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A

1. Active Learning: A teaching method that engages learners in the learning process through activities such
as discussions, problem-solving, and simulations. This approach encourages students to take an active role
in their education, enhancing retention and understanding of concepts.

2. Assessment: The process of evaluating a learner's knowledge, skills, and abilities. In medical education,
assessments can take various forms, including written exams, practical exams, and simulations. Assessment
is essential for measuring student progress and identifying areas for improvement.

3. Augmented Reality (AR): A technology that overlays digital information onto the real world. In medical
education, AR can be used to provide interactive learning experiences, such as anatomical models that
appear to be superimposed on a physical environment.

B

4. Blended Learning: An approach to education that combines traditional face-to-face instruction with
online learning activities. Blended learning allows for flexibility in learning and can incorporate technologies
such as simulations and virtual reality.

5. Simulation-Based Learning: An educational approach that uses simulations to replicate real-world
scenarios. In medical education, simulation-based learning allows students to practice clinical skills in a safe
and controlled environment.

6. Virtual Reality (VR): A technology that immerses users in a computer-generated environment. In medical
education, VR can provide realistic simulations of medical procedures, allowing students to practice and
refine their skills in a virtual setting.

C

7. Clinical Skills: The abilities healthcare professionals need to provide high-quality patient care. Clinical skills
include tasks such as taking medical histories, performing physical exams, and communicating effectively
with patients.

8. Cognitive Load: The amount of mental effort required to process information. In medical education, it is
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important to manage cognitive load to prevent overwhelming students and facilitate learning.

9. Curriculum: A structured plan for delivering educational content. In medical education, the curriculum
outlines the topics to be covered, learning objectives, and assessment methods.

D

10. Debriefing: A structured discussion that follows a simulation or other learning activity. Debriefing allows
learners to reflect on their performance, identify areas for improvement, and consolidate their learning.

11. Distance Learning: A method of education that allows students to participate in courses remotely.
Distance learning can include online lectures, discussion forums, and virtual simulations.

12. Dynamic Simulation: A simulation that changes in response to user actions. Dynamic simulations allow
learners to explore different scenarios and see the consequences of their decisions.

E

13. E-Learning: Learning that takes place through electronic devices, such as computers or tablets. E-
learning can include online courses, interactive modules, and virtual simulations.

14. Experiential Learning: A learning approach that emphasizes hands-on experiences. In medical education,
experiential learning can include simulations, clinical rotations, and practical skills training.

15. External Validity: The extent to which the findings of a study can be generalized to real-world situations.
In simulation-based research, external validity is crucial for ensuring that the results are applicable to clinical
practice.

F

16. Feedback: Information provided to learners about their performance. Feedback is essential for guiding
student learning, identifying areas for improvement, and reinforcing positive behaviors.

17. Flipped Classroom: An instructional model that reverses the traditional classroom structure. In a flipped
classroom, students learn new content outside of class through videos or readings and then engage in
activities such as simulations and discussions during class time.

18. Formative Assessment: Assessment conducted during the learning process to provide feedback and
monitor student progress. Formative assessments can help identify areas where students may need
additional support.

G

19. Gamification: The use of game elements in non-game contexts, such as education. In medical education,
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gamification can make learning more engaging and interactive, motivating students to achieve learning
objectives.

20. Group Learning: Collaborative learning activities that involve small groups of students working together
to achieve common goals. Group learning can enhance teamwork skills, communication, and critical
thinking.

21. Guided Discovery: A teaching approach that encourages students to explore concepts and arrive at
solutions through guided questioning. Guided discovery promotes active learning and critical thinking skills.

H

22. High-Fidelity Simulation: Simulation that closely mimics real-life clinical scenarios. High-fidelity
simulations use advanced technology and realistic props to create immersive learning experiences for
students.

23. Human Patient Simulation: Simulation using mannequins or standardized patients to replicate clinical
scenarios. Human patient simulation allows students to practice clinical skills, decision-making, and
communication in a realistic setting.

24. Hybrid Simulation: A combination of different simulation modalities, such as task trainers, mannequins,
and virtual simulations. Hybrid simulations can provide a comprehensive learning experience for students.

I

25. Immersive Learning: A learning experience that fully engages the senses and emotions of the learner.
Immersive learning, such as virtual reality simulations, can create a realistic and impactful learning
environment.

26. Interprofessional Education (IPE): Education that brings together students from different healthcare
professions to learn collaboratively. Interprofessional education promotes teamwork, communication, and a
holistic approach to patient care.

27. Interactive Learning: Learning activities that require active participation from students. Interactive
learning can include simulations, case studies, and discussions that engage learners and encourage critical
thinking.

J

28. Just-in-Time Training: Training provided at the moment when learners need it. In medical education,
just-in-time training can offer immediate support for performing specific clinical skills or procedures.

29. Jigsaw Classroom: A cooperative learning technique where students work together to solve a larger
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problem. In a jigsaw classroom, each student is responsible for a piece of the puzzle, promoting
collaboration and shared learning.

30. Judgment: The ability to make informed decisions based on available information. In medical education,
developing good judgment is essential for healthcare professionals to provide safe and effective patient
care.

K

31. Kinesthetic Learning: A learning style that involves physical movement and hands-on activities.
Kinesthetic learners benefit from interactive simulations, role-playing exercises, and other tactile learning
experiences.

32. Knowledge Transfer: The process of applying learned information to new situations. In medical
education, knowledge transfer is essential for students to use their knowledge and skills effectively in
clinical practice.

33. Key Performance Indicators (KPIs): Quantifiable measures used to evaluate performance. In medical
education, KPIs can include student exam scores, clinical skills assessments, and feedback from preceptors.

L

34. Learning Management System (LMS): A software platform used to deliver and manage online courses.
An LMS can provide access to course materials, assessments, and communication tools for students and
instructors.

35. Longitudinal Integrated Clerkship: A model of clinical education where medical students follow a group
of patients over an extended period. Longitudinal integrated clerkships provide continuity of care and allow
students to develop relationships with patients.

36. Low-Fidelity Simulation: Simulation that uses simple tools and materials to represent clinical scenarios.
Low-fidelity simulations are cost-effective and can be used to introduce basic concepts and skills to
learners.

M

37. Medical Simulation: The use of simulations to replicate clinical scenarios and practice medical
procedures. Medical simulation can include mannequins, task trainers, virtual simulations, and standardized
patients.

38. Multimodal Learning: Learning that involves multiple sensory modalities, such as visual, auditory, and
kinesthetic. Multimodal learning can enhance retention and understanding of complex concepts.
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39. Mobile Learning: Learning that takes place on mobile devices, such as smartphones or tablets. Mobile
learning can include apps, videos, and interactive modules that allow students to access educational
content anytime, anywhere.

N

40. Needs Assessment: A process of identifying the learning needs of students or healthcare professionals.
Needs assessments help educators design relevant and effective educational programs that address specific
learning gaps.

41. Non-Technical Skills: Skills that are not directly related to clinical procedures but are essential for
providing safe and effective patient care. Non-technical skills include communication, teamwork, and
decision-making.

42. Novel Technologies: Emerging technologies that have the potential to transform medical education.
Novel technologies, such as artificial intelligence and augmented reality, can enhance learning experiences
and improve student outcomes.

O

43. Objective Structured Clinical Examination (OSCE): A form of assessment that evaluates clinical skills in a
standardized and objective manner. OSCEs typically involve stations where students interact with
standardized patients or perform specific tasks.

44. Online Learning: Learning that takes place through the internet. Online learning can include live lectures,
recorded videos, discussion forums, and virtual simulations.

45. Outcomes-Based Education: An educational approach that focuses on defining specific learning
outcomes and assessing student achievement based on these outcomes. Outcomes-based education
emphasizes the mastery of competencies and skills.

P

46. Problem-Based Learning (PBL): An instructional method that presents students with real-world problems
to solve. In medical education, PBL can simulate clinical scenarios and encourage students to apply their
knowledge to diagnose and treat patients.

47. Patient Simulation: The use of mannequins or standardized patients to replicate clinical scenarios.
Patient simulation allows students to practice clinical skills, communication, and decision-making in a
realistic environment.

48. Personalized Learning: Tailoring educational experiences to meet the individual needs and preferences
of learners. Personalized learning can include adaptive learning technologies, self-paced modules, and
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individualized feedback.

Q

49. Quality Improvement: A systematic approach to improving the quality of healthcare services. In medical
education, quality improvement initiatives can enhance the curriculum, assessment methods, and student
outcomes.

50. Questioning Techniques: Strategies used to stimulate critical thinking and engage students in the
learning process. Effective questioning techniques can encourage active participation and deeper
understanding of concepts.

51. Quantitative Analysis: The use of numerical data and statistical methods to analyze information. In
medical education, quantitative analysis can help evaluate student performance, assess program
effectiveness, and guide decision-making.

R

52. Reflective Practice: The process of self-evaluation and critical reflection on one's actions and
experiences. In medical education, reflective practice can help students identify strengths and areas for
improvement, leading to professional growth.

53. Role-Playing: An educational technique where students assume specific roles to simulate real-world
interactions. Role-playing can be used to practice communication skills, decision-making, and teamwork in
healthcare settings.

54. Realism: The degree to which a simulation accurately represents real-world situations. Realism in
simulations can enhance student engagement, immersion, and learning outcomes.

S

55. Simulation: The imitation of real-world processes or scenarios for the purpose of training or education.
Simulations can range from low-fidelity task trainers to high-fidelity mannequins and virtual reality
environments.

56. Self-Directed Learning: A learning approach where students take responsibility for their own education.
Self-directed learning can include setting goals, identifying resources, and evaluating progress
independently.

57. Scenario-Based Learning: An instructional method that presents learners with realistic scenarios to solve.
In medical education, scenario-based learning can simulate clinical cases and help students apply their
knowledge in practical situations.
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T

58. Team-Based Learning: A collaborative learning approach that involves small groups of students working
together on tasks or projects. Team-based learning can promote teamwork, communication, and critical
thinking skills.

59. Technology-Enhanced Learning: The integration of technology tools and resources to support and
enhance the learning process. Technology-enhanced learning can include simulations, online modules, and
virtual reality experiences.

60. Transfer of Learning: The application of knowledge and skills learned in one context to new situations.
Transfer of learning is essential for students to effectively use their education in clinical practice and real-
world scenarios.

U

61. Usability: The ease with which users can interact with a system or technology. In medical education,
usability is important for ensuring that simulations and other learning tools are intuitive, efficient, and
effective.

62. Universal Design for Learning (UDL): A framework for designing educational materials and environments
that are accessible to all learners. UDL promotes inclusivity, flexibility, and customization in teaching and
learning.

63. Undergraduate Medical Education (UME): The initial phase of medical education that focuses on training
medical students. UME includes basic science courses, clinical rotations, and assessments to prepare
students for residency training.

V

64. Virtual Simulation: Simulation that takes place in a computer-generated environment. Virtual simulations
can replicate clinical scenarios, procedures, and interactions to provide immersive learning experiences for
students.

65. Visual Learning: A learning style that emphasizes visual aids, such as diagrams, charts, and videos. Visual
learners benefit from seeing information presented graphically and may prefer visual simulation tools.

66. Validity: The extent to which an assessment or measurement tool accurately measures what it is
intended to measure. Validity is crucial for ensuring that assessments in medical education are reliable and
meaningful.

W
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67. Web-Based Learning: Learning activities that take place through web-based platforms. Web-based
learning can include online courses, interactive modules, and virtual simulations accessed through internet
browsers.

68. Workplace-Based Assessment: Assessment conducted in real clinical settings to evaluate a learner's
performance. Workplace-based assessment can include direct observation, feedback from supervisors, and
reflections on clinical practice.

69. Webinars: Online seminars or presentations that allow participants to interact and engage with content
remotely. Webinars can be used in medical education to deliver lectures, demonstrations, and discussions to
a virtual audience.

This glossary provides a comprehensive overview of key terms related to technology and simulation in
medical education. By understanding these concepts, educators and learners can enhance their teaching
and learning practices to improve student outcomes and prepare future healthcare professionals for success
in clinical practice.
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