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INTRODUCTION & AIMS

e Interprofessional education (IPE) is essential for improving healthcare delivery, but
there is often a gap between theoretical models and practical application, affecting
effective students’ motivation and engagement training for patient-centered care.

e Gamification, which involves adding game elements (e.g., leaderboards) to education,
can increase motivation and engagement in learning.

e Despite its many benefits, gamification lacks a theoretical foundation in IPE to
support its design and implementation.

e The BOOST gamification model is being developed to enhance student motivation and
team performance in |IPE settings.

e An experimental study compared the effectiveness of the BOOST model with
traditional IPE activities in enhancing the outcomes.

s | METHODOLOGY
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e Participants: Students from various healthcare disciplines.

e Procedures: Pre- and post-intervention assessments to measure changes in motivation and
team performance. Random assignment of participants into two groups.
o BOOST Group: Engaged in IPE activities utilizing the BOOST gamification model.
o Control Group: Participated in traditional IPE activities without gamification elements.
e Measures: Pre- and post-intervention assessments to measure changes in motivation and
team performance.
e Data analysis: Repeated measures ANOVA and ANCOVA to compare the results between the
BOOST group and the control group to determine the effectiveness of the BOOST Model.
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e The BOOST model should be implemented in various collaborative learning
environments to confirm its acceptability and effectiveness.
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