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Introduction: Playful learning and gamification

Playful learning within education occurs when
gaming elements are interwoven into a
classroom that would normally be a non-
gaming environment as discussed by Dichev
& Dicheva (2017)

Dichen & Dicheva (2017)
Gamifying education: what
is known, what is believed
and what remains
uncertain: a critical review
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Introduction: The Three Strand Model

Developing interprofessional competencies, before and beyond registration

v

Strand Three

Strand Two

ES Anderson, T Knight (2004). The Three Strand Model of interprofessional education in Leicestershire, Northamptonshire
and Rutland Workforce Development Confederation. Winter 2004/5 CAIPE Bulletin; 12. (DMU IPE Strand 2 workbook)

Strand One
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Introduction: Playful learning and gamification

Mateus et al (2023) also suggests that playful
learning allows students to start at the same
learning point and therefore promotes an inclusive
learning environment.

It allows people from different abilities and
backgrounds to work collaboratively and learn
together, ask questions, learn social skills and most
importantly have fun whilst learning.

Mateus et al (2023)
Gamification as a Tool for
Inclusion
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Method: An adaptation of a couple of well-known games-
this one Is for other professionals we work with
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Use the cards you have made o help you with the rext task

“Fau will now look o @ patient journey and neaed o complets an A4 poster o shaw
whin would be imeolvisd inasch stage of cane and what their main responsibilities
would be at that ime.

These are the slhides from our timetabled session
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Mo think aboul the number of inleractions that this patent nad wilth radographers?

How can you sappor this persen?

Your lask now s o complele an &4 poster o demensirate all the interactions this person
haes, wilhs heer care.



"Small groups. Chance to
look at things ourselves to
aid learning. Going
through the patient
journey in steps"

"It really helped me
learn/understand the
learning materials! very fun
and very engaging"
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“Learning about different

professions”

Interactive, using the
game, quizzing us to
extend our knowledge
further and including the

96% of the students
stated that games

helped them learn, references”
that they enjoyed
playing games,
their understanding
Increased,

and they wanted more!

Was really and interactive.
Made it easy to find out
roles and responsibilities of
the MDT in a fun way.

Results

96% of students feedback
that the game had promoted
a deeper understanding of
the roles of the different
professionals we work with in
interprofessional working

It allowed students to think
about an entire service

users journey and all the
professionals involved in that
journey



Results

It also supported assessment literacy

It was observed that quieter students came to life in playful learning activities, showing

great leadership qualities and teamworking that would have been missed in a lecture.

It allows students to collaborate in the answers they give, rather than not answering, or
feeling that they have been put on the spot or wanting to get it wrong and therefore also
supports the checking understanding of the group rather than the individual.
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Image- hee-vr360.azurewebsites.net

Playful learning encouraged a deeper understanding of
interprofessional working and the different professional
roles of the people we work with as a Diagnostic
Radiographer.

Conclusion

It also fosters a collaborative learning environment,
encourages participation, allows for increased social
interactions, team working skills and makes learning fun
and inclusive to all.
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