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THE CHALLENGE 

& THE CONCEPT •

•

•



“Learn to see, learn to hear, learn 
to feel, learn to smell, and know 
that by practice alone can you 
become expert” – William Osler
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Scan to view the PHQ-9 Diagnostic ToolScan to view the 4AT Clinical Framework



Description

Analysis

Application

Diamond Debrief Model (Jaye, Thomar & Reedy (2015)
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PIE CHART 2: PERCENTAGE OF STUDENTS CONFIDENCE 
IN ASSESSING COMPLEX FALLS PATIENTS POST ESCAPE 

ROOM
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PIE CHART 1: PERCENTAGE OF STUDENTS 
CONFIDENCE IN ASSESSING COMPLEX FALLS 

PATIENTS PRE ESCAPE ROOM
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CHART 1: STUDENTS ENGAGEMENT RATING POST ESCAPE ROOM
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CHART 2: PERCENTAGE OF STUDENTS WHO FOUND THE ESCAPE ROOM 
MORE ENJOYABLE THAN TRADITIONAL LEARNING METHODS

Percentage
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