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• Although post-survey results indicated that students may lack confidence in dosing 

information, this study demonstrated that confidence increased overall for knowledge of 
brand/generic, indications, and pharmacologic class for the Top 250 drugs.

• Even though the low response rate for the post-survey provided limited results, this 
review game should be an available tool for students in the future if they desire.
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• The Top 250 drugs represent about 66.6% (2/3) of 
total prescriptions filled in the United States

• As the medication experts, it is vital for pharmacists 
to have knowledge of all medications, especially 
those that are the top prescribed

• Learning the Top 250 drugs is part of the curriculum 
in pharmacy schools – including brand & generic 
names, pharmacologic class, indication for use, & 
dosing 

• Many students report difficulty studying for Top 250 
drug quizzes, citing too much information at once & 
lack of effective study methods 

• Studies have shown that incorporating innovative 
learning activities into the curriculum can increase 
student engagement & knowledge retention 

Study Design:
• Pre-survey & Post-survey
• Variety of games which included Top 250 drug 

information for students to choose from- 
(Flippity.net)

Study Population:
• 2nd & 3rd year pharmacy students at SIUE
Study Distribution:
• SIUE Blackboard distribution list used to reach 

participants
• Anonymous responses collected using SIUE 

Qualtrics survey platform
Study Measures:
• Anonymous responses to questions about time 

spent, confidence & knowledge of Top 250 drug 
information, impact of using games to study 
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