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from the most current, evidence-based resources Book sectluns have been structured to

review the overall definitions and epidemiology of sepsis as well as current insights into
the pathophysiology of sepsis. This review summarizes the evidence for the international
consensus guidelines for the identification and management of sepsis. The latter part of
this book reviews emerging concepts and approaches in the diagnosis and management
of sepsis that may significantly reduce mortality in the future. Sepsis: Pathophysiology,
Definitions and the Challenge of Bedside Management represents a collaboration between
authors drawn from a variety of disciplines and contributions from basic scientists and
highly recognized clinical opinion leaders with expertise in clinical trials.



st Hour of Surviving Sepsis - "Golden Hour”

Call for senior support immediately
+/- Critical Care

Give high flow 0,

Fluid resuscitate
If hypotensive or lactate >4mmol/L

Target
CVP 8-12mmHg
MABP 265mmHg
Urine output 20.5mi/kg/hr
Venous O; Sats 265%

Administer
1000mi crystalloid over 30mins
OR 300-500mi colloid over 30mins

Blood Cultures
Take 2 sets of blood cultures

(at least 1 set peripherally)
DO NOT unnecessarily delay antibiotics

Antibiotics
Give antibiotics within 1hour of diagnosing

Warning
Delaying antibiotics in the first 6 hours
increases mortality by 7% per hour
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South Sudan - San Francesco Hospital
Marial Lou




Garnacho-Montero et al. Critical Care (2015) 19:302
DOl 10.1186/513054-015-1000-z

CRITICAL CARE

chart

Call for senior support immediately
+/- Critical Care

| Give high flow 0, |

Fluid resuscitate
If hypotensive or lactate >4mmol/L

RESEARCH Ope

Administer
1000ml crystalioid over 30mins.
‘OR 300-500m! colloid over 30mins

Adequate antibiotic therapy prior to ICU
admission in patients with severe sepsis
and septic shock reduces hospital mortality

José Garnacho-Montero'**, Antonio Gutiérrez-Pizarraya®**, Ana Escoresca-Ortega’,
Esperanza Fernandez-Delgado' and José Maria Lopez-

3-Hour Bundle
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Mleasure Lactate Level

round

tatemia is typically present in patients with severe sepsis or septic shock and may
dary to anaerobic metabolism due to hypoperfusion or other complex factors. The
ic value of raised blood lactate levels has been well established in septic shock

I, particularly if the high levels persist.[2,3] In addition, blood lactate levels have
n to have greater prognostic value than oxygen-derived variables.[4] Obtaining
vel is essential to identifying tissue hypoperfusion in patients who are not yet
but who are at risk for septic shock.

Ostrava 2017

before as PG course on Sepsis and MODS

February, 7- 10™

e interpretation of blood lactate levels in septic patients is not always straightforward.

A number of studies have suggested that elevated lactate levels may result from cellular
metabolic failure in sepsis rather than from global hypoperfusion. Elevated lactate levels can
also result from decreased clearance by the liver. Although blood lactate concentration may
lack precision as a measure of tissue metabolic status, elevated levels in sepsis support
aggressive resuscitation.




Tradicné vzdelavanie
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Inovativne vzdelavanie
Integracia novych technoldgii
Zamerané na studenta (master)



Informacné technologie

Osobné pocitace: Microsoft, Apple, Lenovo ...
Tablety, smartfony: Apple, Android, MS

Herné konzoly: Playstation 4; Xbox One, WiiU
Virtualna realita:  Gear VR, Box VR 3G
Internet: G0000000000000gle

Socialne siete: Facebook, Twitter ...
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TITANIC SINKE FOLIR WOLRS AFTER NITTING ICERERG,;
566 RESCUED BY CARPATHIA, PROBABLY 1250 PERISH,
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Titanic 1912

] The New York Times. =

LRS AFTER HITTING
ATHIA, PROS
" SAFE, MRS, ASTOR MA YBE, NOTED NAME




Jane Hart

Top 100 tools for learning 2014 p‘l
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#FOAMed

Free Open Access Meducation
Medical education for anyone, anywhere, anytime

WEB based.

IT technoldgie, socialne siete

Ako sa vzdelavat’ v odbore:
- pred 5 rokmi ucebnice COLOURS o
- pred 2 rokmi casopisy of Sevsis

- v sucCasnosti dobra konferencia
- v buducnosti FOAM. Ostrava 2017 \

February, 7™- 10"

International EM Education Efforts & E-Learning by Joe Lex 2012



Inovacia vzdelavania
Informacné technologie
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- on-line / off-line it

- synchronny / asynchronny

- textovy, multimedialny

Simulacia

Virtualna / augmentovana realita

PocCitaCcové hry - seriozne
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Aj dospeli sa hraju

Eric Berne

Jak si lidé hraj

LRIC BERNE

Jak si
lide hraji’
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Aj dospeli sa hraju - videoh

17%

AGE

of Game Players

26% under 18 years
30% 18-35 years
17% 36-49 years
21% 50+ years

— =]
—_

GENDER

of Game Players

h6% male
44% female

© 2015 ENTERTAINMENT SOFTWARE ASSOCIATION
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Pokemon Go is now more popular
than porn on the Internet

@ Written By Daniel Peraz

Whar have we done?

ITs undeniable Pokemon o |5 Tak ng the world by storm, and ITs expectad To bacome I"EI'E-EE-I"El,' poOpular as
Miantic conrinuss = e ea 25 o the game But LI"&["i"IE we didnT think the mobi & game would be more

popular than pornography

Tes - the Internet Is mo |:||'§l2":'.|l' porn as It turms out Pokemon Go is more popular than pomograpiy, that is
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his findings, which is way mare apparent in the past few days that it was this weekend:

pokemaon go

Interest ow

SIGN UP NOW!

Semior Editor

Daniel haz worked acrozs a variety of online publications
that includs 1UP, Ubergizme and FlsFront. He works as an
editar &t Shackhiews com and reports of the |SEesE fewd 55
wel| azs publishing previews, reviews and thought-provoking
features. He would alse totally kill for a burrito right about

N

Follow mim on Twitter to read his ramblings on vides

Eames anime, and technalogy.
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How about porn and pokermen go the best of both worlds

https: v raddit comdr/Pokemon_Eo_Porn_MNESFY
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Co je to hra?

Akakol'vek sut'az medzi hracmi, pouzivajuca

pravidla,

za ucelom dosiahnutia ciela (vyhra, vitazstvo).

Stolna, analogova, pocitacova, virtualna ...

Hranie je zabavné a navykoveé

Vzdelavanie a hra

- vyucbovy proces premenit’
na hru === zabavné a navykove studium




Preco sa l'udia hraju? Lebo hra ma:




Preco sa l'udia hraju? Lebo hra ma:

Pribeh a pravidla

Narocny ciel’ ako vyzvu (level)
Odmeny, body, vyhody, vyhry
Zaujatie, motivaciu, spatnu vazbu
Angazovanost’

Interakciu

Emdcie (zvedavost, frustracia, radost....2
Priebeh pod kontrolou hraca
Socialne prvky




Iearnlng

= ames

PoteSenie je odmena tela mozgu ze sme sa nieco naucili
Uspokojenie z dosiahnutia ciela

Uvol'huje sa dopamin, testosteron, endorfiny

Nas mozog je dokonca schopny rast’




Co je to digitalna hra? (video, pocitacova)

Elektronicka hra, ktora zahrna

- aktivitu hraca

- cez rozhranie (kontrolér, joystick, klavesnica, mys,
konzola...)

- na vytvorenie vizualnej spatnej vazby na 2D/3D videu.

Herne: automaty (arcade games)
Doma: 4
- pocitac, tablet, smartfon [

- herné konzoly (8. gen) - Playstation 4; Xbox One, WiiU
Okuliare na virtualnu realitu, reproduktory,
vibracie ....




Prototyp videohry — Pong (1972)




Co je to seriézna (aplikovand) hra?

Hra urcena primarne na iny ucel ako Cistu zabavu,
napr. na vzdelavanie. Prvok zabavy ostava.

Idealne prostredie na zaangazovanie hraca
do simulovanych komplexnych rozhodovacich procesov -
podobne ako v diagnostike a liecbe

Vyuzitie: armada, vzdelavanie, veda, zdravie, urgentny
manazment, planovanie mesta, inzinierstvo,
nabozenstvo, politika ... .
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Inovativny pristup B
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Co je to seriézna (aplikovand) hra?

Hra urcena primarne na iny ucel ako Cistu zabavu
napr. na vzdelavanie. Prvok zabavy os it
Idealne prostredie na zaangazovanie FLIGHT SIMULATOR
do simulovanych komplexnych rozhod
podobne ako v diagnostike a liecbe & Z B
Vyuzitie: armada, vzdelavanie, vedaSg = 7 Ml
manazment, planovanie mesta, inzinie )} N |
nabozenstvo, politika ...

Inovativny pristup

Microsoft Flight simulator 1982

For IBM. Personal Computer



Vzdelavanie hrou

Zamerané na hraca — studenta
Student kontroluje hru - uéenie
Experimentovanie; pokus — omyl
Hrac pri zlyhani vel'a nestraca

ROzne identity a role

- nesmely tinedzer sa stava lidrom
Sut'azivost’

Prvky hry: pribeh, ciel’, vyzva, zaujatie,
angazovanost’, emadcie, motivacia, odmeny,
vyhra,... > lepsia fixacia zazitkov




Je to ako

videohra.

Ty sa snazis

zlepsovat’' a my

ti sledujeme
skore




Seridozne pocitacoveé hry

Vedomosti, zrucnosti, komplexné
rozhodovanie, povedomie o situacii

Interaktivne, zaujatie

Okamzita spatna vazba
Samostatne alebo s facilitatorom
Jeden / viaceri

Neobmedzeny pocet Studentov
Kedykol'vek, vSade

Na obnovovanie kompetencii
Identifikacia nedostatkov (analyza)
Individualizovany tréning (stupne obtiaznosti)

M.Monteiro, EUSEM 2014



Obrazok nahradi 1 000 slov,
seriozna hra nahradi 1 000 obrazkov

Richard R. Duke

Basic Life
Support
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Game

Game Rules

Challenge
Game 5core

| BORDERLINE

Simulation To reach
Repetition @) O
Feedback educational goals
Interaction and

User Control and Decision Making
System Rules
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GAMES FOR HEALTH

Explaring the Intersectlon of v games + health
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1 Resuscitatori sa hraju




Safe Surgery Trainer (SST)

Seridzna hra pre bezpecnost’ pacienta
Perioperacny priebeh, personal op. saly

Za 30 min dosiahnut’ zmenu postojov
Efektivna komunikacia, perioperacny scenar
Okamzita spatna vazba, skorovanie

Chapter Complete!

The Patisnt

11412
%



Spolupraca v time
Netechnické zrucnosti




A Digital Revolution: Games, Simulations, and Virtual Worlds In
Nursing Education
Laura A. Stokowski, RN, MS | March 15, 2013
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Hromadné nest’astia




Aplikacie na nacvik KPR

No. Name Year Platform Interaction tool Interface Connectivity Purpose
1 JUST 2003 PC Mouse 3D Online Learning
2 CPR simulator 2006  Handheld Mouse 2D Offline Testing
3 M-AID 2007  Handheld Mobile Button 2D - Testing
4 iCPR 2009 Handheld Accelerometer 2D Online Testing
5 iResus 2010 Handheld Touch Screen 2D Online Testing
G AED Challenge 2011 PC Mouse 2D Online Learning
T CPR & Choking 2011 Handheld Touch Screen Video - Learning
8 Staying alive 2011 pPC Mouse 3D Online Testing
9 CPR Game 2012 Handheld Touch Screen 2D Online Testing
10 MicroSim-Prehospital 2012 PC Mouse 2D. Video OfHine Learning, Testing
11 Mini-VREM 2012 PC Kinect 2D Offine Testing
12  Save-A-Life Simulator 2012 PC Mouse Video Online Learning
13 LISSA 2013 Multi Mouse, Kinect 3D Online Learning, Testing

Table 1: Comparison of CPR applications
(-) represents that this feature is not mentioned in the reference




Multiplatform Desktop version

J L]

Mohile version Tablet version

LISSA, a serious game
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o CPR @ AED @ DEMO



{d) Helper and Patient (&) Eqiipments



A

LIfe Support Simulation Activities FEI¥y

Itis a perfect method to refresh and
S disseminate CPR knowledge and also a
R good complement for courses.

...............

= ETEnE BRIy

{e) CPR (30:2)

{d)} Open Airway

(c) Performance Report



Nurse Education Today 30 (2010) 548-552

Contents lists available at ScienceDirect

Nurse Education Today

| SEVIER journal homepage: www.elsevier.com/nedt

Enjoyable learning: The role off humour, games, and fun|activities in nursing
and midwifery education

Heather Baid **, Nicky Lambert®

*School of Nursing & Midwifery, University of Brighron, Westlain House, Village Way, Falmer, Brighton, BN1 9PH, United Kingdom
bpractice Development Facilitator at Sussex Partnership Trust, United Kingdom

Computers in Human Behavior 50 (2015) 508-519

Contents lists available at ScienceDirect

Computers in Human Behavior

journal homepage: www.elsevier.com/locate/comphumbeh

Serious games for emergency preparedness: Evaluation of an interactive®

VvS. a non-interactive simulation of a terror attack

Luca Chittaro, Riccardo Sioni

Human-Computer Interaction Lab, Department of Mathematics and Computer Science, University of Udine, Via delle Scienze, 206, 33100 Udine, Italy



Creutzfeldt et al. Scandinavian Journal of Trauma, Resuscitation and Emergency Medicine 2012, 20:79
L]
& emergency medicine

ORIGINAL RESEARCH Open Access

Effects of pre-training using serious game
technology on CPR performance - an exploratory
quasi-experimental transfer study

S i T T A s e e
Wlth increasing Lumputer literacy the use of computer

gaming technology for learning and training, i.e. serious

games, has been reported in several areas including &
medicine [9-17]. Theoretical benefits with this technol- - m c‘(\'\Od of

ogy include the availability in remote settings and at free ,(a(s aS
. ; it : a\!a -
hours, but also inherent positive properties of the W\ \’\ —
a\ﬂ\ﬂg _—
W-CPR PR 1e2 _—

R CC’{S tudcﬂ y in itself, e.g. the opportunity
Wk (\C{'\C—\a\ Cﬁ d Ca\ /r(m/rm;::gxtual demands and a property
PP \s @ it /T/ match peoples’ level of knowledge and skills. Further,
///E SUPDO_‘ n PP\ S\i// this technology enables experiential learning often with
. This S i Ua'\mﬂ ' ample feed-back, creates a high level of engagement

Eo/n(_\us‘ons- Ct\t\\l'//// among participants, and carries the ability to switch con-
\ ( of _ text in order to support transfer [18-20].



Systematic review of serious games for medical education
and surgical skills training

M. Graafland', J. M. Schraagen’ and M. P. Schijven’

'Department of Surgery, Academic Medical Centre, Amsterdam, and *Netherlands Organization for Applied Scientific Research,

The Netherlands

Correspondence to: Dr M. P. Schijven, Department of Surgery, Academic Medical Centre, PO Box 22660, 1100 DD Amsterdam,

(e-mail: m.p.schijven@amc.uva.nl)

Table 1 Validity types for games relevant to education of medical professionals

Content validity

Face validity

Construct validity

Concurrent validity

Predictive validity

Description

The degree to which game content adequately covers the
dimensions of the medical construct it aims to educate
(or Is associated with)

Degree of resemblance betwesn medical constructs
featured in game play and in reality, as assessed by
novices (trainees) and experts (referents)

Inherent difference in outcome of experts and novices on
game play outcome parameters

Concordance of study results using a concept Instrument
(e.g. game) and study results on an established
Instrument or method, belleved to measure the same
medical theoretical construct

The degree of concordance of a concept Instrument {e.g.
game) ouicome and task performance in reality, based
on a validated scoring system

12,13

Criteria for achievement

Uniform and positive evaluation of game content and associated
testing parameters by expert medical specialist panel

Uniform and positive evaluation of the game as a valuable
leamning environment among novice and expert medical
specialists

Outcome differences considered to be of significance between
players of different medical specialist level of skill

Outcome parameters show correlation consideraed to be
significant between game and an altermnative, established
tralning method

Metrics show correlation considered to be significant between
outcome parameters of a game and performance results on
the medical construct featured In the game in real life after
performers have been trained using the game



Puiblications identified by seamch n= 1300
Pi.tl:'lhﬂﬂ:_zﬁﬂ:
Embase n=173
The Cochrane Library R =3
Psychinfo =191
CiNAHL n=688
Soarch of references n=11

Articies including validity Articies not including validity Arficles including validity Arficies not including validity
testing n=9 testingm =10  tesfingn=6 testing n=0

Fig. 1 Search sirategy for literasure on serious games used in educadon of medical professionals. CINAHL, Comulative Index o
Nursing and Allied Health Literature
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ZmieSané a interaktivne vzdelavanie s pouzitim seridoznych
hier je mozné pouzit’ pri nacviku technickych i netechnic-
kych zru€nosti v ARIM

i-generacia bude ocakavat’ vo vyuébe hry “;_
SH + VR mozu radikalne zmenit’ sposob vyucby, ?__;.-7_:;_ -3 | |
neohranicené moznosti? ST
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Seriozne hry v edukacii zacinaju

Skumat’ moznosti pre vyvoj kvalitnych serioznych hier
Stretnutie akademikov, ucitel'ov, uzivatel'ov a vyvojarov
Trh a naklady
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