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Scatter plots showing the distance moved by residents’ dominant hand (A), non-dominant hand
(B), and head (C) when performing VR THR in a 5-session curriculum, compared to expert
performance. Solid lines represent median and interquartile range. VR = Virtual Reality. Red and
green dots are outliers (greater or less than 1.5 x interquartile range, respectively). Numbers next

to outliers indicate participant ID.
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Scatter plots showing residents’ error in performing the height (A) and angle of the femoral neck
osteotomy, and error in orientation of the acetabular implant in inclination (C) and anteversion
(D) when performing the pre- and post-test physical world visuospatial assessments, compared

to expert performance. Solid lines represent median and interquartile range. VR = Virtual
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Reality. Red and green dots are outliers (greater or less than 1.5 x interquartile range,

respectively). Numbers next to outliers indicate participant ID.



