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INTRODUGTION

+ GAMEPLAY OVERVIEW
<+ PROBLEM ANALYSIS / MOTIVATION
<+ LEARNING THEORIES
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GAME LOOF

<+ SPAWN IN INSTRUCTION ROOM
< WAIT FOR PATIENTS

<+ TREAT APPROPRIATELY
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GAME LOOP -’[:P‘

+ CPR MINI-GAME

.

% 30 CHEST COMPRESSIONS
+ 2 RESCUE BREATHS
<+ REPEAT UNTIL EMS ARRIVES



TARGET AUDIENCE

No single citizen reached the full MMK (1009%). fhe mean MMK was as low as 32% he ' T PEDPLE WITH SUFFICIENT
range was 0 -72%. Surprisingly, multivariable analysis showed that participants with a : | MEDICAL KNOWLEDGE

university degree (n = 84;  (95% CI) +3.7% MMK (0.4-7.1) p = 0.03), (para)medick

Jordan  Egypt Syria Palestine Algeria  Sudan  Yemen Sahralm Other Moroco

background (n = 34; +6.29 MMK (2.0-10.4), p = 0.004) and personal illness experignce (n = 96;

Percentage

+4.9% MMK (1.5-8.2), p = 0.004) had only a moderately higher MMEK than those without, while
age and sex had no effect on the level of MMK. Interaction between university degreq and

clinical experience (personal or professional) showed no effect suggesting that highe

education lacks synergistic e ffect. FARE = PBANITALR MEDICAL KNOWLEDGE



LEARNING THEORIE

* GAME BASED LEARNING - GAMIFICATI"
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“+ FLOW THEORY
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SPACED REPETITION

[« JN -}
o ©

S
o

Retention (%)

5 10 15 20 25 30
Elapsed Time Since Learning (days)

x.smmnc
g%unusuce f,?

wn
[F§)
]
P4
i
—
p—|
<
5
(@)

,_
L
=

SKILLS

GAMlFlCATION

~
(L
USER ENG

:,-é : MOTIVATION

ACHIEVEMENI

TODEASY

HIGH



-

EAMIFI[:ATII]N"

+ GAME MECHANICS SOLVE PROBLENM

L

* POINTS SYSTEM

< Ul

< ANIMATIONS

* SEX AND VFX

* INCREASE, ENGAGEMENT



PATIENT COUNT SETTINGS
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E
hWax Concurrant Patients 14 1
hWax Pharma Patients 3 '
o BALANCE BETWEEN SldLL & Max Blood Patients A

DIFFICULTY Max CPR Patient 1

¢ MULTIPLE CONCURRENT PATIENTS
< TIME-LIMITED CPR PATIENT
*» SHELF ORDER RANDOMIZATION

+ NEGATIVE FEEDBACK LOOPS

L

' MONEY: -5000%




<« ACTIVE LEARNING

< TIME TO REFLECT
+ MAKING MISTAKES



SUCCESSIVE RELEARN

PRACTICE TO PERFECTION

*

0’0

GAPS BETWEEN PRACTICE

0’0

REPEAT THE CYCLE

0‘0

RANDOMIZED MED TYPE CONDTIONS

*

RANDOMIZED BLOOD TYPE REQUIREMNT



SPACED REPETITION®

% LINKED TO SUCCESSIVE RELEARNING
+ RETAINS KNOWLEDGE BETTER
+ MEDICAL VOCABULARIES AND GUIDELINE



KIRKPATRICK MODELSSS

* REACTION
+ LEARNING
<+ BEHAVIOUR
< RESULTS
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Evaluation of
learning
(knowledge or skills acquired)
Evaluation of
reaction
(satisfaction or happiness)



CONCLUSION

<+ INTERACTIVITY
<+ EXPERIENCE

<+ RELATEDNESS




