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Results
See poster attached/ below
Lessons Learnt

Through this project, we learned that besides clinical care, patients’ environment and
mental health also play an important part in their recovery. Everyone can play a part to
help improve patient experience and well-being.
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Problem/Opportunity for Improvement

The average length of stay for NTFGH patients is 6 days while JCH is 32 days. Patients may
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 Achieve 50% of patient satisfaction with the our implemented patient activities. . Movies ( @3Gx)

e Mobile Games

Measures
* Take-up rate of activity
e Patient satisfaction rate of the activities

To develop this initiative further, another
survey was conducted with a sample size

m Reading Material / Colouring m Exercise / Strolling

® Mobile Games » Movies
m Cross Word Puzzle m Board Games
m Free Wifi

c o = s
g 1. Members met | © 1. Feedback are @ 1. Data collected <C 1. To explore
up to discuss collect from 6 from pilot rolling out this Activity Pack Take-Up Rate —
Current Performance possible areas patients on showed fairly initiative across ) January to March 2023
o ] . for improvement activities that high NTFGH and JCH 1007
* Subsidised patients currently only have access to the common TV at the patient in the patient’s they prefer to participation wards o

journey. participate rates, especially 2 To better

lounge and a communal set of newspapers and magazines. e NTReL

60%

63%
54% 55%
> > : > understand 4o .
2. Chosen 2. Based on data patients. patients 40% i
solution: provide collected, the interests, 28%
activities to initiative was especially for 20%
occupy patients piloted at those who did o
while inflight. §e|ected wards pot participate ’ Jan.23 Feb23 Var23
in NTFGH and in the game L NTECH m i
JCH. activities

The initiative was piloted at selected NTFGH and JCH wards between January to March 2023.
The take-up rate of at selected NTFGH and JCH wards are 63% and 55% respectively. This
indicates that some patients are interested to participate in the game activities during their
inflight stay. The team decided to explore introducing this initiative to more wards while
reviewing the possibility of introducing other initiatives to better engage the remaining
patients who might be interested in other activities.

Root Cause Analysis

Patients face boredom and
loneliness in the wards

Their main source of entertainment
is located at patient lounge

Patient Satisfaction Rate —

% 8 36 - O April to June 2023
=~ 1. Prepare 1. Issue game § @ 1.Review survey | << 1. Prepare QR L00% 100% 100% 100%
patient game activity set to | G resultsto codes standee
They feel that they are limited activity packs for patients  who determine the 80% /7% 78% 5
Y Y and shadow 70%
to materials and entertainment the rest of the wish to top 3 popular boards for the o
made available in patient NTFGH and JCH participate. choices. ..
lounge OOEITE B our patients. 40%
- » . > 2. Conduct > 2. Gathering of 20%
Patl.ents are unfa.mlllar with QUV 2. Prepare survey with staff feedback. 2. Pending take- )
ava.llgk.)le amenities and possible survey to patients to uio rate of QR o Apr-23 May-23 Jun23
activities understand the ascertain their
codes mNTFGH ®JCH

type of activities satisfaction and
patients would determine any
like to engage other activities
in. they wish to
participate

This information is not made
known to them during their
inflight stay

Explore introducing activities In the second PDCA cycle, the initiative was rolled out to 27  cmeowrcesesercuce
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In July 2023, QR codes are created to educate patients in B&EF  EEG
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generate awareness, Ward PSAs actively share the initiative with s
our patients while conducting inflight financial counselling or any
other encounters. Additionally, QR codes are displayed at PSA
counter and patient lounge prominently for patient’s easy access.

To kick-start the initiative in January 2023, the team did a poll with 50 patients and
identified the most voted game activities to be “spot the difference”,
“word search” and “maze”. Based on their preferences, the team prepared the game
activities with a non-returnable pencil in each pack. The game activities have varying level
of difficulty to cater to all patients regardless of their age and language.

Patients' Choice of Activity
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Spot the difference Word search Maze Sudoku Connect the dots
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The team members in this project were involved in brainstorming, preparing of the activity set
and collecting data. They also briefed the ground on the initiative and coached them on patient
engagement process to create awareness of the patient activity. Team members regularly follow
up with PSAs to collect feedback and share patient satisfaction result with them to motivate
them to continue engaging our patients.
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Patient’s opinion and suggestions were also sought for and taken in, and allowed the team to
bring these value-added services for patients.
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Through this project, we learned that besides clinical care, patients’ environment and mental
health also play an important part in their recovery. Everyone can play a part to help improve
patient experience and well-being.
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