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Abstract

Background:

The Learning Inter-Professionally Healthcare Accelerator (LIPHA) is a solution designed to augment virtual
inter-professional clinical learning and practice to: Enable asynchronous inter-professional education;
foster deep learning of competencies; standardize exposure to common, urgent and outlier conditions; and,
attract next generation healthcare providers.

Goal:

A serious meta-simulation game world was created to improve the depth and effectiveness of learning in a
healthcare sub-specialty. LIPHA for Long-Term Care is the use case that will be demonstrated.

A meta-simulation - a unified set of simulations and learning activities delivered as a complete learning
experience to achieve multiple competencies and learning outcomes - was created to encompass multiple
competencies. Serious game mechanics were applied in a fictional game world with its own rule sets and
boundaries.

Grounded in the fields of neuroscience, emotional design, and education, the main learning strategies
included: simulation-, case-, and story-based learning. Anticipated outcomes included improved learning,
knowledge structuring, mental focus, pleasure and empathetic response.

Description of the Innovation:

In LIPHA for Long-Term Care, an audio-visual narrative immerses learners in a game world set in “Ancient
Carthage” and takes them on a journey as a “healer”. Once oriented to the game, learners embark on a
series of quests to unlock gated content that scaffolds them to higher levels of competence. Within each
gated section, learners can explore skill-building simulacra and progress to full, linked simulations with
long-term care residents that reflect real care needs. Additional resources and activities are integrated to
support case-based learning.

A game economy, non-player characters, feedback and rewards systems and engagement loops round out
the learning experience. The choose-your-own-adventure style narrative, which continues throughout the
game, reflects the desired care values and philosophy. The narrative also supports the learners’ development
as healers and culminates in a denouement.

Summary of Usage and Evaluation:

Based on a mixed-methods process and outcome evaluation, learning outcomes for over 400 learners will be
highlighted including confidence, learning effectiveness, satisfaction and knowledge transfer.
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