
SUMMARY: 

In the beginning the thesis deals with the digital learning objects 

in general, and then it focuses on the game type objects. Their 

advantages and disadvantages are briefly summarized. The main 

aim of the practical part is to create an own learning game 

focusing on "algorithms" and its testing in the classroom. At the 

conclusion of the work, the test results are evaluated in terms of 

subject matter contained and in terms of pupils' interest. 

 


