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* 90% of nurses found the activity
moderately to extremely helpful

METHODS Quality Measures

* A tabletop escape room style game was developed to educate 105 novice and experienced nurses about stroke While patient demographics were similar
care pre- and post-intervention, swallow

screen and stroke patient education

BACKGROUND

* GWTG is a program managed by the
American Heart Association to improve

stroke patient care . . . . : Sy
P * Multiple teams of five-six nurses in one room competed to solve ten puzzles rates improved significantly (p<.001)
* With limited time and combined classes : - . . . Stroke Patient Demographics
’ * This format allowed two educators to facilitate 30 class participants in game play simultaneously Demographic Pre-Intervention Post-Intervention
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* An escape room is a game in which Cength of Stay 6 days 5.5 days

individuals in a locked room solve puzzles to . . . . .

P * Two GWTG quality measures, swallow screen before oral intake and stroke patient education before discharge,
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