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Abstract

The primary goal of the work was to create an online escape game, which is focused on
selected topics of the educational field of Informatics in the new RVP ZV from 2021, including
methodological material for teachers. The purpose of the game is to serve as a supporting
material that could help with the easier introduction of some informatics topics, either in the
form of a whole game, or only as a possible inspiration for ideas for the creation of other
activities. Before the main goal could be fulfilled, a questionnaire survey had to be carried out
for pedagogues who teach informatics at the 2nd level of elementary school. They were asked
to indicate the subject matter that, according to them, is difficult to introduce into teaching.
Based on the results, 6 areas were selected that received the most votes and from which 6
activities were created. In addition, 4 other activities were created, which can be classified as
logical tasks. Once the game was completed, it was sent out for testing among 6th and 7th
grade students, who then completed a feedback questionnaire. The latter related to their
experience with the game and found out which tasks they enjoyed, what caused them
difficulties during the game, whether it was comprehensible and attractive. According to the
information obtained from the students, the game was subsequently modified into its final
form.
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Abstrakt

Primarnim cilem prdace bylo vytvofit on-line Unikovou hru, kterd je zamérena na vybrana
témata vzdélavaci oblasti Informatika v novém RVP ZV z roku 2021, a to véetné metodického
materidlu pro ucitele. U¢elem hry je, aby poslouzila jako podplirny materidl, ktery by mohl
pomoci se snazsim zavedenim nékterych témat z informatiky, a to at uz formou celé hry, ¢i
pouze jako mozna inspirace na napady k tvorbé dalSich aktivit. Pfedtim, nez mohl byt splnén
hlavni cil, muselo byt realizovdno dotaznikové Setfeni pro pedagogy, ktefi vyucuji informatiku
na 2. stupni ZS. Byli dotazovani, aby oznacili ucivo, které je dle nich obtizné zavést do vyuky.
Na zakladé vysledkll pak bylo vybrano 6 oblasti, které ziskaly nejvice hlasd a z nichZz bylo
vytvoreno 6 aktivit. Dale byly vytvoreny dalsi 4 aktivity, které Ize zaradit mezi logické ulohy.
Jakmile byla hra dokoncena, byla odesldna k testovani mezi zaky 6. a 7. ro€niku, ktefi ndsledné
vyplnili dotaznik se zpétnou vazbou. Ten se tykal jejich zkusenosti s hrou a zjistoval, které Glohy
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je bavily, co jim délalo pfi hife potize, zda byla srozumitelna a atraktivni. Podle zjisténych
informaci od zakl byla hra nasledné upravena do své finalni podoby.

Kli¢ova slova: tnikové hry, on-line tunikové hry, on-line ndstroje, informatika, nové RVP,
moderni technologie ve vzdéldvdni
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