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Abstract. The purpose of this project was to develop and implement an
interprofessional informatics curriculum. We developed a digital health serious
game at the centre of this curriculum where the focus was a team-based approach to
learning technologies used in the healthcare setting. The overall satisfaction scores
were moderately high after the game. Serious games can be engaging for health
sciences students.
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1. Introduction

Healthcare professionals from all disciplines need to be supported to develop new
knowledge and skills to work effectively in a healthcare environment where information
and communication technology (ICT) is playing an increasingly prominent role.
However, the nature of ICT necessitates an approach to learning that moves beyond the
acquisition of knowledge about existing and emerging technologies, and toward an
approach that focuses on using ICT in a way that supports the care of individual patients
[1]. This project involved the development of a Health Informatics curriculum designed
to give interprofessional groups of health professional students a grounding in the
principles of safe, effective, person-centred care within the context of ICT use. There is
growing use of serious games for healthcare education [2], thus we developed a serious
game at the core of the curriculum.

2. Methods

An innovative, technology-enhanced game that students play in interprofessional teams
is at the heart of our Health Informatics Curriculum. The game was iteratively designed
and tested with multiple student and faculty groups before being delivered to over 500
students from eight professions. The curriculum involves an online preparatory module
orienting students to the strengths, limitations, and current Canadian context of ICT. The
second part of the curriculum is the technology-enhanced game. During the game,
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students competed against other interprofessional teams to earn the most points by
considering the most appropriate use of ICT for a particular patient within a particular
context of care. Collaboratively, groups made decisions about what technology to use
and how to use the technology, taking into consideration limitations of the technology or
infrastructure, the patients’ digital literacy and patients’ access to ICT. The focus of the
game was not on clinical care but on the effective use of ICT across the healthcare team.

3. Results

Preliminary findings indicated that the use of a game makes students’ learning
experience “fun”, which they suggest makes the content more memorable. According to
students, learning was also enhanced by the way in which the game facilitated the
normalized integration of a transgender patient, where their gender identity was not the
focus of the case; and introduced them to innovative models of primary and community
care being implemented in Canada. Integrating a young patient with whom the students
could relate, who was marginally poor and with limited digital literacy and access to ICT,
facilitated conversations about the most appropriate use of ICT. As a result of this
innovative, technology-enhanced game, students feel able to: analyze how ICT supports
or inhibits safe, collaborative, person-centred care; identify and propose strategies that
support the use of ICT in a manner that enhances (i.e. does not interfere with) the
relationship between patients/clients and their healthcare team; and look for
opportunities to use ICT to support patient safety and quality improvement.

4. Conclusions

The way in which this technology-enhanced game has been developed allows for other
patient cases and contexts of care to be integrated as a way to foster different
interprofessional discussions about the appropriate use of ICT.
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