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Using	  gaming	  theory	  to	  revolutionise	  practice
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INTRODUCTION
The aim of this project is to use gaming theory to improve behaviour, 
increase productivity, promote positive practices (such as work place based 
assessments, audit, improved patient care initiatives) and reduce negative 
activity by doctors within the emergency department. This involves a game-
like project that is fun to do so all want to participate (it is voluntary) 
multiple micro rewards to keep people interested and involved and 
increasing rewards along the way. This is akin to Levels achieved within 
gaming platforms. There will also be the opportunity to earn more credits by 
doing activities beyond the basic to enhance both the department and 
individuals’ skills and bring people further along the game and nearer the 
rewards.  

Credits are weighted to ensure that more credits are gained for activities 
that are more complex or more unusual and where very positive effects can 
be achieved for the department, greater rewards are given. Activities which 
are to be strongly encouraged, such as work place based assessments will 
also be given a credit weighting. 

The project will ensure that all doctors reach a certain level and get some 
rewards, but those that put in extra effort are rewarded correspondingly 
more, and ultimately there will be a few very high performers that can 
achieve very nice prizes. This will have to be within the context of the 
length of the stay within the department and the level of seniority to ensure 
a level playing field. Similarly part time staff will have their credits 
weighted to ensure equality (e.g. a half time person will double every credit 
earned, ¾ time person will get 1 1/3  extra per credit etc.).

Other concepts that excite people are unexpected rewards, akin to double 
reward points or BOGOF offers, thus there will be double credit weeks, 
monthly credit lottery and other bonus points opportunities for people to 
boost their points with either a little or no extra effort.

In the gaming world there is always a certain amount of negative as well to 
keep things interesting (such as sliding down the snake in Snakes and 
Ladders, losing a life in many games, Go to Jail in Monopoly etc.). So 
behaviours, practice or activities that we want to discourage we will have a 
credit fine system. In order to keep it with the spirit of gaming and not 
perceived as punishment, the weighting system for negative credits is such 
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that the real impact of the fines is minimal, and it is the process of fining, 
rather than the value that has an effect.

Credits Bonus Reward 
Levels

CREDITS
These are cumulative throughout the attachment. The earned credits are 
broken down into main areas of normal or desired activity or behaviour.

They would be maintained by a named and designated consultant: The Game 
Master with clerical support. Access to this information would be via the 
departmental website and all participants can see the total scores, and 
prizes earned or due.

Rewards Levels are attained at certain numbered points, see “Reward 
Levels” below.
For Example:
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•Educational 
attendance
•Work Placed 
Based 
Assessments
•Performance
•Behaviour
•Grade Specific 
tasks

•Courses
•Audits
•Teaching 
activites
•Collaborative 
group projects
•Case 
presentations
•Random 
boosts (double 
points week)

•Interim at 
various levels as 
achieved
•Monthly Prizes 
for most credits 
earned
•End of 
Attachment 
Main Prize
•Reasonable 
prize for large 

credit



EPIC Educational Credits

On-line module   50
Work Based Assessments 50

EPIC Performance Credits

Patient Triage Green seen 5
Patient Triage Yellow seen 10
Patient Triage Orange seen 15
Patient Triage Red seen  20
Procedures (as on Symphony system) e.g.:
 ALS  40
 APLS  100

ATLS  70
 Chest drain  100
 Suturing 15

0

1750

3500

5250

7000

Credits

Specialty	  Registrars

GPVTS

FY1
Grades

Credits	  By	  Grade	  and	  Doctor
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 Central Line  50
 Arterial Line  30
 MUA  40

Bonus Performance Credits

Audit completed and presented      150
Group work on department/patient improvement project  200
Monthly bonus, highest numbers of patients seen    50
Various bonuses e.g. double credit week/monthly credit lottery (100) etc.
Case presentation (e.g. at grand round/teaching etc.)   50
ALS/APL/ATLS/ILS/EPLS completed     100 per course
Formal Teaching activities (medical student, lecture etc.)   30
Staying late to cover for emergency absence/sickness   10/hr.
Stepping in urgently to cover shifts in sickness etc. (not swops)  100

Grade Specific Credits

Specialty Registrars/Doctors

Dealing with a complaint* 30
Acting on abnormal results* 30
Prepare coroners report* 50
Investigate incident*  30

(*not when sorting out own issues) 

GPVTS/ACCS/ST3

 Educational supervision of FY1/medical students 2
 Teaching medical students    2

FY1

Ward round  10
Discharge letter   5

FY2

 Educational supervision of FY1/medical students 20/d
 Formal Teaching medical students    30
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ACCS

 Educational supervision of FY1/medical students 20/d
 Formal Teaching medical students    30

Losing Credits

Certain negative performance or behaviours would generate a “fine” of losing credits

Excessive/Recurrent tardiness  -10
Not taking a (natural) break  5 per missed break
Complaints (only if substantiated) -10
Missed x-rays requiring recall  -5

NOTE

There will also have to be a time limit i.e. total game in 4 months, or a time 
weighting so registrars who are there for a year earn credits at 1/3 the 
amount of those doctors there for 4 months, otherwise ALL registrars will 
achieve level 6 simply for being around long enough which is not reasonable 
(unfair advantage to one group of “players” and will get too costly to 
sustain.
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REWARD LEVELS
Rewards are given as certain levels are achieved by earning enough credits. 
Lower number of credits, for example level 1 must be achieved prior to the 
next level being sought, and as the levels get higher more points are 
required and the prizes are correspondingly better. The details of the actual 
prizes would be subject to budget constraints and the following is for 
example only. There are 6 levels, the terminology of which is based on 
metals of increasing value:

Levels
Based on an ‘average’ FY2 trainee current work being able to reach level 4 by 
the end of 4 months, we can set the following:
Level  1 (Iron)   0-1499
Level  2 (Bronze) 1500-3499
Level  3  (Silver) 3500-4999
Level  4 (Titanium) 5000-7499
Level  5  (Gold) 7500-7999
Level  6  (Platinum) >8000 

Example of a single month of performance figures for an actual group of 
doctors (only credits for patients seen, no bonus, procedures etc credits) and 
thus level attained at end of one month: 

Doc Red orange yellow green Adjusted	  Credits Notes
TL 0 6 23 31 176 Level	  1:	  Iron
RC 4 29 70 178 713 Level	  2:	  Bronze
MA 0 17 68 154 579 Level	  2:	  Bronze
RG 1 15 74 200 655 Level	  2:	  Bronze
RI 0 2 5 31 660 Level	  2:	  Bronze
FQ 0 12 53 107 432 Level	  1:	  Iron
NS 1 14 59 142 517 Level	  2:	  Bronze
NG 0 13 52 152 477 Level	  1:	  Iron
HM 0 16 35 79 334 Level	  1:	  Iron
MM 3 23 78 142 677 Level	  2:	  Bronze
LW 0 24 77 77 582 Level	  2:	  Bronze
KA 2 17 72 146 611 Level	  2:	  Bronze
MK 2 12 47 136 451 Level	  1:	  Iron
SI 0 6 28 75 245 Level	  1:	  Iron
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FG 0 11 91 87 597 Level	  1:	  Iron

Thus many will be able to progress but some won’t and few will attain the 
highest levels, as it should be in a game scenario, corresponding to the 
greater efforts, but greater rewards.

The actual rewards given will vary depending on budget but as an example, 
the reward is given, with a certificate on attaining a particular level and 
MAY include:

Level 2: Bronze
£10 Gift vouchers for iTunes/M&S or equivalent

Level 3: Silver
£20 Gift vouchers for iTunes/M&S or equivalent

Level 4: Titanium
MP3 player (iPod Shuffle (£39)) or equivalent

Level 5: Gold
Half day off

Level 6: Platinum
iPod Touch (£189)/PSP or equivalent

COSTS
Prizes
This is difficult to calculate. But estimates of staffing per year:
Registrars    4
GP VTS trainees   6
FY2     15
FY1     6
TOTAL     31
Locums are NOT included in this EPIC project.

All doctors should be able to reach Level 4: Master:
Level 2 iTunes 31 @£10       £310
Level 3 itunes 31 @£20      £620

Level 4 nil in cash terms
Level 5, 18 @ £35       £630
Level 6, 2 @ £189       £378

The EPIC Project 

© TROH 12 July 2012 8



TOTAL per annum       £1504

Clearly the actual number of credits required to achieve each level would 
have to be carefully set to ensure that most reach level 4 and only few reach 
level 5 and even fewer reach level 6 (it must be an extraordinary level).

Maintaining the website and calculating the monthly credits etc would be 
the role of the designated consultant: Game Master, and be part of normal 
SPA time.

CONCLUSION
This project aims to encourage doctors working in all grades to become 
involved in something which is both fun, engaging and rewarding and uses 
gaming theory to encourage better performance, education, behaviour and 
especially rewards those who go above and beyond to excel and get involved 
with projects that will develop themselves and improve patient care.
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