Student-Led Digital Innovation in Audiology:
Virtual Platforms, Games, and VR for Learning and Hearing Health : r
Prof D. Pillay & Dr S. Moodley o

serious games
developed for

hearing screening
and
familiarisation
with audiological
testing

procedures. A game designec ’ ~
to teach hearing ' : . d \
health Transforming Audiology Practice SUERUE
Developmc—fznt of a knlowlegi e ‘ l o B8 o s o i S
ame for alongside . . i ) rime—— o
paediatric speech introductory sign Alignment with SDGs QWi e i
reception testing langua 3. This 4 ' li | i s o s ey
project addresses 4 . . . ( I AIM
Student-led digital both prevention 4 Public health integration, and l] »o% i‘ﬂ
arts projects and inclusion g community co-design for broader ¥ [ amem -
developed in ; ’ | = | FEATURES
collabaration ' = - impact. e —
. bletween ctlhe : - — b
Audiology and Digita i RS i
Arts Departments at Cultural and Clinical Relevance o e
the University of the B e b e et e e e
Development of Witwatersrand develogngent of '
virtual learning y website to

platform showcase
designed to : hearing-related
support ‘ information and
audiology encourage youth
students’ study to be more /
skills and early \ sensitive to noise /
clinical practice. A exposure /

development of a
virtual reali
tool for vestibular
testing.




	Slide 1:                                 Student-Led Digital Innovation in Audiology:  Virtual Platforms, Games, and VR for Learning and Hearing Health                                                 Prof D. Pillay & Dr S. Moodley

