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Integrity & Independence in Continuing Interprofessional
Development

All planners, faculty, and others in control of the content of this educational
activity have no relevant financial relationships with ineligible entities (i.e.,
commercial organizations)
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Diversity, Equity and Inclusion

* I am dedicated to supporting you to do your best work. My goal is to champion diversity,
build an inclusive culture and class environment and do my part to create a more equitable
organization. I can't promise that I’ll always get it right, but I'll always put my learners
first. I encourage you to be engaged and ask questions or express needs throughout this
activity. This is a safe learning environment for all.
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Objectives

* By the end of the activity participants will be able to describe the steps needed to
develop a game based learning pathway in medical education

* By the end of the activity participants will be able to identify the 3 benefits of
gamification in medical education

* By the end of the activity participants will be able to demonstrate 2 methods of
gamification that can be used in medical education
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Game Based Learning in Medical Education
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Evidence

Gamification in Medical Education: An Approach to Enhance Active

Engagement of Students

Abstract

Technology has found its root and application in all sectors, and the same stands true in the field
of medical education. Moreover, with the emergence of the coronavirus disease-2019 pandemic,
the use of technology in online teaching-learning and assessment has increased immensely.
The purpose of the current review is to explore the utility of gamification apps to enhance the
active engagement of medical students. An extensive search of all materials related to the topic

was carried out in the PubMed search engine and a total of five articles
on their suitability with the cumrent review objectives. Keywords used in
gamification and medical education. Gamification refers to the employm
games in nongame contexts with an intention to engage users and makin

given problems. It promotes the delivery of information in a learner-cente «o

the requirement of individual students, especially by targeting those dom
are interested. These games are designed in such a way that it simulates |
world, wherein students have to apply their knowledge into practice and s
the clinical decision-making skills. In conclusion, gamification and the use ¢
be acknowledged as the new aspects of curriculum delivery and all efforts

incorporate them as one of the components of medical teaching and assi -

future across all medical institutions.

Kevwords: Assessment, gamification, medical education

Journal of the Scientific Society, 2023
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Practical Considerations for Medical Educators

Chirystal Rutledge, MD, Catharine M. Walsh, MD, MEd, PhD, FRCPC, Nathan Swinger, MD,
Marc Auerbach, MD, MSc, Danny Castro, DO, MEd, Maya Dewan, MD, MPH,

Mona Khattab, MD, Alyssa Rake, MD, llana Harwayne-Gidansky, MD,

Tia T. Raymond, MD, Tensing Maa, MD, and Todd P Chang, MD, MacM, for the Quality

and Xiuhe Zou**

st China Hospital, Sichuan University, Chengdu, China
ospital, Sichuan University, Chengdu, China,

China Hospital, Sichuan Universi

‘Department of Thyroid Surgery, West China Hospital, Sichuan University, Chengdu, China

Department of Head an
Department of Cardiovasc

Chengdu, China

At present, medical education is rapidly evolving. Game-based learning (GBL) has
been gradually used for education, and several innovations have emerged. The
emergence of serious games and gamification provides alternative approaches
for educators to improve the medical teaching process. Both serious games
and gamification exert their education-promoting function by providing the
possibility of combining learning activities such as feedback, testing, and spaced
repetition with active participation and autonomy as well as positive experiences
for students. Developing effective GBL modalities has the potential to bring
immersive experiences for medical students and improve their study ocutcomes.
Herein, we reviewed recent studies employing GBLin medical education, including
serious games and gamification teaching. Furthermore, we also discussed
the effectiveness and limitations of GBL to suggest future directions for the
development and application of GBL in medical education.

Frontiersin Public Health, 2023

er implementation
nedical education
1ing outcomes,
nend that future
slore how and under
mification is likely
:wctive, purposeful
ligns with learning
1tial to increase

and engagement

and, ultimately, learning. In line with
self-determination theory, game design
elements can be used to enhance
learners’ feelings of relatedness,
autonomy, and competence to foster
learners’ intrinsic motivation. Poorly
applied game design elements, however,
may undermine these basic psychological
needs by the overjustification effect or
through negative effects of competition.
Educators must, therefore, clearly
understand the benefits and pitfalls of
gamification in curricular design, take a
thoughtful approach when integrating
game design elements, and consider

the types of learners and overarching
learning objectives.

Academic Medicine, 2018
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Equipment/Supplies
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Gym Locker Lock,5 Letter Heavy Duty Alloy Padlock
Password Sturdy Security Padlock-Easy to Set Your Own
Keyless Resettable Combo-Red

Brand: Cluckyu

a3 % #fr v 240 ratings
in Combination Locks by Cluckyu
51 ‘] 99

prime Two-Day
FREE Returns v

Get a $8 bonus when you reload $100 or more to your gift card balance (Restrictions apply).

&

Book Safe with Combination Lock - Jssmst Home Dictionary
Diversion Metal Safe Lock Box 2017, SM-BS0401S, black
small

Visit the Jssmst Store
45 Wik fdr v 11,314 ratings

in Diversion Safes by Jssmst
S‘l ‘I 95

prime Two-Day
FREE Returns v

Pay $+3:95 $0.00 after using available Amazon Visa rewards points.

May be available at a lower price from other sellers, potentially without free Prime shipping.

Size: C-S-Red

KYODOLED Medium Metal Cash Box with Combination Lock
Safe and Money Tray for Security 7.87"x 6.30"x 3.54" Black

Visit the KYODOLED Store
4.4 fefekekfr v 10,097 ratings

in Cash Boxes & Check Boxes by KYODOLED
-30% *13%

List Price: 1555 @
prime Two-Day

FREE Returns ¥

Pay $13-99 $0.00 after using available Amazon Visa rewards points.

May be available at a lower price from other sellers, potentially without free Prime shipping.

G

Mr. Pen- Blank Puzzle, 8 Pack, 28 Pieces/Pack, 5.5 x 8.1
Inches, White, Blank Puzzles to Draw on, White Puzzle, All
White Puzzle, Blank Puzzle Pieces to Write on, Blank Jigsaw

( > % .
" Puzzle Pieces
T ~
L & { ¢ - Visit the Mr. Pen Store
e ) 59 ¥ v 110ratings
| & =TT o "escape room props”
> —
( \‘ (— ) 4
5 ) $79

J prime Two-Day
- ¢ | FREE Returns
§ I —

( — Get a $8 bonus when you reload $100 or more to your gift card balance (Restrictions apply).

( | Brand Mr. Pen
L+ =
L B Manufacturer Minimum  1.00
r Age (MONTHS)
Number of Pieces 28

Roll over imaae to zoom in

Item Dimensions LxWxH 8.1 x 5.5 x 0.01 inches

PATIENT CENTERED

3 Pieces Light Ink Pen Invisible Ink Marker
Disappearing Ink Secret Pens for Kids with 3
Pieces UV Light Keychain Light Mini UV Led
Flashlight Marker Keychain for Secret Note
School Office Identify

Brand: Chinco

7 ¥ 19ratings

$‘I‘|99

prime Two-Day
FREE Returns ~
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Lock Education
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Laerdal Medical, 2023, Simulation Escape Room Workbook
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Lets play a game!

/A\ MalnCMedlca.lcenter PATIENT CENTERED | INTEGRITY | OWNERSHIP | EXCELLENCE | RESPECT | INNOVATION
MaineHealth



	Slide 1
	Slide 2: Integrity & Independence in Continuing Interprofessional Development
	Slide 3: Diversity, Equity and Inclusion
	Slide 4: Objectives 
	Slide 5: Game Based Learning in Medical Education
	Slide 6
	Slide 7: Evidence
	Slide 8: Equipment/Supplies
	Slide 9: Lock Education
	Slide 10: Laerdal Medical, 2023, Simulation Escape Room Workbook
	Slide 11: References
	Slide 12: Lets play a game!

