Supplementary Table 1. Questionnaire administered before the ToREIMC activity
Participants completed the following questionnaire before the activity. Items 1 and 2 assessed previous experience with gamified learning tools and ToREIMC. Items 3 to 8 assessed participants’ perceptions using a 5-point Likert scale.
Section A. Previous experience
	Item
	Question
	Response options

	1
	Have you previously used gamified learning tools for medical education?
	Never ; Once ; Several times ; Regularly

	2
	Before this activity, were you familiar with ToREIMC?
	No ; Yes, I knew it but had not used it ; Yes, I had used it previously



Section B. Perceptions of gamification
	Item
	Statement

	3
	The use of gamification can facilitate learning in Infectious Diseases and Clinical Microbiology.

	4
	Clinical case-based trivia questions are useful for reinforcing clinical and microbiological reasoning.

	5
	Competitive elements, such as rankings or team-based participation, increase motivation to learn.

	6
	Gamification may trivialize or oversimplify complex clinical and microbiological content.

	7
	I felt comfortable answering clinical and microbiological questions in this in this activity format.

	8
	After serious playing, I feel more able to apply clinical or microbiological concepts in practice.


Note: Item 6 was negatively worded.
Likert score
	1
	2
	3
	4
	5

	Strongly disagree
	Disagree
	Neither agree nor disagree
	Agree
	Strongly agree




