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HORIZON-C2-200-HERITAGE-01-09 

Game and culture shaping our society 

 

Idea: Elements of cultural heritage in gamified educational scenarios creation 

 

Engaging students in learning is one of the most important challenges in education. Some pupils 

are not engaging in school; they are dissatisfied with school and do not feel able to achieve high 

learning outcomes (OECD, 2013). Over the last two decades, researchers have made grit strides 

in creating learning technologies to promote students’ engagement and learning (OECD Digital 

Education Outlook, 2021). The structure of games mirrors good pedagogy, offering progressive 

problem solving and scaffolded learning. 

 

New emerging technologies, such as gamification, serious games, virtual and augmented reality, 

computational dynamics, virtual laboratories, and virtual worlds have recently been more widely 

used not only for teaching science, technology, and engineering, but also in social science and 

humanities classrooms. Virtual reality, characterized by three key elements, such as visualization, 

when the user, gamer or learner has the ability to look around; immersion, when the person mixes 

imaginary and physical representation of objects; and interactivity, providing the degree of control 

over the experience, is taking an increasing place in teaching and learning. The educational goal 

of gamified environments or serious games and their relation to learners determine not only how 

the game is constructed, accessible or immersive, but also what didactic messages are sent to 

students.     

 

Serious games are games designed for a purpose beyond pure entertainment. They use the 

motivation levels of game design – such as competition, curiosity, collaboration, individual 

challenge – and game media, including board games through physical representation or video 

games, through avatars and 3D immersion, to enhance the motivation of learners to engage in 

complex or boring tasks. Serious games are therefore used in a variety of professional situations 

such as education, training, assessment, recruitment, knowledge management, innovation, and 

scientific research. The main reasons of using serious games and gamified environments are 

improving students’ motivation to learn and engage students more deeply in the learning process; 

improve learning outcomes, attendance, and participation.  

 

The following elements of gamification could be used to create gamified educational scenarios – 

i) components (the specific instantiations of game mechanics and dynamics); ii) mechanics (the 

basic processes that drive the action forward, generate students' engagement, encourages to 

explore, and enable student strengths) and iii) dynamics (a further scenario for a specific activity 

using game elements). Various computerised educational solutions could be used to create the 

elements of cultural heritage in gamified educational scenarios.  

 

Research on gamification interventions in education is mixed, but the results are overwhelmingly 

positive, highlighting positive effects of using playing elements in students’ motivation, 

engagement and learning outcomes (Schmid et al, 2020). 

 

Cultural heritage is the sum of artefacts which code a message about the values, connect the 

community, shows its way of thinking and behaving. Artefacts include works of architecture, 

painting, music, art, literature, and traditional crafts, historical narratives, myths, and legends. 

Preserving cultural heritage as a sum of artefacts helps not only to support the perspective of the 

local community’s world, but also to create a dialogue between different groups by forming an 

indivisible and unifying union. The concept of cultural heritage is inseparable from formation of 

cultural competencies in-depth. Reflecting and educating on cultural heritage contributes to the 

development of the cultural competences needed today as loyalty, great social interaction, 

empathy for the participant in communication act, the ability to re-orientate in different 
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environments, quickly acquire new knowledge, and distinguish the meanings which can be 

uncovered in messages. It can be seen, however, that these competencies can be developed by 

playing games and extending it to the content of school-based programs. It is interesting that 

several playful tools which partially are addressed to educate the elements of cultural heritage 

have been developed, and they are applied by individual teachers or educators, but there is no 

unifying framework for recognizing the perspectives, challenges, and ways of applying European 

cultural heritage to one formal European education system as creation of the base in educating 

cultural communication competences.   

 

We would like to propose a project idea to use elements of cultural heritage to create gamified 

educational scenarios. 

 

Our proposal would address the following outcomes:  

• Evidence of the impact of games on European Society, including their cultural 

value and risks. 

• Proposals for improving games in terms of positive impact on education, skillsets, 

responsible business models, employment chances, social cohesion, and 

creativity.  

 

We would like to join emerging Horizon partnerships and are open to other ideas and 

suggestions. 

 

For contacts: 

Gintarė Vaitonyte gintare.vaitonyte@vdu.lt 

Judita Kasperiuniene judita.kasperiuniene@vdu.lt  

 

Vytautas Magnus University 

Educational Research Institute 

 

 

 

Main researchers: 

 
Prof. habil. dr. Vilma Žydžiūnaitė. Vilma Žydžiūnaitė is a professor at the Department of Education 

Management and Politics at Vytautas Magnus University and the director of the Educational Research 

Institute, and a head researcher. The professor holds a bachelor's degree in Nursing, a master's degree in 

Education and a PhD in Education from Lithuanian universities, and a master's degree in Nursing from the 

Blekinge Institute of Technology in Sweden, and a PhD in Nursing from the University of Tampere, 

Finland. Her field of research focuses on leadership in education, in the academic context of higher 

education through the roles of researcher, teacher, and a head of an educational institution; on professional 

identity development and professional dignity; on the specifics of self-directed learning (self-regulatory 

and other subtypes of such learning). The professor is an expert in social research methodology - she has 

published several textbooks and study books, and articles on this topic. She has published over one and a 

half hundred scientific articles and gave the same number of scientific presentations at international 

conferences. She has supervised sixteen doctoral students, who successfully defended their PhD theses, 

including not only educational area, but also sociology, management and psychology. She has supervised 

over fifty successfully defended master's theses in education and social work. She is a member of the 

editorial board of several scientific journals, and she has scientific and administrative experience by 

working on more than thirty international research projects. Professor has conducted nearly two hundred 

seminars on social research methodology for researchers, doctoral students and scientists since 2014. She 

is a founded and a head of the School of Social researcher.  

 

Assoc. prof. dr. Judita Kasperiūnienė. Judita Kasperiuniene is a Senior Researcher at Educational 

Research Institute, Vytautas Magnus University, Lithuania. She is also an Associate Professor and Head of 
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System Analysis Department at the Faculty of Informatics. In her work, Judita is currently focusing on 

designing serious games, issues of VR/AR applications in social settings, online media discourses, identity 

construction in mediated environments, and intersections of education, communication, and new 

technologies. 

Recently, Judita Kasperiuniene conducts interdisciplinary research examining smart technology solutions 

in museums, individual and community identity construction, and the use of modern technology in the 

formal education. Judita’s creative approach to the research topic, interdisciplinary knowledge of 

informatics, media and communication sciences; pedagogy, and distance learning skills will contribute to 

the project's research objectives. 

 

Assoc. prof. dr. Agnė Brandišauskienė. Agne Brandisauskiene is a senior researcher at Educational 

Research Institute, Vytautas Magnus University, Lithuania. She is also an associate professor in Teacher 

Training Institute at Education Academy. Her research interests include the creation of supportive learning 

environments, child's play and education factors influencing students’ achievements. Agne is co-author of 

two collective monographs, one research study, author of 24 scientific articles. She is actively participating 

in scientific project activities, has successfully managed an international Erasmus + project and national 

research project LMTLT. Agne is a peer reviewer of articles in educational research journals.  

 

Dr. Gintarė Vaitonytė. Gintare Vaitonyte is a senior researcher at Educational Research Institute, 

Vytautas Magnus University, Lithuania. She is also a lecturer at Music Academy, Vytautas Magnus 

University, and researcher at Vilnius University. Her interdisciplinary (Humanities, Arts and Social 

Sciences) research interests are the following: intercultural communication in education (semiotic 

approach); meaning of language, literature, and culture; as well as language, literature, and culture learning; 

philosophy, history and psychology of language, culture, and learning. Dr. Vaitonyte was on a fellowship 

visit at Swedish, Latvian and Finnish, Australian universities. She has participated in international projects 

to strengthen the network of universities by fostering intercultural communication (funded by European 

Social Fund, LMTLT, etc.), events aimed at developing knowledge of Lithuanian culture and literature, 

gave lectures on Lithuanian literature and culture at previous mentioned universities.  

 

Dr. Eugenija Valienė. Eugenija Valiene is a Researcher at Educational Research Institute, Vytautas 

Magnus University, Lithuania, and a Lecturer of Lithuanian studies Department at the Faculty of 

Humanities. In her work, Valiene delves into the communication processes in cultural communities, which 

are inspired by cultural artifacts, such as the communities in social networks which like to read books, and 

the aspects of the establishment and sustainability of such communities. Recently, Eugenija's 

interdisciplinary research has highlighted the importance of communication, as a socio-cultural 

phenomenon, and the medias, as tools and channel of communication, importance in the functioning of 

cultural meanings; also in her spotlight are strategies for constructing text as a message at school. Valiene's 

literary experience allows her to deconstruct and analyze textual messages, refining the communicative 

assumptions that shape communities.  

 

PhD candidate Donata Bocullo. Junior researcher at Educational Research Institute, Education Academy, 

Vytautas Magnus University. Holds a bachelor's degree Art history (2009-2013) and Public communication 

(2010-2013), a master's degree in Marketing (2014-2016) and currently working on PhD thesis in Political 

science (2016-) at Vytautas Magnus university. Her fields of scientific interests are film tourism, place 

marketing, place image formation and communication, European identity studies, visual communication, 

intercultural communication, new media, film and media literacy. Since 2015 she worked in cultural 

institutions (Kaunas city chamber theatre, M. K. Čiurlionis National Art Museum, Kaunas city museum). 

Since 2017 she is working as a lecturer at VMU where she tries to combine both theoretical and practical 

approach to cultural communication. She also worked with UNESCO project on media literacy (2018, MIL 

conference at VMU) and film literacy (FAME), she is currently working on IREX project “Building 

Capacity for Evidence-Informed Media Literacy and Inclusive Citizenship in Times of Disinfodemic”.  

 

 


