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Gamification is an increasingly populqr teqching Overall the response to the escape room game was very posi’rive. The main challenge

” Survey responses

method for enhancing student engagement during students reported was in navigating the game materials, which were in two different

instruction. Multiple learning games have been Zg 5?/ (R - . _ web applications. The workflow has been simplified for future iterations based on this
¥ A A e O e feedback. Students expressed appreciation for the interactivity of the game, which

used over the last several years to introduce , i
with learnmg games

first-year pharmacy students to library gave them a chance to explore the resources. The results of this study suggest that

students perceive the escape room format to be an effective learning method. Future

wsgx stated that they preferred the game format research is needed to evaluate the learning outcomes of this approach.

to a didactic lecture

C].l’ld. drug inforrna’fion resources.

The purpose of this s’fuciy was to evaluate the efficacy
of an online escape room-s’ryle game and to investigate

student perspectives on this s’ryle of 1ec1rnir1g.

[ibrarian olevelopecl online escape-room

s’ryle learning game

Firs’f-year PharmD students in iIl'IIIOd.U.C'IZOIY

la]oorq’cory course comple’recl the game

in Fall 2020

—
Students comple’ced a survey about the efficqcy !

of the escape room format, their preferences

e NS ianett. enaddl ekt opinions - Iprg%rred this “game” This “game”was an eﬁective The“game”was The“game”was glfective In geneml, Iprefer Theformat (yfthe“game”
e specific game format compared to strategy to teach an effective way to learn in teaching me the material to learn lab-based skills faci]itated my ]earning

a didactic lecture the material ertua]])/ new 1'nf0rmat1'on in a “(game”format

I strongly I disagree neither agree strongly

disagree nor disagree agree

Tt was a fun and engaging way to learn about the different databases rather than sitting Jchrough a lecture.”
I really enjoyed playing this game! It kept me interested and was different from what we normally do in lab’

"This was a lot of fun to do and I likey [sic] the break from traditional methods of learning that can be ]ooring."
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