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Introduction
Victory in Vitality: The Muti-Mechanic Duel invites players to experience a unique synthesis of clinical
reasoning and gamified strategy. Each participant takes on the role of a healtheare professional (¢ &
Physician, Nurse, Therapist, Administrator), tasked with guiding patient outcomes while navigating an
amay of randomized and strategic challenges. The game environment draws heavily on actual
rehabilitation processes, including:

+ Structured Rehabilitation Process & Multi Phase Assessment: Reflecting real clinical
workflows, each tum consists of diagnostic, planning. action, and risk management phases.

= Use of Rating Scales: Scales such as the Barthel Index and mRS Score are integrated to quantify
patient progress and clinical status.

« Interdisciplinary Collaboration: Different roles each have unique abilities and event cards,
encouraging teamwork and role-based strategy.

 Risk Assessment & Resource Management: Players juggle risk tokens, resource tokens, and
intervention modificrs to maintain paticnt *vitality,” a stand-in for clinical stability.

« Adaptive & Predictive Strategles: Randomized elements (dice, roulette spins, event cards)
simulate the unpredictability of patient care, while players use planning and investment tokens to
‘mitigate uncertainty and optimize outcomes.

‘Whether employed as a teaching tool for medical trainees or an engaging exercise for seasoned
professionals, Victory in Vitaliy offers a hands-on opportuity 1o practice core aspects of clnical
decision-making and collaboration. By gamifying elements such as risk mitigation, resource allocation,
and multidisciplinary teamwork, it fosters an immersive leaming environment where players can refine
strategies, explore the impact of interventions, and ultimately vie for “victory” in guiding their patients to
the best possible outcome.
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Game Overview & Purpose

Victory in Vitality: The Multi Mechanic Duel is a strategic simulation designed primarily for medical
professionals. It integrates the principles of rehabilitation and multi-phase assessments into a board game-
style experience. The game mirors real-world patient care by

«  Simulating structured rehabilitation processes and multi phase assessments.

+ Using established rating scales (like the Barthel Index and mRS Score) to reflect patient health

« Encouraging interdisciplinary collaboration through unique player roles (Physician, Nurse,
Therapist, Administrator),

« Tncorporating risk assessiment, goal setting, and resource allocation info every tum.

+  Allowing adaptive strategies and cven incorporating a digital assistant—the VP TOOLKIT Al—
10 provide expert consulations

‘The overall objective is to optimize “patient” vitalty by balancing interventions, managing risks, and
‘making stratcgic resource investments over multiple game phases.

Avictory ify Viality: The M
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2. Key Concepts & Game Mechanics

The game is built around 20 integrated rehabilitation concepts. Some of the highlights include:

= Rehabilitation Process & Multi Phase Assessment:

Players move through diagnostic, planning, action, and risk management phases—mirroring real
atient evaluations.

+ Rating Scales Bartel s, mRS Scory
These scores reflect the patient’s functionality and stroke recovery status. Improving vitality
(score) tends to improve these ratings, while negative outcomes worsen them.

« Individualized Profiles & Interdisciplinary Collaboration:
Each player selects a role (Physician, Nurse, Thetapist, Administrator) that provides unique
abilitcs and event cards to influence the game.

« Risk Assessment and Management
A roulette mechanism determines risk events (e.¢., “Risk Increase” or "Steady Outcome”) while
‘global cvent cards simulate complications or extemal suppor.

« Resource Allocation & Investment Phase:
Players have resource tokens that they can nvest in two ways: “Boost” (1o increase dice
outcomes) or “Safeguard” (to mitigate negative roulette effects)

« Technological Integration (VP TOOLKIT Al):
An AI consultation panel allows players to ask questions related to the game mechanics or
sehabilitation principles, offering a digital “second opinion.

Fora fulllst of concepts, the integrated hypertext panel n the game provides clickable entries that open
details for each principle.

3. User Interface Walkihrough

The game window is divided into several distinct sections. Here's what you sce and how 1o usc ach
feanure:

A Marquee & EEG Animation

Location: Top of the window.
Purpos
Displays a dynamic “EEG” marquee with scrolling sine waves, enhancing the game’s medical
theme.

« Observation:
‘You'll see three colored lines (green, magenta, yellow) simulating EEG activity along with the
game title in bold text.

= Aswitch (a checkbutton) to toggle the mara

nimation on or off
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hus area contains multiple pancis:
1. Player Information Panel

+ Content:
‘Displays cach player's name, curent vitality score, risk tokens, intervention modifiers, resource
tokens, and clinical ratings (Barthel Index, mRS Score).

« Role Selector (Pull-Down List):

‘Each player has a combobos allowing you to select one of the four roles.
Example: IF you select "Therapist” from the list, you gain access to role-specific abilities (ke
drawing an exira intervention card).

2. Game Mechanics Pancl
Divided into three parts:

- Dice Section:
@ Canvas & Roll Button:
Clicking “Roll Dice” animates a dice rollthat simulates a “Tlealth Metric.”
o Usage Exomple:
‘When you ol the dice result (2 number from 1 to 6) will determine the base health
improvement or decline. If you've invested tokens on “BoosL” the final dice result
increases accordingly.
« Roulette Sectio
o Canvas & Spin Button:
This simulates isk events by spinning a roulette. Outcomes may boost or lower your
tun's effect.
o Usage Example:
A spin might yield a “Risk Increase” (e.g., 2). I you have invested on “Safeguard.”
negative eflects may be reduced.
« Intervention Card Section:
o Canvas & Draw Button:
Drawing a card gives you an “Intervention” like “MD #3: Pain assessment...” that may
influence your strategic decisions.
o Usage Exumple:
The cand drawn may provide a namative boost, te into your tum’s oulcome, or serve as a
rigger for role-specific abilites





