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Executive summary 

 

The incorporation of technology in education has improved learning for students with 

disabilities (SWD). E-learning is posited to positively impact SWD’s learning outcomes 

(Waight & Oldreive, 2020) while equipping organizations with the necessary tools to capture 

and retain their interest (Babeley, 2016). Despite these benefits, researchers have found a re-

luctance of teachers to integrate technology while teaching in the classroom. Arguments have 

ranged from weak technical competence, insufficient teaching material, diminished control, 

and lack of time (Tallvid, 2016) to feelings of inadequacy (Atanga et al., 2020). In response, 

educational administrators have countered with interventions such as peer support, and re-

quests for technical and financial assistance (Tusiime et al., 2020).  

On the other hand, the study conducted by Catalano et al. (2021) has found that in the 

era of the Covid-19 pandemic disabled students have had various difficulties because of e-

learning. It has been determined that students with disabilities face different issues with e-

learning because they did not have access to the resources required to access the learning ma-

terial, nor were they given  a sufficient level of support from their mentors and teachers to 

learn successfully at their respective educational institutes (source? ibid?). On the other hand, 

the authors (?) have further determined that disabled students did not have a significant level 

of the skill-set that could be used accordingly for online learning skills. Furthermore, disabled 

students also faced different issues grasping a sufficient level of understanding from the lec-

tures that were prepared for them because the teachers lacked efficiency in developing the lec-

tures that could be used accordingly for teaching disabled students. Moreover, the teachers 

did not have a sufficient level of training that could be used for teaching the disabled students 

in e-learning environment and the desired level of learning is not achieved (Tonks et al., 

2021). Another issue faced by disabled students was related to the stay-at-home order that re-

sulted in adverse effects in their psychological and mental health. This has  produced an addi-

tional negative impact besides the e-learning issues that were already present. As a result 

some disabled students have lost their coping abilities with the uncertainties caused by the 

covid-19 pandemic (Gin et al., 2021). 

Also, the issues associated with the transition from physical to online educational en-

vironment frequently cause difficulties for students with disabilities since the facilities pro-

vided in respective educational institutes were not present at their homes. Furthermore, finan-

cial issues appeared to be an important obstacle because disabled students needed to buy new 

devices to attain a sufficient level of participation in online media. All these aspects result in 
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barriers that both disabled students and their teachers had to face to attain a necessary level of 

learning (Coleman-Jensen, 2020; Gundersen et al., 2020; Rabbitt & Smith, 2021). 

 

 

1. Introduction of the project  

 

 

Information and communication technologies provide young people with disabilities 

and their  teachers with tools and resources that can transform the history class. Helped along 

by their teachers, disabled young people thus learn to ascertain the degree of validity and reli-

ability of the documentary sources consulted. They must also learn to transcend the essential-

ly narrative aspect of history to secure a transverse and comparative type of history. Basically, 

the educational support needed for such learning processes requires teachers to adopt new 

roles and become, amongst other things, guides and mediators. The EU 2025 education strat-

egy states that the EU urgently needs to address emerging trends in digital tools and prepare 

for socio-economic changes by encouraging modernization of education and training systems. 

Additionally, the European Union Youth Strategy 2019-2027 strives to enable young people 

to be architects of their own lives, support their personal development and growth to autono-

my, build their resilience and equip them with life skills to cope with the changing world 

Therefore, the EU’s strategies for future technologies and data aim to encourage businesses to 

work with and develop these new technologies, while at the same time making sure that they 

earn citizens’ trust. Nearly in all of the EUcountries, disabled young people are typically 

taught history through tutorials and classical methods. There are millions of Open Education 

Resources (OERs) to promote these. Yet, 80% of them fail in the process because it is not un-

derstood what gamification tools are. The Eurostat 2020 statistics found that 23,9 % of disa-

bled young people  face with lack of the full basic digital skills. 4.3 million (8%) have no 

basic digital skills at all. Two thirds of large enterprises indicate a shortage of ICT specialists 

on the labour market (DESI 2020). The overall objective of the project is to implement the 

blended learning approach to develop an understanding of teaching history through gamifica-

tion to disabled young students. 

 

The concrete objectives of the project are: 

− Supporting the capacity building of mainstream and special education history teachers in 

primary and secondary education; 

https://journals.sagepub.com/doi/full/10.1177/21582440211054494
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− Supporting teachers and improving their key competencies by using gamification in the 

history classroom;  

− Creation of gamification software and tools related to history topics;  

− Digitalization of the gamification tools by the creation of a gamification platform and a 

mobile application;  

− Supporting teachers in using and sharing effective methods in learning and recognizing 

history for students with fewer opportunities (visual problems, hearing problems, intellec-

tual problems аnd dyslexia), addressing the opportunities and implications of digitaliza-

tion; 

− Fostering inclusion of students with fewer opportunities; – Fostering equality in learning 

history for students with fewer opportunities;  

− Promoting intercultural dialogue and strengthening knowledge and acceptance of diversity 

in society;  

− Recognizing and validating the work of history teachers in non-formal and informal learn-

ing on European, national, regional and local levels;  

− Promoting diversity, intercultural and inter-religious dialogue, as well as the common val-

ues of freedom, tolerance and respect of the human and social right. 

 

 

2. Project consortium 

 

Applicant organization:  

University of Applied Sciences in Tarnow - Poland   

Partner organisations:  

1. Community development institute - The Republic of North Macedonia  

2. Istituto d'Istruzione Superiore Mandralisca - Italy  

3. Stichting International Excellence Reserve - Netherlands  

4. Scoala gimnasiala speciala pentru deficienti de vedere - Romania  

5. Avrupa Yenilikçi Toplum Derneği - Turkey 

 

 

Chapters 3-5 have been omitted from this version of the report 



5 

 

6. Description of project result 1 

 

The first project result refer to the production of gamification content with historical facts. It 

will not turn the content into a game but rather it will add game elements or activities to the 

content.  

The focus will be to increase user engagement by adding interactive elements. The applicant 

organization will be the leader of the activity and will work jointly with the partner organiza-

tions in creating and developing of these tools.  

Needs assessments showed that gamification is widely used in business and management en-

vironments. Lately, its use in education settings has increased. Nevertheless, there are not 

many educational resources for students with disabilities that include elements of gamifica-

tion. The elements of innovation in this output are related to the fact that all the gamification 

content will be made accessible for different types of disabilities by creating audio and Braille 

materials, materials supported with sign language, materials developed with the use of a dys-

lexic font and specially modified books.  

This output will result in the creation of game-based content with game-like elements for his-

tory classes for students with disabilities. This output methodologically will cover desk-top 

studies and focus groups research to search for best practices related to gamification induction 

programs, the enhancement of the professional skills in history teachers, compliance, soft 

skills enhancement, behavioral change, and the gamified assessments for traditional eLearn-

ing courses (the partial type of gamification).  

The created content will be published in six languages (English, Macedonian, Dutch, Roma-

nian, Italian and Turkish). Here is the transferability potential of this output.  

 

 

Final conclusions: 

 

From the research it is evident that in all partner countries the process of inclusion is 

developed with a different approach and with different dynamics and speed. The countries in 

transition, Northern Macedonia and Romania, can be mentioned here, and Turkey still does 

not have a strictly defined inclusion system and is still trying to establish full inclusion. In 

contrast, Italy, the Netherlands and Poland are more advanced in this regard, both in terms of 

legislation and examples from practice. 
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Regarding the study of the subject history, it can be concluded that in almost all part-

ner countries the way and time of study of this subject is similar. 

Regarding the application of gamification in the educational process of people with 

disabilities, it can be concluded that in certain countries there is more work on the application 

of this method in the work, there are more game developt, applications, software, games cre-

ated, etc. 

When it comes to the application of gamification in the subject of history then we can 

say that there are no concrete examples and that the teachers with whom the focus group was 

realized believe that the application of gamification for the subject of history is important and 

useful. 

Using the practices of gamification and storytelling can be an effective support to 

teaching and a useful strategy to involve children in learning. two possible different experi-

ences based on this type of approach: a gamification laboratory and an educational video 

game (serious game). In both cases, interest in history is stimulated through game and identi-

fication; in doing so, children are transformed from passive storers of notions into active pro-

tagonists of their learning. 

Some others have a certain experience in the use of gamification; here are their comments and 

suggestions: 

- Involving the class group in a role play also through a performance (drama). 

- Creating maps related to a battle. 

- Combination game-study image-study allows the disabled student to better memorize 

concepts. 

- Storytelling. 

- Team games and group work. 

- Dates to be guessed. 

- using flashcards to memorize dates and events. 

- Role-playing: the disabled student plays the role of a historical character which allows 

him to relive his life and enterprises. With game-learning the pupil becomes the protago-

nist of the historical contents that he is studying. Making the pupil the historical character 

in question, creating the historical scenario of the period with other characters played by 

his classmates. In this way, the memory and understanding of the pupil with disabilities is 

strengthened. To make everything even more interesting, prizes or points should be intro-

duced just like a game. 
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- The Cold War, a complicated set of interrelated events, in a complex mechanism aimed at 

contention, by two superpowers. By means of some game design techniques it is possible 

to transform this process into a system of rules and scores. Through a game between two 

players, you can simulate the war between the Soviet Union and the United States. 

The online platform called ‘Wordwall’ where you can find games on different sub-

jects, levels and types, created by colleagues from all over the world. It is also possible, in the 

demo version, to create games (but in limited numbers) for free. Then, there is the classic but 

timeless kahoot. On ‘kidpass’ you can find the description of history applications for children; 

in any case, the web is full of ideas and information to select. 

 

Recomendations: 

 

Countries that are still working to achieve and build quality inclusive education should 

follow the example of countries that are already successful and through practical examples 

proven in this field. 

Regarding the application of gamification and the subject of history in the education 

of persons with disabilities, new tools should be created that will suit the age and the type of 

disability and will be adapted to the needs and capabilities of this target group. 

Some of the existing gamification tools can be adapted and accessible to people with 

disabilities. 
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