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A serial killer kidnapped 5 different people and sat them down each with 2
pills in their hand and a glass of water. He told them each to take one pill but 

warned them that one was poisonous and the other was harmless. Whichever 
pill the victim didn’t take, the serial killer would take. Every victim somehow 

chose the poisonous pill and died. How did the serial killer get them all to 
take the poisonous pill?

A man was found on the floor dead with a cassette recorder in one 
hand and a gun in the other. When the police arrive at the scene 

they pressed play on the recorder. It was the man’s voice. He said, “I 
have nothing else to live for. I can’t go on,” followed by the sound of 
a gunshot. After listening, the police knew that this was a murder, 

not a suicide. How?
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Multi-tasking in ED Teamwork in ED

YES
60%

NO
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Neutral
10%

Neutral 29%
Extremely 

Similar

43% 
Similar

14% 
Neutral

14% 
Dissimilar

How did the teamwork and communication during 

escape room compare to your ICU clinical team?

Extr eme ly Sim ilar Similar Neut ral D iss imilar

50%
Strongly 

Agree

Did the escape room activity improve your teamwork and 

communication with your ICU clinical team?

Str ongly A gree Ag ree

50%
Agree

Strongly 
Agree, 25%

Agree, 75%

I feel more comfortable reaching out to the 
PGY2s after escape room activity?

Strongly Agree Agree

Strongly Agree, 
10%

Agree, 40%
Neutral

50%

The escape room made it easier to provide 
direction and support the PGY1s.

Strongly Agree Agree Neut ral
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