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Introduction

* Gamification is the application of gaming
elements as a method of learning.

 The goal is to augment education beyond the
scope of lectures, textbooks, and other
traditional learning methods.

Approach/Process: The Gamified Platform

* The gamified module will be interactive, where students can click around the room to discover
more about the patient’s history of presenting illness, imaging, labs, and more.

* The figure below shows our preliminary game design model.

* The gamified module will also include an introduction to renal physiology and renal tubular
acidosis.

Expected Results

Increased
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We anticipate higher level of
student engagement due the
interactive and immersive nature of
the gamified platform.
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GAMIFICATION

 The goal of the project is to make medical
education more interactive and immersive.
e This study will serve as a trial for future

research; success will enable the creation of

an advanced, freely accessible gamified
platform for medical education.
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A gamified education platform will
be created. The game will focus on
the pathophysiology of Renal
Tubular Acidosis (RTA). A virtual
patient encounter will be created
to help students learn through
clinical application.

A pre-module quiz will be used to
assess knowledge on renal
physiology and RTA. Additionally,
student engagement, critical
thinking, and motivation on learning
renal physiology through traditional
learning methods will be assessed
with a pre-module survey.

The gamified platform will be
released to students as a resource
for the Renal and Urinary course at
OUWB School of Medicine.
Students will have the opportunity
to learn through an interactive,
case-based scenario.

A post-module quiz will be used to
assess knowledge on renal physiology
and RTA after the use of the gamified
platform. A post-module survey will
be administered to assess
engagement, critical thinking, and
motivation when learning through a
gamified platform.
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