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Why use games?



Main issiue

How to design great games?







Legendary – Tactical Arena
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Summary

The marriage of video games and simulation games is inevitable 
through digital spaces and virtual worlds, but…

From educational perspective in simulation gaming technology plays 
secondary role. However,…

External events and growing systems complexity is pushing the 
technology forward. Nevertheless…

We need more games creating meaningful play. 



Thank you,
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