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Background: Learning technologies are popular
because of convenience and flexibility. LINE® is an
attractive application for instant messaging (IM) group
communications on smartphones or PCs. The
Department of Surgery at Prince of Songkla University
has implemented instant messaging (IM) group
communications for medical students to increase
contact time between the advisor and medical
students. This study aimed to examine the perception
of IM group communications in Thai medical students.
Summary of Work: This study was a qualitative
design. Data were gathered from 18 medical students.
In-depth interviews were utilized for data collection.
Data were analyzed by content analysis and coding.
Summary of Results: IM group communications
promoted education and confidence in expressing
ideas, sharing of knowledge, and improved the
advisor-student relationship. All participates agreed
that it was just an additional tool and cannot replace
traditional face-to-face learning. The limitations
included the inability to express non-verbal language,
loss of continuity, small text fonts, and it is unsuitable
for long and detailed messages.
Discussion and Conclusions: Discussion: IM group
communications is an important part in effective
learning. Further studies are needed to determine the
learner participation. We propose that a medical
education unit apply creative learning and effective
training to save time and money and offer
opportunities for innovative learning. Conclusion: Our
data suggest that IM group communications can be an
additional learning tool. The number of participants
should be less than 10, the questions and answers
should be short, and there should be a time schedule.
Take-home messages: Technology can give us the
opportunity to enhance face-to-face interactions, not
replace them.

Background: Game-based mobile applications hold
great potential in education but have not been
extensively explored in the context of medical and
veterinary education.
Summary of Work: Students from four medical and
veterinary programs (N=122) were surveyed regarding
their opinions of five educational game-based
applications for mobile devices. Students were
allowed to explore beta versions of these game-based
apps and surveyed on their personal gaming history,
impressions of the apps, and ease of use of the apps.
Students were compensated for their time with lunch
or a gift card; maximum value not exceeding twenty
dollars. IRB approval or exemption was obtained in
advance.
Summary of Results: The majority of students
(114/122, 93%) reported having experience with playing
games on electronic devices. After spending time with
the apps students were overwhelmingly positive
about the potential utility of similar apps in their
curriculum. 110/120 (91.7%) respondents reported
satisfaction with the experience, 110/119 (92.4%) felt
that the apps were helpful and 116/120 (96.7%)
reported that they would be willing to use these
applications if they improved scores on licensing
exams.
Discussion and Conclusions: Based on the results of
this survey it is reasonable to conclude that gamebased apps designed for medical and veterinary
medical education would be readily accepted by
students, intuitive to use, and perceived as beneficial
to learning. Further research is necessary to establish
the efficacy of game-based apps and their relationship
to educational outcomes.
Take-home messages: Students in medical, medical
preparatory and veterinary medical programs feel that
mobile game-based applications designed to reinforce
the curriculum would be useful to their education.
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