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Background

 Gamification: the incorporation of game
elements, such as competition, rewards, and
interactive challenges, into learning activities.

 The goal of using this interactive teaching
method is to make learning more engaging,
enjoyable, and effective.

* This approach is based on the idea that games
can foster motivation, enhance retention, and
improve critical thinking skills, which are

essential for nursing students (Brull & Finlayson,
2016; Gorbanev et al., 2018).

The purpose of this project was to improve low
pediatric proctored assessment scores by

implementing gamification as an innovative and
interactive strategy for assessment preparation.

Gamification was introduced to students enrolled in
a clinical nursing course during the summer of 2024.

At the beginning of the pediatric clinical rotation, all
students participated in an escape room activity
focused on pediatric development and safe
medication administration.

At the end of the four-week pediatric rotation,
students completed a pediatric Candy Land review
game, which utilized randomized pediatric practice
guestions.

With institutional review board approval,
assessment scores from the ATl RN Pediatric Nursing
2023 proctored assessment, completed in the
summer of 2024, were compared to scores of two
previous cohorts where gamification had not been
introduced.
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Implications

The benchmark score at this college of nursing is AT]
Proficiency Level 2 which is determined by a score
that is between 65%-78.2% on the 70-item proctored
assessment.

The intervention cohort (N=20) had 45% of students
achieve level 2 proficiency, compared pre-

intervention group 1 (N=23) and pre-intervention
group 2 (N=68) that both had 22% of students

achieve level 2 proficiency.

The implementation of gamification in the pediatric
clinical rotation of an undergraduate nursing course
showed promising results in improving student
performance on proctored assessments. The
outcomes of this study highlight the potential of
gamification as an effective educational tool in
nursing programs.

Future research could explore the long-term
effects of gamification on student retention of
knowledge and clinical decision-making skills.
Additionally, expanding gamification to other areas
of the nursing curriculum could provide a more
comprehensive understanding of its impact on
various aspects of nursing education.
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