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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 isthat 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:

e 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

e _having access to e-learning courses to be usTd to implement innovative technical solutions for education
and training '

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

Jidu  AlELHoFep| FH JORMEUN [ WER LiTedCt  LAR /A (/’z/—s\

D'C /(/Nf gé_(&[ /L - b — // /{&B\L’/\ o(\; g(,uw@o W éw?:dl\ — —

/\r(’c’i"'wbz Uf #m% .,/( ,/:// .(74 f(fw./wic:.@ /)[v/7< (,A‘«» /{/}( . L/z Mé C?

%4 A ' Education
: *,, o— g This projsct has baen funded with support from the European an d
* * GCommission. Trai n i i

*x X materfal reflects the views only of the author, and the ’ i?,”‘/

Thi
Education and Culture DG Cor;mnmn cannot be hald responsible for any use which
Lifelo ng Learnin g Progra mme may be mada of the Information contained therela.




