your 
feedback is important and informs us of future webinar topics to better meet 
listener needs.



Questions?
Submit a question to the moderator via the chat box. 

Content-related questions will be answered during 
the Q&A portion, at the end of the presentation, as 
time allows. Any questions not answered during 
Q&A, will be answered and posted online within two 
(2) weeks. 

Tech support questions will be answered by AIA staff 
promptly.
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FORCES DRIVING 
VR ADOPTION
• Increasing awareness 
• Beyond experiential evaluation
• Improved decision making
• Support prototype development 



TYPES OF VR EXPERIENCES 



REALISM & ECOLOGICAL VALIDITY 
Spectrum of Appl ications 

VIRTUALREALISM
The extent to which graphics  
in simulated environments  
replicate real world  
graphical expectations.

BEHAVIORALREALISM
The extent to which
an observer responds to a  
virtual environment in
the same way that they would  
respond to a physical  
environment.

CONTEXTUALREALISM
User and environmental  
characteristics that may modify 
the  ecological validity of a 
simulated  environment (e.g.
sociodemographic  factors, 
cultural backgrounds, past  
experiences, presence/absence 
of  built/natural features)

Low Medium

FIDELITY

High





ADDRESSIN G THE RIGHT QUESTION
What are you trying to understand? 
• What type of information do I need?

• Is a control group necessary? 
• How many stakeholders do I need?

• How many environments will usersexperience? What level of fidelity do I need?

• What type of stakeholder engagement do I need?  What is the final deliverable?



COMMON VR INDUSTRY 
APPLICATIONS
• Conceptual design
• Presentation VR 
• Marketing VR 
• Simulations 



CONCEPTUAL DESIGN

BENEFITS
• Quick modeling
• Assess adjacencies
• Minimal investments 
LIMITATIONS
• Low graphic quality 
• Low immersion 
SOFTWARE APPLICATIONS
• Enscape
• IrisVR
• Revizto

Diagrammatic VR models 



PRESENTATION VR

BENEFITS
• Evaluate finishes & equipment
• Validate design decisions
• Executive leadership & end – user signoff 
LIMITATIONS
• Significant investment to develop
• Most software pipelines do not support backward compatibility or linked models 
SOFTWARE APPLICATIONS
• Unreal Engine
• Unity
• Vray

Photoreal istic VR models 



VR rendering Final photography



VR rendering Final photography



• VR models can double as the base for renderings and flythroughs
• Expertise in VR indicates to clients that a firm is forward-thinking and tech-savvy
• Firms without VR are placed at a disadvantage competing with firms that have it
• Many firms claim to provide VR as a service but there is a wide range of VR 

capabilities in the marketplace

MARKETING VR



Expand upon the out-of-the-box functionality
• Requires a program that allows customization (Unreal Engine or Unity)

Generally, requires custom scripting and interfaces
• Must have an expert on your team for this to be cost-effective

Often existing digital modeling pipelines do not support clean workflows
• Limitations are established by pipeline and workflow

Simulations may result in duplicate work due to single-direction pipeline
• Lack of backward compatibility prevents live edit or prevents changes made 

in the VR model from being pushed back to the documentation models (Revit)

VR SIMULATION



SCENARIO BASED VR MOCKUPS



SCENARIO BASED VR MOCKUPS



SCENARIO BASED VR MOCKUPS



Question Reminder

Submit your questions and comments 
via the chat box.



• VR Platform: Unreal Engine
• Fidelity: High
• Method: Head Mounted Display
• Design Phase: Design Development

CASE STUDY – ADVENT HEALTH 
Hybrid Operating Room 










CASE STUDY –
SCENARIO BASED VR MOCKUPS
• VR Platform: Yulio (white box)
• Fidelity: Low
• Method: Screen Sharing
• Design Phase: Schematic Design/ Design Development





CASE STUDY - SPATIAL RELATION SHIPS 
& CRITICAL ADJACEN CIES 

• Platform: Yulio (with Revit textures)
• Fidelity: Medium
• Method: Screen Sharing
• Design Phase: Pre-design/ Schematic Design





CASE STUDY – COMPARING 
DESIGN ALTERNATIVES
• Platform: Enscape (with interactive features)
• Fidelity: High
• Method: Individual HMD
• Design Phase: Schematic Design





WHERE VR EXCELS
CONCEPTUAL DESIGN
• Validate design decisions, compare options, get a real sense of scale, mockup 

spaces that are otherwise too large/ expensive to mockup with minimal effort
PRESENTATION DESIGN 
• Foster's end-user & executive engagement, compare finish/ fixture/ equipment 

configurations, validate decisions made throughout the design process
SIMULATION 
• Simulations & multi-user collaboration give clients & designers the opportunity to 

experience & discuss the space, make (limited) changes in real-time, & work through 
scenarios relevant to the final functionality of the space



LIMITATIONS & COMPLICATIONS
• All interactions have a learning curve

• First time users often do not take advantage of VR functions
• Walking through the digital model

• Poorly optimized models can run poorly or cause simulation sickness in participants
• VR is not the right tool for all situations

• Some users resist VR
• Uncomfortable/ motion sickness/ hesitation to put on the headset

• VR has a significant development time/ cost associated with it
• Firms must be selective & efficient in implementing VR



Reduction in 
cha ng e  o rd e rs 

Imp ro ve d  
co mmunica tio n

Re d uce d  p ro je c t 
sche d ule s

BENEFITS

Transi tion 
Planning

Scalabi l i ty for 
Communication

Value of 
Consensus



FUTURE 
OF VR

• Complications due to 
COVID 19 

• Emerging technologies
• Eye-tracking
• Hand-tracking
• AR/ VR glasses
• Wireless HMDs
• Interactivity

• VR/ AR convergence



Time for Questions and Comments



CES Reminder 

The URL to the webinar survey https://www.research.net/r/AAH2102 will be 
emailed to you or the individual who registered your site.

The survey closes Friday, February 12th at 12:30am ET.

For questions, please email knowledgecommunities@aia.org

https://www.research.net/r/AAH2102
mailto:knowledgecommunities@aia.org


Join the Academy of Architecture for Health
www.aia.org/aah

http://www.aia.org/aah


Upcoming Webinars 
Date Series Topic
3/9 Case Study Hybrid OR Design at the Cleveland

Clinic Heart and Vascular Institute
4/13 Outside the Box Community-Based Health Center

5/11 Beyond the Basics Clinical Research Lab Design

Dates & topics are subject to change
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