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THE CHALLENGE
& THE CONCEPT « The Pressing Need: Effective

Elderly Care Training

e Limitations of Traditional
Approaches

e Our Innovation: The Elderly
Care Escape Room




QUALITY
EDUCATION

I!-!| ' AUDITORY

CRAFTING VISUAL
THE
CHALLENGE S®

“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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AI-ASSISTED GAME BALANCING

Guiding Timeframes
Dynamic Flow Management
Protecting Cognitive Load

Rapid Troubleshooting

1-Hour Clinical Encounter

+— Al Volume Estimation

+— Balanced Gameplay

60-Minute Gameplay
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—|njury Body Map

Chest & Abdo
Auscultation

-. Pain |
Assessment |
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Purple Visual

Blue Kinaesthetic

» Book Safe Yellow Audio

Green Logic

—»{ Medication ’—b Crossword Grey Word/Read
L White Start
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4AT Cognitive Assessment PHQ-9 Mental Health

AUDITORY

Scan to view the 4AT Clinical Framework Scan to view the PHQ-9 Diagnostic Tool




Gerontology Handover Line — please ring 07XXXXXXXX3 to ESCAPE!

Diamond Debrief Model (Jaye, Thomar & Reedy (2015)







OUTCOMES & IMPACT

PIE CHART 1: PERCENTAGE OF STUDENTS PIE CHART 2: PERCENTAGE OF STUDENTS CONFIDENCE
CONFIDENCE IN ASSESSING COMPLEX FALLS IN ASSESSING COMPLEX FALLS PATIENTS POST ESCAPE
PATIENTS PRE ESCAPE ROOM ROOM

Very confident

Moderately confident Extremely Confident

Slightly confident Very Confident




OUTCOMES & IMPACT

CHART 1: STUDENTS ENGAGEMENT RATING POST ESCAPE ROOM CHART 2: PERCENTAGE OF STUDENTS WHO FOUND THE ESCAPE ROOM
MORE ENJOYABLE THAN TRADITIONAL LEARNING METHODS
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FUTURE « Expanding scenario portfolio to inc
DIRECTIONS & dementia and EDI.
Q&A

« Exploring Al/ML to aid in creating
objective metrics for puzzle devel

« Exploring digital versions




Thank You!

Emaill

sophie.may@oxfordhealth.nhs.uk
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