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Introduction and purpose

On their arrival, each preparer and pharmacist of the preparation unit, have an initial practical and theoretical training which ends with an assessment. The objective of our project is the implementation and
evaluation of a continuing education tool after one year of use.

Résults

eThe trivial pursuit
guestions were
developed with:

el essons,
einstitutional protocols,

ethe analysis of the
nonconformity

reporting. » Distribution of questions by categories
edivided into 6

categories:
eSafety,
eHygiene,
eProtocols,
ePreparation process,
eMedical devices,
eCHIMIO® software.

» 6 sessions were done for 1 year.
» At each session, there are 9 players, 81.8% (n = 9/11) of staff assighed to the chemotherapy unit.
» 74 questions asked

eBoard game,

eDématerialized IT support
of 154 questions

» The average correct response rate over all sessions is
69.2% (n = 54/78 questions asked).
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Conclusion

i The design of a game is innovative, easily usable in continuing education.
_ The trivial pursuit® can be used in initial training because the concepts discussed during initial training are understood and assimilated. The game promotes the interactivity and involvement of participants.
G — R PAC This tool makes it possible to monitor the development of knowledge of each participant individually.

Personalization and inter-establishment transposition is possible through dematerialization.



