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Introduction to Drug Information

Fully embedded into Introduction to Drug Information 
a pass-fail course in the P1 year 

Librarian teaches mobile applications (already 
gamified), and literature searching in PubMed

Fully flipped classroom:
Pre-class videos and pre-class handouts

In-class active learning 

Literature searching assignment: record a literature 
search to answer a drug information question



Basic 
Literature 
searching

First week
• Intro to PubMed and MeSH
• Boolean Operators
• Basic searching techniques
• In-class worked through a 

case handout 

Advanced 
Literature 
Searching

Second week
• Advanced searching techniques
• Truncation, phrase searching, etc
• MeSH subheadings and advanced 

features
• In-class worked through a case 

handout building on week 1



—student feedback in 2021

“Play more bingo games or even kahoot, makes learning fun 
and the information retainable”



Gamification of 
Literature Searching
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Existing Active Learning Handout



Implementing the Gamification

STEP 1 STEP 2 STEP 3

STEP 4 STEP 5 STEP 6

Providing an example for the 
Literature Searching Assignment

Escape Room for Advanced 
Literature Searching – new case

Clarifying wording and making 
assignment rubric more transparent

Review grades and feedback 
on the assignment

Updated cases in pre-class 
videos

Crossword Puzzle for Basic 
Literature Searching – new case



CrossWord Puzzle
• Created via AmuseLabs / PuzzleMe

• https://amuselabs.com/
• Pre-class handout introduced case for in-class activity

• Expected to come to class with keywords/concepts and MeSH
terms

• In-class group activity
• Told to work together in groups of 5-6

• Prize
• The group that completed the crossword puzzle first won a prize 

https://amuselabs.com/


Crossword Puzzle
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Crossword 
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Escape Room
• Created via Google Forms

• Went back and forth between this and Microsoft
• Pre-class videos and quiz only, no handout
• Case was provided in the escape room activity 

• Halloween/spooky themed
• Same case as crossword!

• In-class group activity
• Told to work together in groups of 5-6

• Prize
• The group that completed the escape room first won a prize



Escape Room



Escape Room
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Outcomes

Student feedback: 

● Positive after each of the sessions

● End of Year Evaluations: students 
stated that they enjoyed the 

gamification (and even asked for more 
games and group work)

Literature Searching Assignment:

● Students scored higher on this 
assignment in 2022 (avg = 90.13%) 
compared to in 2021 (avg = 79.93%)

● I received fewer emails asking for 
clarification or requesting to meet 

(2021 n=22, 2022 n=7)



Lessons Learned and Future Steps

Lessons Learned: 

● A lot of work upfront, less work to 
update each year

● Some groups finished the activities a 
lot faster than others

● Important to incorporate built-in time 
to review the answers to each game, 

even if not every team is done

Future Steps:

● Incorporating more transparency in activity 
instructions (ex: clarity on how to input 

numbers into crossword)

● Randomly assigning groups instead of 
letting students pick their own groups

● Research project to investigate incentives 
for watching the pre-class videos
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Rachel Whitney
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