
Learning through play is a strategy that leads to better success, creativity and perfection.
Various studies show that the role of play in human life is as important as communication,
cooperation or sleep. It is a natural motivator in children's learning (usually outside of
school), but it is also effective in adulthood. It is important to be aware that gamification is
not a game, it is a construct of game elements to better involve and engage participants in
the learning situation.

The main goal of the project is to develop the competence "problem solving in technology-
rich environments", which is especially underdeveloped in adults according to the PIAAC
research. At the same time, this skill is crucial for successful performance in modern
professions and the professions of the future.
The competence "problem solving in technology-rich environments" is defined as the ability
to use digital technology, communication tools and networks to search, select, evaluate, use
information and solve problems and is a combination of mastering and using various basic
skills: language, computing and digital.
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European research on the prevalence of gamification in the educational process and the
possibilities and methods of introduction into adult education
Curriculum and methodology of using gamification in the development of basic skills in
adult education
MOOC (Massive Open Online Course) for adult educators to implement gamification into
the educational process
Recommendations for the introduction of curricula and methodologies in the European
adult education system
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The project addresses 2 different target groups. On the one hand, we have adult
educators, who will learn to use gamification in education and on the other hand, we will
focus on lower-skilled adults who will improve their basic skills with this innovative
approach.
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The European Commission's support for the production of this publication does not
constitute an endorsement of the contents, which reflect the views only of the authors,
and the Commission cannot be held responsible for any use which may be made of the
information contained therein.


