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Discussion / Conclusion

The setting up of an EG within the CPU was appreciated and, according to the participants, enabled them to consolidate their knowledge. The debriefing time was particularly enriching for the whole team, and enabled
many questions to be addressed. The longer-term objective is to continue this type of edutainment training by creating new scenarios. A simulation of broken vials had also already been set up in our unit. A longer-term
assessment of the impact of these serious games will need to be considered.




