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The average score of each team was then published online on the 
hospital intranet to facilitate competition and teambuilding.

The PUCBM’s top management 
established a money prize 

for winners.

In 2018 the rate of responses has dramatically fallen down 
after summer (from 77% to 54%). Perhaps because when 
professionals returned from vacation, they were too busy 
with work commitments or perhaps because those who were 
"mathematically" highest positions in the rankings, were no 
longer reachable. In 2019, the answering rate changed from 
80% before the summer to 65% after summe80% before the summer to 65% after summer.
It is important because it is a sign that people are more motivated
in playing this game. In 2019 we had 16 people less than 2018 but 2019’s Teams were more active in playing.


