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Introduction. Pharmacology is fundamental to safe, effective pharmacy practice by equipping students to understand how drugs work and apply that knowledge in pharmacotherapy decisions and patient communication. However, the breadth and complexity of pharmacology content can challenge students’ engagement and progress. Innovative teaching strategies are needed for in-depth understanding and to enhance student engagement and outcomes.
Aims. This study introduces an education intervention aimed at promoting pharmacy students’ understanding of key pharmacology concepts, while developing metacognitive skills such as self‑reflection, evaluation and critical thinking.
Methods. A pharmacology competition quiz (PharmCQ) was developed to reinforce student learning and assess key concepts related to drugs used in treatment of major diseases/disorders including cardiovascular, respiratory, endocrine systems etc. The quiz emphasized applied understanding rather than simple recall using multiple choice questions (MCQ) and short‑answer items requiring explanation. PharmCQ consisted of three stages: an online MCQ round, followed by semi‑final and final short‑answer rounds requiring oral explanations within timed sessions. After the competition, participants completed a survey on the event, quiz questions and open‑ended feedback items.
Results. Eight teams, each made up of three third‑ and fourth‑year pharmacy students from five Malaysian pharmacy schools, took part in the inaugural PharmCQ. Twenty students completed the survey (83% response rate), with an average event satisfaction score of 8.3/10. Most participants strongly agreed or agreed that the quiz improved their understanding of key pharmacology concepts (4/5), motivated them to study further (4/5), and helped them identify areas needing improvement (5/5). They also highlighted valuable opportunities for reflection and self-evaluation (5/5).
Discussion. This study indicates that gamified quiz competitions such as PharmCQ can enhance students’ interest in deeper learning and improve their grasp of pharmacology concepts and clinical applications. The team-based competition format promotes peer-assisted learning, self-reflection and self and peer feedback and evaluation. Similar models may be adopted in other challenging disciplines to enhance students’ learning experiences and outcomes.
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