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2 Designing Interprofessional Collaboration
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Learning is the escape

+ Mo significant difference between ER (Escape Room) and |

in the Escape Room Modality.

» Quasi-experimental, post-test-only, |

Modality generally achieved higher
Problem-Solving scores than those

» Overall performance did not differ |
significantly between Escape Room
|+ Both modalities showed comparable competency levels and Traditional modailities.
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