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PRITS as a Use Case
The PRITS project is used as a use case for the co.LAB collaborative methodology and the
improvement of the Wegas co-development platform.

PRITS Project
The Patient's Rights & Innovative Teaching Strategy (PRITS) project aims at developing a serious
game to support health students in learning about patient rights.
The overall objective was to develop a serious game that will support the training of health
professionals in the field of patients’ rights by encouraging knowledge acquisition and practical
skills development.

Collaborative multidisciplinary team
The development of the serious game followed an iterative and collaborative approach. As from
the beginning of the project, an interdisciplinary team from Haute Ecole de Santé Vaud (HESAV)
and HEIG-VD AlbaSim collaboratively designed and developed the serious game. The team
included lawyers specialized in patient’s rights, teachers, an educational scientist, a serious game
designer, a graphical designer and two computer scientists.

Co-Design Methodology
The project enabled a test of the co.LAB co-design framework. As the co-design platform was still
in development, we used shared online documents that reproduced the co.LAB co-design
framework.
The co-design framework enabled to collaboratively design the serious games and was also used
as a project monitoring tool.
The overall design document based on the co.LAB framework led to a 40 pages design document.
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Screenshot of an online sharing document used for project monitoring

Co-Development with Wegas
The Wegas authoring system allowed the whole team to develop the serious game
simultaneously, thus facilitating co-creation. Computer scientists and designers developed the
game at the same time that legal experts created and entered the content. Narrative contents
were defined and implemented through the Wegas authoring dialogue interfaces.
We used an iterative approach with frequent coordination meetings between teachers, computer
scientists and experts from legal or game aspects.
Hereafter some screenshot of the online editing system.
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Patient Information Editor

4/8

co.LAB - Use Case PRITS

Dialogues Editor

Questions Editor
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Game Structure Editor

Players Screenshots

Patients List
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Dialogue with a Patient

Available Dialogues and Exercises Based on Previous Achievements
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Assessment and Evaluation Report
First uses of the serious game with health students will be done in September 2021. The serious
game will be used by approximately one hundred and fifty Bachelor nursing students.
As from the design phase, we defined the assessment process. The learning assessment will
include both a performance assessment and a subjective assessment. The performance
assessment will be done through pre-test and post-test questionnaires integrated in the game. To
assess the subjective learning we will use an adaptation of Fokides Serious Games Evaluation Scale
(SGES) (Fokides subjective learning effectiveness). The game assessment will be done with the
French version of AttrakDiff standard questionnaire.
After the first use of the game, a final report is planned with
•
•
•

an evaluation of the quality of the game,
an evaluation of the design, development and evaluation process,
recommendations for the improvement of the methodology.
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