1. (Slide 1) Hello, we like to welcome you to class 178H “CPRS, BCMA and Care Management Education:  Let’s Play VA Jeopardy”.
2. (Slide 2) My name is Joan DiOrio and I will be presenting with Angela Scrimalli  from the Philadelphia VA Medical Center and Leah Grove from the Dayton VA Medical Center.
3. (Slide 3,4,5) Please note, there are a few housekeeping rules as noted on the  slides:

i. (Slide 3) - This is an 80 minute class.  Restrooms are located as the signs indicate.  Please turn off all cell phones or change to vibrate.  If you must answer the call; please leave the room.
ii. (Slide 4) - Questions will be taken at the end of the presentation.  Please write your questions on the 3x5 cards that are available for you.  If we do not get to your questions, they will be listed on the website.

iii. (Slide 5) - If you get lost along the presentation, please raise your hand.  There are room assistance here for your assistance.
4. (Slide 6,7,8)  Our objectives for this class are:
i. (slide 6) Discuss the advantages of utilizing an active learning environment to accomplish required computer training needs 

ii. (slide 6) Explain the role of the Educator in creating an environment that promotes active learning 
iii. (slide 7) Describe the role of the Educator as one that has the capability to develop goals, objectives and rules of the game selected for their specific staff needs 
iv. (slide 8) Assess Creative Teaching Strategies, such as games, and the potential to apply such strategies into their computer training curriculum by participating in the “CPRS/BCMA/Care Management VA Jeopardy”.  Angela will now discuss the advantages and disadvantages of using Games.
v. (Slide 9-14) Angela’s slides
Thanks Joanie

(slide 9)   Incorporating games into a curriculum is a creative teaching strategy which encourages active participation by students. In addition to the educational content the instructor presents… games promotes team work,  enhances communication skills,  encourages problem solving,  develops  leadership/ decision making skills in a non traditional teaching environment; An environment that is fun and requires active participation by the student. The instructor must keep in mind that some participants might find this type of environment stressful and may feel threatened if asked to participate.

(slide 10) The 1993 publication by Tom Jackson "Activities that Teach" break down how individuals learn. Looking at the slide you can see most individuals learn by doing, 40-50%.  Based on the %, games can provide an excellent medium in a teaching environment that is hands on by the participants.

(slide 11) Based on Sealover's article the type of game, its elements, and the advantages and disadvantages are based on the learning outcomes . 

(slide 12)  Sealover's research  looked at  whether student's  pre and post test scores would improve in this type of learning environment. Looking at the table, there were Increases in test scores that ranged between 9-36 %. 

(slide 13) A second question from Sealover's research was from the student's  perspective and their perception .  Was it beneficial?  Using a likert scale with 0 strongly disagree and 4 strongly agree, the results are displayed on Table 2.  Overall a favorable response by the students.

(slide 14)   When selecting games the instructor must have an understanding of the games and how they will achieve learning outcomes. While competition is involved among the teams; if the game is developed correctly both winners and losers should feel the game was fun and facilitated learning.

5. (Slide 15) Thank you Angela.  I now will discuss the role of the Educator.  As the Educator, you will need to determine the purpose of the game.  Games can be used to review for exams, annual hospital safety policies, support clinical rotation for students in academic settings, as well as with Patient Education in the Community setting.  Our purpose was to increase the staff’s ability to navigate through a patient’s chart and allowing everyone to be part of the learning process.  

6. (Slide 16) In the beginning, or the planning stage, you will want to determine which game you want to select.  Having an understanding of the rules and how the game is played is important to determine if the game is appropriate for your objective.  You will then need to develop your questions for the game.  Include key players, such as nurse managers, staff, or even a needs assessment to determine key areas that need to be covered.  Remember the goal is for the game to be a learning experience although many are competitive in nature we don’t want to embarrass anyone.  Using a team approach but keep in mind to get everyone involved.  As the educator, you make the rules.  Each person has to pick a category but can be a team effort to answer the question.    
7. (Slide 17)  If on Game Day you do not have a list of participants that will be attending ahead of time then you will be selecting your teams at that time.  Some ideas I have used to be helpful are to split areas of practice, such as separating the members from the same unit and also separating same skill level, as I have pointed out on this slide.  This method provides for  an equal distribution to both teams
8. (Slide 17) Also a key point to remember is to present the rules of the game to the participants as well as how much time is allotted prior to the start of the game. 
9. (Slide 18)  Everyone loves prizes but your Budget could impact what you have to offer.
10. (Slide 19) At the Philadelphia VA Medical Center we use candy.  However, some suggestions could be to contact your Recruiter or Public Relations for giveaways that they may have.  For example, at another facility we gave away Nurse’s Day Mugs for years because the Recruiter had bought too many 1996 mugs.  It became a joke with the staff that they were able to get a serving for 6.
11. (Slide 20) There are many types of games that can be utilized and the game we chose is Jeopardy.   You can have broad categories, multiple values for the level of difficulty for each question.  You can even include a Final Jeopardy.

12. (Slide 20) All of your information that you want to cover with your staff can be provided by completing the board.  Teams choose a dollar amount question if they get it wrong then the other team can answer.  This is a cheap game – we use a large poster and monopoly money.
13. (Slide 21) Here on Slide 21 we have the board that shows the categories.
14. (Slide 22)  On Slide 22 discusses Wheel of Fortune.  I have used this in my career as an educator.  We use team format and each team spins the wheel.  We include “lose a turn” and “free spin”.  Again the questions that you as an educator what covered are presented.  This game is time sensitive meaning that you pre-determine the amount of time you want to play.  This game was a little more costly due to getting a “wheel”.
15. (Slide 23) Nursing Family Feud is another game that has been used for covering content and material.  Knowing the rules are valuable with this game since the question is asked and the team needs to “ring in”.   A limitation to this game is that you would need to select number of ways to find information to follow with the game’s rules.  For example:  list the 4 ways to find patient’s allergies in the electronic record.  There is a lot of prep work ahead of time to utilize this game format.
16.  (Slide 24) “So You Want to be a Millionaire” is another game that can be used.  Again, a lot of prep work ahead of time to develop questions.  You know the right answer but you need to find 3 wrong answers.  But again after the team selects the right answer then they need to go to the computer and demonstrate.
17. (Slide 25) As you can see from Slide 25 imagination and creative thinking are key components to utilizing games in teaching as well as tying in the computer component but your return on investment is worth the effort. 
18. (Slide 26) There are many different games that have been developed that could be utilized for fun active learning.
19. (Slide 27) Philadelphia’s plan began with identifying our audience and their needs, select a game, how much time we spend and then develop our questions.  We used our established competencies for our questions.  We then “played with the quality management and nurse educator staff so that we could get their feedback as well as include any “Hot topics” that they wanted us to include. Then we presented to our staff.
20. (slide 28) So let’s play.  
i. The categories of our VA Jeopardy Board are:  “What’s in your coversheet?” – this is  information that you will find on the coversheet of either CPRS or BCMA; 
“Seek & Find” – finding data in either CPRS or BCMA; “Do you know Your ABC’s” – topics related to navigating the patient’s record in either CPRS or BCMA; 

“Tool Time” – items located on the tools bar of either CPRS or BCMA; and finally “Care Management” – navigating the Care Management system.  The difficulty of the question determines its dollar value.
ii. We are going to have the right side of the room is going to compete against the left side of the room.  
iii. We will begin with Row 1 on the right side versus Row 1 on the left side.  
iv. Everyone in row 1 will be given a flag by the room assistants.  
v. We will begin in the middle with “Do you know Your ABC’s” for 100.  
vi. If you think you know the answer WAVE your flag.  Our room assistants will determine who waves in first.  Hopefully we will not need to ask the judges for their ruling.  
vii. If you state the correct answer you then need to come to our computer and demonstrate your response.  You are allowed to bring a team mate from your row for assistance. 
viii. Correctly demonstrate then you receive the money.  
ix. Then row 1 from both sides of the room please pass the flags behind you to Row 2.  The winning side now controls the board and Row 2 please select a question and be ready to wave your flags.  
x. We will add up the money from each side.  The side with the most money wins our fabulous prizes.
(slide 32)

In summary, games provide an educational medium for students to learn while having fun. In addition, games promote team work, enhance communication skills, encourage problem solving, develop leadership/ decision making skills, and possibly improvement in post test scores. The educator's role is to provide this opportunity by developing the type, purpose and objectives of how the game can be used to achieve desired outcomes.
