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Round Table Workshop on Increasing Mainstreaming of Games in Learning Policies in 
School Education Sector 

 

The Round Table Workshop of IMAGINE project was held on 14th June 2010 in Prague, Czech 
Republic (Start: 9:00 AM; End: 4:30 PM).  

Venue:  Autoklub České republiky 
 Opletalova  
 110 00 Praha 1 
 
Participants:  

Barbora Grečnerová  The National Agency for European Educational Programmes (NAEP), 
Czech Republic 

Barbora Parrakova  Cross Czech, a.s., Czech Republic 

Bořivoj Brdička   Charles University, Faculty of Education, Department of Information 
Technology, Czech Republic 

Cyril Brom   Charles University, Faculty of Mathematics and Physics, Department of 
Computer Science and teaching software, Czech Republic 

Čermák Jaroslav   CENIA, Czech Environmental Information Agency, Czech Republic 

Daniela Růžičková   The Research Institute of Education in Prague, Czech Republic 

Ella Myhring   Hoejby School/Spilskole.dk, Denmark 

Gabor Veres   Ministry of Education of Hungary 

Igor Lipovšek   Ministry of Education of Slovenia 

Iveta Mikolášková   Cross Czech, a.s., Czech Republic 

Janek Wagner   Czech school, Czech Republic 

Jiří Dvořák   Scio.cz, Czech Republic 

Juraj Suchánek   P-MAT, n.o., Slovakia 

Krištof Kozák Scio.cz, Czech Republic 

Laura Franceschi   National Agency for the Development of 'school autonomy, Italy 

Markéta Klingerová   Game by school, Czech Republic 

Martin Sillaots   Tallinn University, Centre for Educational Technology, Estonia 

Mathias Poulsen   Hoejby School/Spilskole.dk, Denmark 

Miroslava Černochová  Charles University, Faculty of Education, Czech Republic 

Monika Dillingerová  Comenius University, Department of Algebra, Geometry and 
Mathematics Education, Faculty of mathematics, physics and 
informatics, Slovakia 

Petr Chaluš   The National Agency for European Educational Programmes (NAEP), 
Czech Republic 

Petr Naske   The Union of Informaticians in Education, Czech Republic 

Petr Slípek   Dosli - We help you to teach, Czech Republic 

Pia Zeidler   UNI-C (The Danish IT Centre for Education and Research), Denmark 

Ricard Garcia Melendez   Direcció General d'Educació Bàsica i Batxillerat, Departament 
d'Educació, Spain 

Rob Davies   MDR partners, UK 
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Roger Blamire   EUN-European Schoolnet, Belgium 

Šárka Václavíková The Research Institute of Education in Prague, Czech Republic  

 

The workshop started at 9 AM and all the attendees were welcomed by Iveta Mikolaskova (Cross 
Czech a.s., Prague). The aim of the workshop was to present practical experiences regarding the 
GBL, discuss the current situation of GBL and come up with the recommendations. 

 

The roundtable workshop consisted of two main parts – morning and afternoon session: 
 

1. Morning session – consisted of short presentations concerning mostly practical 
experience with projects/games related to the GBL.  
 

2. Afternoon session – consisted of the moderated discussion by Roger Blamire (EUN – 
European Schoolnet, Belgium) and conclusions and recommendations resulting from the 
workshop. 

 

Participants were representing different environments – academic and research institutions, 
teachers, game and SW developers, policy makers, advisers and NGOs from different European 
countries (Czech Republic, Belgium, United Kingdom, Denmark, Slovakia, Slovenia, Estonia, 
Hungary, Spain and Italy). 

 

MORNING SESSION 

The session started with the presentation about the IMAGINE project and followed up with the 
presentation outlining the current position of European Commission on games in school. 

 

1. Iveta Mikolášková (Cross Czech a.s., Prague, Czech Republic) - IMAGINE project  

The presentation highlighted the learning benefits of games in education. The aims and objectives 
of Imagine project were presented as well as the main project activities and results achieved so 
far. There are several actions to be done till the end of the project, such as development of the 
Games Directory, compilation of the recommendations to policy makers on the use of GBL and 
organization of the Final project conference. All information about the Imagine project is also 
available on project website (www.imaginegames.eu).  

 

2. Roger Blamire (EUN – European Schoolnet, Belgium) - Outline the current EC position on 
games in schools  

Current situation of GBL across Europe can be compared to the beginnings of computers and IT at 
schools. Those are more or less enthusiasts who are trying to put the games into learning. There is 
still a lot of hard work ahead in this field. Education systems are still few years away from 
embracing games as mainstream practices. The gap between FUN and SCHOOL is still pertaining. 
GBL needs to become a part of the curriculum.  

The Horizon Report 2010 (USA) was mentioned. This report describes the continuing work of the 
Horizon project (started in 2002). It is a qualitative research project that identifies and describes 
emerging technologies likely to have a large impact on teaching and learning. 

http://www.imaginegames.eu/


IMAGINE: Round Table Report 

www.imaginegames.eu   4 

There are good foundations for the arguments to adopt the games in the learning process in 
Europe. An EC Resolution exists which saying that games inside and outside of the schools are very 
valuable and should be supported (danger may exists in the terms of suitability of the games for 
children – PEGI system of rating applies (http://www.pegi.info/en/index/) – decides which games 
are suitable for children and which not). 

Digital literacy for the future economic development is essential. EU needs more people who 
know how to use the IT technologies. For example the “Digital Agenda for Europe: What Would It 
Do For Me?έ informs that 30 % people in EU never used the Internet (especially older people, 
people socially and economically deprived and people with disabilities). 

Individual countries in EU – studies elaborated:  

ü STEPS - ICT in primary schools. One of important findings is that the experience with IT of 
the children (age 5-7) from home is much more developed and sophisticated than the one 
from schools. 

ü GAMES in Schools Study – the final report and a handbook for teachers was created and 
translated into several European languages. The core question is why the teachers are 
interested in using games? Especially to motivate children. It is though very expensive way 
how to motivate children. There are also different national priorities. Another identified 
problem is the length of the lesson and the length of the game (flexibility). How do the 
teachers use games? Most teachers are not convinced about the games, but they believe 
that the games might be useful for the students with difficulties and special needs. Which 
obstacles do they face? There are at least ten reasons, e. g. it is difficult to integrate games 
into the curriculum, somewhere almost impossible to do so; lack of infrastructure 
(insufficient availability of computers) and negative attitudes from many sources (e.g.: 
other teachers, local policy makers, parents etc.). 

Observations made concluded that there are several elements needed to be built up such 
as structured pedagogical framework, interaction with traditional pedagogy (mixture of the 
frontal education and other forms); collaborative experiences (teachers´ communities of 
practice, exchanging ideas, sharing the results etc.), different approaches depending on the 
educational system (support to pupils in difficulty, involvement of educational authorities), 
game can be a tool for modernization of education; recent development and prospects 
(games x serious games, games designed by pupils/students). 

The final report also contains recommendation for decision makers and game producers.  

 

Practical experiences: 

 

CZECH REPUBLIC 

3. Barbora Parráková (Cross Czech a.s., Prague, Czech Republic) - ENVI GAME project  

The presentation introduced the ongoing activity of preparation of the environmental educational 
game platform named ENVI GAME. There will be prepared six games scenarios applicable for 
elementary school education. These games scenarios will allow to play environmentally oriented 
games at various lengths (from one day to one school year). With the use of ICT technology (GPS, 
mobile phones, web based platform) students of the age from 10 to 12 years will have an 
opportunity to play combined outdoor and indoor games.  

http://www.pegi.info/en/index/
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The project started in November 2010 and will finish in October 2012. A pilot including ten 
elementary schools from across the Czech Republic is planned to take place in school year 
2010/2011. There will be also a special training for teachers in order to teach them how to use the 
platform and how to play the game. The main outcome of the project, besides the online platform 
will be six game scenarios freely downloadable and methodological manual for teachers. The 
official partner of the project is the Club of Environmental Education in the Czech Republic and the 
game scenarios are prepared by the educators and the professionals from the field of the 
environmental education.  

 

4. Cyril Brom (Charles University in Prague, Czech Republic) - EUROPE 2045 project 

EUROPE 2045 is considered for a “serious” game and was developed by Charles University (funded 
by ESF and the City of Prague). The game is oriented at high school students (15 – 19 years old) for 
social science courses.  It is a multi-player on-line strategy game attempting to familiarize players 
with political, economic and social issues in the united Europe. The game can be played during the 
lesson and at home or during weekend seminar. Without the existing support for the teachers it 
would not work. 

The game consists of three layers: (1) Economy layer - each student represents one EU member 
state and sets its domestic policy. There is no interaction with other players. (2) Agenda layer – EU 
issues/visions (“green” Europe, “strong” Europe, “open” Europe etc.). Students decide which 
issues should proceed and which should be suspended.  The game is competitive at this point and 
cooperative. The students vote about the issues, if they want to put in force the politics they need 
to negotiate and discuss the points to receive other supporters. There is also in-game 
encyclopedia. (3) Additionally players face various simulated scenarios and crises addressing 
contemporary key issues faced by the unified Europe. The players must react to all these events, 
cooperate with fellow players and seek out appropriate solutions.  

Students accepted the game very well. The problems are mainly caused by the teachers who are 
not able to run the game properly (not all of them but most of them). Teachers are struggling with 
the game (sometimes it is too complicated for them). 

Examples of other projects: 

1) Virtual town, virtual agents – to learn the basics of programming, 

2) Orbis Pictus Bestialis (target audience – primary schools) - virtual training of the domestic 
animals.  

The knowledge of the students gained through the game was tested. Student in the experimental 
group gained more practical knowledge. The level of theoretical knowledge did not differ much 
from the other students. 

 

5. Petr Naske (The Union of Informaticians in Education, Czech Republic) - ICT coordinator in 
Czech schools and the examples of GBL software 

Petr explained the role and importance of ICT employees at schools and defined 3 key positions - 
ICT Methodist (explain to other teacher how to use ICT, how to play the game etc.), ICT Technician 
(solving the problems) and ICT Administrator (in charge of all ICT equipment in the school and 
responsible for basic maintenance). 

He also underlined that teachers need methodic support and that they mostly want to use easy 
programs (need to be confident), e.g. the ready-to-use solutions, some real software from 
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Czech/foreign distributors of educational software. At the end, he presented several games used 
in Czech Republic. 

 

ESTONIA 

6. Martin Sillaots (Tallin University, Estonia) – SELEAG project 

Project Seleag covers European history (the period of 1400-2000). Main goal is to motivate 
students to study history and create positive attitude to the European identity. Most important 
part is to see the interaction between the events and times (1st Scenario – Industrial revolution, 
2nd Scenario - Maritime History and 3rd Scenario – II. World War). For example in the 3rd Scenario 
(II World War) some fake events or events that never took place emerge. The player has to go 
back in time and fix the history. The learning is hidden in this game. Every scenario is divided into 4 
scenes and every scene is played during one lesson. 

Important issues: a) No violence - but How to teach the World War without fighting? (For example 
cryptography and breaking the codes, instead of killing and battle) and b) Gender issue – generally 
boys like games more than girls so it is important to create games that would be interesting also 
for the girls (e.g. cooperation with opposite team). 

Project is in developing phase and will be tested at least in five countries and at least in 100 
schools. 

 

ITALY 

7. Laura Franceschi (National Agency for the Development of School Autonomy, Italy) - Playing 
and Learning – IT helps didactics 

The National Agency (NADSA) provides e-learning for teachers and other staff at schools. The main 
goals are learning, innovation and collaboration in learning. The information technology (IT) in 
Italy is considered compulsory only at primary and lower secondary school level and the games are 
not part of the curriculum. NADSA is trying to introduce IT and IT didactics tools to the teachers, 
however it does not come officially from the school system. In practice, there are good examples 
of using the games in learning but those are only examples. There is no systematic solution. Other 
problem might be the average age of the Italian teachers (45 – 55 years); they are not used to the 
new way of teaching. 

There is also the difference among the Italian regions, for example the region Trentino is much 
ahead in the field of GBL comparing to the other regions. Project IPRASE Trentino (Learning by 
playing) involved 600 teachers in Trentino and 1000 teachers all over Italy. Target is to increase 
the proficiency in the school subjects (history, geography etc.); see also www.iprase.tn.it. 

In 2007 the Agreement between Ministry of Education and AESVI (Association of Editors of games 
software) intended to promote videogames in the education and responsible use of the 
videogames in schools. 

The project GREIS (Role play games and social interaction), running in Milano (at upper secondary 
schools), concerned the social lives at schools (e.g. fight against bulling in schools). The aim was to 
create better relations among the students at schools (target group: 14–16 years). Videogame 
used “World of Warcraft” needed the cooperation among the players in the virtual world. The 
outcome was establishment of the group that played the game at school, which positively resulted 
in better level of socialization (previous relationships were strengthened, new friendships were 
made). 

http://www.iprase.tn.it/
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SPAIN 

8. Ricard Garcia Melendez (Direció General, d´Educació Basica I Batxillerat, Spain) – JUGA 

GBL is always matter of the teachers and never the matter of the institution involved in the 
education according to the presenter. Ricard presented the web portal for students – edu365.cat. 
This portal could be considered as a great source of various games. There are many games online 
that are free.  

Juga/game started in September 2009; the web page is divided into 6 areas (Adventure, Strategy, 
Simulation, Roles, Arcade, Trenca't Chapter). The main target is to spot the games that are 
educational and free and post them on the website (edu365.cat – JUGA). The aim is to get the 
games closer to the students and teachers. Other goal apart from the student site is to create also 
the website addressed to teachers (portal for teachers .xtec) which will contain: the best practices 
at schools, games that are free to use, link to the student pages etc. It will be launched in 
September 2010. Also the sustainability of the games and importance of the funds to buy the 
games was mentioned. 

 

DENMARK 

9.  Ella Myhring (Hoejby school/Spilskole.dk, Denmark) – Leisure Games in Learning Context 

The Harry Potter character is often used in learning. Another very popular game is the Samorost 
game (originally the Czech game) which is very motivational for students to learn foreign 
languages. Another example is the game Dragon Fist (Danish) concerning storytelling and witting 
skills and The wonderful world of Astrid Lindgren (Danish) presenting a topic by using the 
powerpoint. The pupils from 2nd grade become the teachers and show their presentations to 
children in Nursery schools. This kind of presentation can relate to art. The pupils show to children 
the nowadays pictures and impressionistic painting for example from birthday event. Children are 
trying to compare both events and find the similarities. Thus the games make learning a more 
concrete experience, easier relating to the real life. A Game in Schools report was elaborated, 
comprising a description of 2-3 games from Denmark (http://hames.eun.org).  

 
10. Mathias Poulsen (Game IT College/Spilskole.dk, Denmark) – Serious Games as learning tools 

Games make learning a more concrete experience. During the game you learn what you need to 
solve the concrete problem. Examples shown: 

 Global Conflicts: Palestina – example how far can serious game get; students play the 
journalists in Jerusalem. If you choose differently, different things happen. The class 
becomes learning community, where students are cooperating. The teachers hold the view 
of serious approach in this game, not just to have fun but also to learn something. 

 Global Conflicts: Latin America – field of study in high school; students were playing the 
journalists trying to uncover different stories. The game situation is concrete and students 
are experiencing and drawing parallels (e.g. the village was dependent very much on one 
factory and when closed down also the village was struggling). Even though the scene is in 
the Latin America the similarities and parallels can be found in Denmark. The whole class is 
involved; everybody is discussing arguing and participating on the tasks. 

  

 

 

http://hames.eun.org/


IMAGINE: Round Table Report 

www.imaginegames.eu   8 

SLOVAKIA 

11. Juraj Suchánek (P-MAT, n.o., Slovakia) – Investland Game  

The game was established in 2001 and is now available in 3 language versions – Czech, Slovak and 
English. Main target group are high school students. The Investland game simulates market based 
Economy. There are several sections of the Investland (News, Stock Exchange, Law, etc.) and also 
different levels from 1 to 5 (the 1st level is the easiest, 5th level is the hardest). Virtual manager 
allows students to acquire theoretical knowledge and practical experience. Teachers at schools 
(business academies) can use it as a long term project for 1 to 2 years. 

 

AFTERNOON SESSION – MODERATED DISCUSSION 

The afternoon session was moderated by Roger Blamire (EUN – European Schoolnet). First there 
was an opportunity for the attendants to comment the morning session presentations and place 
the questions towards the presenters. There were no comments made at this stage. Then the 
aspects of GBL were set up: 

Aspects of GBL: 

1. Curriculum x GBL 

2. Developers x teachers 
3. Learning x play 
4. Pedagogy 
5. Learner 
6. Teacher 
7. Policy – shapers, EC role 
8. Research 
9. Supply side (editors, developers, industry) – partnership is extremely important 

 

Short test/game followed: 

1) Number of projects identified in IMAGINE report? (Correct answer: 82) 

2) What is the % of non-internet users in EUROPE 2045 game? (Correct answer: 30%) 

3) How many lessons does Petr teach? (Correct answer: 16) 

4) Which region of Italy is high GBL user? (Correct answer: Trentino) 

5) Who did not use Power point for the presentation? (Correct answer: Mathias Poulsen, Ricard 
Garcia Melendez) 

 

The quiz brought up a question “How about children and testing or gamingΚέ  For some children it 
is a game and they are trying to win but there are many children who have the feeling that it is 
another opportunity to fail. So even if the quiz is meant to be a game/fun it can cause frustration 
to some of children. 

All the workshop participants then introduced themselves and their position and experiences with 
GBL in their countries. Mr. Igor Lipovšek (Ministry of Education of Slovenia) acquainted the 
workshop´s participants with improvements of the eMapps project in Slovenia. Nowadays the 
teachers are trained (one tenth of the geography teachers throughout Slovenia have been 
involved so far in the training for the eMapps.com project teaching methodology). Their mission is 
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to involve teachers and encourage them to use the games in learning and convince them that the 
children are able to gain the knowledge from the games.  

Mr. Martin Sillaots (Tallinn University, Estonia) made a remark that the game industry is very 
strong and very powerful. The children like games and there is a lot of potential in this area.  

The situation in the Czech Republic was then commented by Ms. Daniela Růžičková (The Research 
Institute of Education in Prague). She stated that GBL is not part of the Czech curriculum but the 
opportunity to adopt the games into the learning exists. Teachers can decide on their own how to 
prepare their lessons. The curriculum is seen as an opportunity not the barrier. 

Mr. Jiří Dvořák (SCIO company, Prague) presented the project aimed at lessen the “fear” of the 
teachers regarding the ICT (using board games) which is run by the SCIO company and started on 
15th June 2010. Then Mr. Petr Chaluš (The National Agency for European Educational Programmes 
(NAEP), Czech Republic) mentioned eTwinning projects principle. Its aim is to break the barrier in 
using ICT (cooperation among the schools). 

According to Mr. Petr Slípek (software development company “Dosli - We help you to teach”, 
Czech Republic), the games are great way of teaching, but he feels that the most of the projects 
are too difficult and not efficient. Teachers in Czech Republic need easy games, easy tools and also 
motivation. They are also trying to use teachers´ knowledge/experience to implement into the 
content. He also compared teachers to the “filters”; teachers are filtering the content of the 
subject into 45 minutes long lesson and this remark was not accepted by Ms. Laura Franceschi  
(National Agency for the Development of 'school autonomy, Italy). She said that teachers are 
people who are creating the content and didn´t agree with comparison of Mr. Slípek. According to 
her opinion, teachers are the clue, they have the knowledge and experience and they are trying to 
transfer it to students. Suggestion made: to precisely identify the role of the teacher and the role 
of the textbooks. 

Mrs. Miroslava Černochová (Charles University, Prague) made a remark on the importance of non 
digital games. 

Mr. Gabor Veres (Ministry of Education of Hungary) commented the efficiency and effectiveness 
of the European projects. A lot of time and money is invested into the development and not too 
much effort is put into the dissemination and exploitation. 

Danish participants also made very interesting comments. Ms Pia Zeidler (The Danish IT Centre for 
Education and Research) mentioned importance of the games and playing in the lifelong learning 
processes, the use of media/pictures/videos etc. in order to show what the students learn (e-
portfolio). Mr. Matthias Poulsen (Hoejby School/Spilskole.dk, Denmark) then emphasized that not 
only proper research in the GBL is needed but of the same importance is also the dissemination of 
the gained knowledge and dissemination of the best practices. It is important to exchange ideas in 
GBL and it is also important to try to bridge the gap between the business and schools. Mrs. Ella 
Myhring (Hoejby School/Spilskole.dk, Denmark) enriched her morning presentation and explained 
her experience with the students´ involvement concerning the production of the game on their 
own (Mission Makers). They also run the website spillskole.dk; apart from other activities also the 
dissemination of the gained knowledge takes place here and they have also created platform 
(portal) for the teachers. 
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CONCLUSIONS AND RECCOMENDATIONS:  

Á To define the using terms more concretely – GBL, good and bad game, skills: 

There is very limited scientific evidence that GBL really works (the limited number of the studies 
and because of that it is hard to persuade people that it really works). It is essential before any 
studies or analyses are conducted to use the experience of the teachers who are working in this 
area. 

Currently the term GBL is too broad. GBL needs to be classified. 

Definition of a άƎƻƻŘ ƎŀƳŜέΦ It is a game that is easy to use and pupils can use it at school and also 
at home (opportunity to use it also outside the school). Good game is also the game that children 
and teachers are creating themselves. Good game also works online. The content of the game 
should be freely releasable (one game developed in one country to be used in another country – 
flexibility and openness). There is also different perception of good game and bad game – view of 
the teacher might be different from the view of the students. 

Definition of skills. It is necessary to ask the children what exactly they have learned from the 
games – concrete information – and why are they motivated to play the game. The skills need to 
be defined more concretely and the result of this definition should be transferred into the school 
context. 

1. Recommendations to Ministries/Authorities: 
ü To invest less money in the creation/development of new technologies and use these 

potentially saved financial resources for proper and long-term dissemination of the best 
practices. 

ü Dissemination tool – conferences for the schools and stakeholders. 
ü Accredited and certified courses should be established for teachers (Life Long Learning) - 

possibility for the teachers to learn the IT and games knowledge. The multiplication effect 
might come into force; the teachers who will pass the course and gain concrete 
knowledge will disseminate their knowledge and experience to other 
teachers/colleagues. 
 

2. Recommendations to Researches/Advisers/project IMAGINE: 
ü To create a guideline/book on how to use the games. The guidelines should contain 

concrete samples and it should be able to upload it online. 
ü Repository of games should be created, containing the information on how to play the 

game, how to use it and when should be this or that game used. Unfortunately this is not 
a part of the project´s deliverables but for example project called “Digital Classroom for 
Tomorrow” has started in autumn and hopefully also other projects will bring some sort 
of database. 
 

3. Recommendations to Game developers/editors: 
ü Games should be reasonable and simple. 
ü Do simple things and do it for a long time.  
ü It is necessary to build the game on the knowledge/experience of the teachers. Teacher 

will explain his/her idea and the game can be then developed based on that knowledge 
and proper communication. 
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4. Recommendations to Teachers: 
ü There is no need for teachers to know every aspect of the game (especially the concrete 

technical knowledge). They have to learn only what is really needed to know and 
necessary to run the game and they have to be convinced that the game is beneficial for 
the students/pupils.  

 

 


