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COGNITIVE BIAS CODEX, 2016

We store memories differently based

on how they were experienced We notice things already primed

in memory or repeated often
We reduce events and lists

to their key elements Bizarre/funny/visually-striking/
anthropomorphic things stick out more
than non-bizarre/unfunny things

We discard specifics

to form generalities
We notice when
something has changed

We edit and reinforce
some memories after the fact

We are drawn to details that

confirm our own existing beliefs
We favor simple-looking options and complete

information over complex, ambiguous options

We notice flaws in others
more easily than flaws in ourselves

To avoid mistakes, we're motivated to
preserve our autonomy and status in a
group, and to avoid irreversible decisions

We find stories and patterns
even in sparse data

To get things done, we tend to complete
things we've invested time & energy in

To stay focused, we favor the immediate,

relatable thing in front of us We fill in characteristics from stereotypes,

generalities, and prior histories

To act, we must be confident we can 2 We imagine things and people we're
make an impact and feel what we do familiar with or fond of as better
is important E:

We simplify probabilities and numbers
make them easier to think about

We project our current mindset and We think we know what
assumptions onto the past and future other people are thinking
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Police bring in a guy from the magistrates office
“This is the third in the last hour”

Anchoring




Febrile Pedi Patient, ESI 5

“She looks great”

Triage cuing vs Framing




Young woman with fever

“It’s probably COVID”

Premature closure
VS

Information Bias




Waiting Room Patient

Workup Completed

Diagnosis momentum




Additional biases

Search Satisfaction

Visceral Bias

Ordering Effect
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Additional biases

Confirmation Bias

Affective Error

Availability Bias What you see
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Additional biases

Confirmation Bias

Affective Error

Type ll Type llla Type llib

DeBakey classification

Availability Bias | | |

Type A Type B

Stanford classification










Themes of Cognitive Errors

External Factors - Internal Factors
Other’s Feelings What you “know”

Patient Location Your Feelings




Heuristics vs Analytics

More prone to blas

Pattem Recognition
/ (ilness scripts, heuristics)

Information
Processing

Modified from: Daniel M, Khandelwal S, Santen SA, Malone M, Croskerry P. Cognitive Debiasing Strategies for the Emergency Department.
AEM E&T. 2017; 1:41-42.



Typelvs Type ll

Quick vs Slow
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Quick vs Slow




Typelvs Type ll

Quick vs Slow

PHILIPS




Pattern Recognition

* Type | Thinking
* Unconscious

* Prone to Error




Pattern Recognition

* Type | Thinking
* Unconscious

° Prone to ErrOr )‘F& More prone to bias

Pattem Recognition
= (iness scripts, heuristics)
N
-

* Type Il Thinking
* Analytic

® S I ow Information JUpEE M)

Processing “ Slow
* Safety-Net




Debiasing Strategies

...Ideas?

Routinely Consider Alternatives
Ask WHY
Cognitive Stop Points






Orders ~

Options ~
MNew Interactions
Providers

Verbal with readback v
Edit Multiple

& New Orders

’
i
@

34 Create Panel

]

Open Similar Or op-up Automatic. ..







Systemic Issues

Controlling External Problems

* Fatigue
* Interruptions
* Minimizing Time Pressures

* Emotional Strain




Accountability & Feedback

Morbidity & Mortality
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