
ABSTRACT 

Climate change education is a very important topic in education today and the complexity of 

the topic makes it appropriate to use a variety of experiential and activation methods. The aim 

of this thesis was to create an original simulation game, test it in a school environment and 

provide a methodology for its use by teachers. The theoretical part focuses on the importance 

of climate education, the specifics of simulation games and their role in teaching. In the practical 

part, the simulation game Mine Hlubina was created and tested in two secondary schools. 

Evaluation of the game's effectiveness was carried out through questionnaires, observations and 

feedback from students and teachers. It was evaluated that in all testing, the educational 

objectives of the game were met for most students. The paper provides a basis for further 

development of simulation games in the classroom and offers a methodology for their 

implementation in educational practice. 
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