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Introduction Results

. Learnlng about th,e tOp 250 drugS IS a COMmMmon Segment N Many Eiqure 1: Student Confidence on Figure 2- Time Students Spent e Data for.the pre-survey was collected from 54%
pharmacy school's curriculum Taking Cumulative Drug Exam (Post- Studying for Drug Exam of the third-year pharmacy students at SIUE,
Video Application) with 48% responding to the post-survey.

* Memorization of the top 250 drugs are important for Advanced 1%

Pharmacy Practice Experiences and beyond

» 28.57% of students felt they had good or very
good knowledge on the pre-survey, 74.19% felt
they had good or very good knowledge on the
post-survey

» 14.29% of students reported feeling confident or
very confident about taking a drug quiz on the
_ pre-survey, 70.97% felt confident or very
7104 confident after video on the post-survey

* 70.97% of students spent less than four hours
studying for the cumulative drug exam, 29.03%
spent four to ten hours studying.

« 22.58% of students said the video application
iIncreased their study time, 74.19% said it did
not increase or neutrally affected their study
time.

» 74.19% of students reported feeling satisfied
with the videos, 25.81% felt neutral, with no
students reporting dissatisfaction with the videos

 Common ways of studying include Quizlet, flashcards, and
repeatedly writing the information

m <4 Hours
m4-10 Hours

>10 Hours

* Many students struggle finding the best way to study and feel
iInadequately prepared for the drug quizzes

» Studies show immersive simulations have had an overwhelming
amount Of pOSItlve feedbaCk from StUdentS m Very Confident mConfident  Neutral mUnconfident = Very Unconfident

* Assess student confidence and knowledge with the top 250 drugs
before and after the use of video application

* Assess how students feel about utilizing an online healthcare
simulation compared to traditional study tools

Yes Neutral/Not Always
80% 0% 20%

87% 0% 13%

Results Cont.

Conclusion

Study Design » Using video application as a learning method for the top 250
e 5 interactive videos were developed and made available during to third drugs increases student confidence and knowledge
year pharmacy students. Pre-Survey Post-Survey
Pre- an st-survey were administered to students to assess dru - . - - - 0 o
° e- and po Y . . J * Video application does not increase time spent studying for the 11.43% 3.23%
knowledge, study methods, and usefulness of the review videos. but d . fudent X ¢ q 10 N
e Anonymous student responses to questions about time spent, confidence, e>§ams, U .oes ncrease st _en perpgp 10N O preparedness, 7 :
o Anonymous student responses to questions about the utilization and prepare for their top 250 drug quizzes and exam 8.57% 38.71%
Impact of using video application as a learning method for the top 250 0% 28 710%
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