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Facing crisis: games, simulations and popular
ICT in language teaching.

GAMES is implemented
under the Leornardo da
Vinci Learning Partnership
from September 2013 to
June 2015. This
partnership project
directly involves 6
European organisations
from 5 countries: Poland,
Turkey, France, Austria and

Spain.
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WHY GAMES?

The use of a foreign language is a
key competence that is necessary
for the labour market in a knowl-
edge-based society, as well as for
personal development and active
citizenship in society.

At the same time, training institu-
tions feel the need to broaden
awareness of lecturing on new
teaching methods and adapt to the
changing needs of learners and
their motivation. The core of the
problem recognized by the partners
before combining their efforts for
the project is that language teach-
ers are facing universal problems
such as lack of materials or limited
use of methods.

As a result, GAMES attempts to
contribute in creating more attrac-
tive language lessons by purposing
inexpensive and accessible sup-
porting methods and devices for
learning.

Facing crisis: games, simulations and popular
ICT in language teaching

WHAT IS GAMES ?

The aim of the project is to define and
compare the most useful supportive
techniques for language learning, used in
work with adults. The first step is an at-
tempt to find games and simulations that
can be either virtual or real and that could
be useful in language teaching. Then, the
project partners arrange experiments,
such as workshops, and examine the ef-
fectiveness of games and simulations in
different organisational cultures. The final
product, a compilation of results, will be
published on the project website.

WHAT IS THE GOAL OF THE

PROJECT?

GAMES targets the elaboration of inex-
pensive and easily accessible tools for
language teachers in order to make top-
ics more attractive for adult learners.

The partnership also strives to develop a
platform which gives examples of good
practice and further builds bridges be-
tween European lifelong learning training
institutions and other providers of educa-
tion.




