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Games have long been recognized as valuable tools for engaging and educating stu-
dents in any age group.! There are already a number of board games and digital games
that have been created with an educational purpose and which are successfully used for
education. Examples include learning a foreign language?, developing problem-solving
skills®, helping children with ADHD?*, improving social sensitivity®> or developing critical
thinking skills.®

Game-based learning is experiencing a surge in popularity across formal and infor-
mal educational settings, primarily due to several key advantages it offers.” Firstly, game-
based learning fosters high levels of engagement among players.® The interactive and
immersive nature of games captivates students’ attention, motivating them to actively
participate in the learning process.

Additionally, game-based learning provides a safe environment for students to ex-
plore and experiment with different solutions to given problems.® This freedom to make
mistakes and learn from them encourages critical thinking, problem-solving, and creativ-
ity, as players can iterate and refine their strategies within the game.

Another advantage of game-based learning s its ability to shift a portion of the teach-
ing process from the teacher to the students’ interaction with the game itself. Games be-
come facilitators of learning, allowing students to take ownership of their education. This
shift empowers students, promoting their inner motivation to learn and discover.1°

These advantages apply to both board and digital games. However digital games
have gained more popularity in education, often being the go-to choice for incorporating
gaming into learning experiences. The interactive and immersive nature of digital games,
coupled with their ability to adapt to individual learners’ needs, has made them a favoured
tool among educators. However, it is important to recognize that board games have also
demonstrated effectiveness in educational settings.! In recent years, there has been a
notable surge in the popularity of modern board games, starting in the early 2000s's
with classics like Settlers of Catan.!? The global quarantine measures during the COVID-19
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pandemic further bolstered the popularity of board games, as people sought at-home en-
tertainment.’* This increased interest in board games as a recreational activity can also
translate into their recognition as effective educational tools.

Multiple studies have compared the tabletop and digital versions of different games,
revealing interesting insights resulting in the superiority of tabletop versions in engage-
ment.’* However, it is worth noting that the digitalized versions of board games are not
always adequately reworked to suit the digital environment. As a result, the experience of
playing these digitalized versions often falls short compared to the engaging and immer-
sive experience offered by the physical counterparts.’®

This raises an essential question worth further research: What are the key differ-
ences between games designed specifically for the digital environment and those origi-
nally designed as board games? Understanding the differences between these types of
games allows educators and game designers to make informed decisions when selecting
or creating games for educational purposes. Both types of games have their strengths
and disadvantages, and the choice between them depends on the desired learning out-
comes, available resources, and the preferences and needs of the learners.
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