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The pilot experience of the The Learning Game project during which different schools tested the potential of
Videogames and Multimedia for Educational purposes showed how important it is that teachers establish a
common language with their pupils in order to raise their interest for learning. The Play The Learning Game
Project intends to further exploit and transfer the results of the former project in order to answer to the

following needs:

onto the market to be used for developing educational contents

and training

solutions for educational

ViDA SicMAN

purposes

Institution

ISZ an L«QL { (/{m Gm?:

caille a@yad.com

better comprehension and knowledge of the most innovative softwares and technical solutions available

identify and evaluate the Videogames available onto the market with an educational and training potential
having access to e-learning courses to be used to implement innovative technical solutions for education

Need of teachers and trainers to acquire the skills to make full use of advanced interactive and multimedia
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Lifelong Learning Programme

w This project has bewn funded with support from the European
Commission.

Education and Culture DG This materfal reflects the views only of the author, and the

Commisslon cannot be held responsible for any use which

may be made of the information contained therein.
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INFORMATION ABOUT PLAY.IT

The pilot experience of the The Learning Game project during which different schools tested the potential of

Videogames and Multimedia for Educational purposes showed how important it is that teachers establish a

common language with their pupils in order to raise their interest for learning. The Play The Learning Game

Project intends to further exploit and transfer the results of the former project in order to answer to the

following needs:

* better comprehension and knowledge of the most innovative softwares and technical solutions available
onto the market to be used for developing educational contents

e identify and evaluate the Videogames available onto the market with an educational and training potential

* having access to e-learning courses to be used to implement innovative technical solutions for education
and training

* Need of teachers and trainers to acquire the skills to make full use of advanced interactive and multimedia
solutions for educational purposes

L a@().:

SIGRIN
ScreiTuEsee- PoRc )
TR ///6’/\/5/_3936’ EL

et e ¢ m%

s 2 2 72 P 2 — 3 ] / i 1nd /

8772 P W Vs /1.’,/1 . poerilt/, | 7 L L2 /o

AP R Tl d/;g;{/y AU« & fs; ,{/7}""; A8 ",’fJ
'1) l&\< ) = ’ ' o L \ /\/L

MACLC R PH St dirk.maurer@ o hs Ly WA Tees——
el hodl Th s LedT T 27

clhiashou so ftusaxp s s .at 2

H AW(/\S‘ . P . i 5 V’\‘QA (‘4./) , \’)(/{ (‘}e} Par — / ,.// l_—
FAv 2R -Serusizer| CoCh~Ca A H&L((w( Cehoed @M\(& ,Vz&.“*.c.«:n,ﬂ 7 /Q/ ________ i
DN PiRLZR | I Ak o) ©)en | a0 7

J .5 A~ ks "
ACAL ’ MM ‘(/\ - [ b el - l(.;"‘u/* W)&' o
JGLeOPLER Woivewrint Um Mo Muay - lco mu . of
P Deiuhed. Sewborpe P |y o f o

g‘\’/( “ [u,ﬁ,.;{ Uc‘! (72 ‘ Lrpls h’;; R lkum { }«,{ P g

T

Education
This project has bewn funded with support from the European and
Commission.
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Education and Culture DG Commission cannot ba held mpo:lyslbk for any us: which .-g/"
Life long Learn in g Progra mme may be made of the information contained therein.



