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COMMUNICATION SESSION
Partnering with patients to improve 
pathways across the continuum of care
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Health education does not sufficiently 
prepare professionals to promote 

patients' rights (Iltanen, 2012)

Fragmentation of care pathways

Risk of disruptions → violation of 
fundamental rights 

Serious Games 
combines aspects

play and learning (Chabert et 
al., 2010)

Problem
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The game The integration
The content 

management

Plan of presentation

The results
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The Game 
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https://wegas.albasim.ch/2/player.html?id=25648214
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The Game
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● Replication of reality

● Immersion

● Cognitive vs. physical 

fidelity
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Overall educational concept

Before

● Construction 
of scenarios 
with patients 

● Introductory 
course on 
patient law

● Objectives of 
the simulation

During

● Voluntary 
search for 
information

● Confrontation 
of ideas in 
groups 
(Socio-constructivism)

After

● Sharing of 
ideas / 
experiences

● Debriefing

● Consolidation 
of knowledge 
and theoretical 
input
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The Content Management
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The Results
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Source : http://www.attrakdiff.de

• Assessment includes both assessment of the game itself and 
assessment of its impact on learning.

• Questionnaire Attrakdiff (Lallemand et al., 2015).
• pragmatic quality (usefulness and usability) 
• hedonic quality (pleasure, stimulation, identification

•  400 students 

http://www.attrakdiff.de/
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The Results

1
4

• The overall results show 
that the serious game was 
perceived positively both 
on the pragmatic aspects 
(1.04) and on the hedonic 
aspects (0.85). 

• This places the serious 
game close to the best box 
in the results portfolio 
which can be considered a 
rather good result for a first 
use.
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Conclusion
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