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Event Objectives and Topics 
 

National event: BIG GAME Competition and STEM EDUCATION (M7)  
A national event was arranged by the Romanian partner, Fundatia EuroEd, in order to promote the projects 
results among the target groups; to promote the competition results, to investigate the familiarity with the 
technology applied to the teaching and learning activities.  
It also aimed to offer the competition participants the prizes, badges and certificates as they are the long 
term beneficiaries of the project activities and tools and also we’ve intended to reach the local and national 
key actors and stakeholders interested in the building of the BIG GAME network.  
This event illustrated and promoted the IO1 - The BIG GAME learning concept and model.  
It was arranged according to the guidelines and some instructions defined by the Valorisation Team in the 
Valorisation Plan at the beginning of the project.  
The participants: students, teachers, educational stakeholders and key actors interested in the project 
methodology and tools. 

 

Event date and venue 

 

 

Venue: EuroEd Headquarter, Florilor Street Iasi Romania 
Date of the event: 22.01.2024 

 

 

Agenda 
 

 
Agenda and main topics of the event: 

• Presentation of the Big Game Project: Context, Aim, Objectives, Results, Target group 
• Result 1 - The BIG GAME Learning Concept and Model 
• Result 2 - Handbook and Toolkit on Digital Storytelling approach in STEM 
• Result 3 - Digital Bank of Environmental STEM learning objects 
• The Big Game Competition, Game Presentation and Prize giving to the winning teams 
• Closing of the event 
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Brief description about the event 



           
 

6 
 

 

• Number of participants: 22, plus 3 from the organising staff 
 

 
 

 
The meeting coordinator provided an overview of the competition, registration process, and gaming 
procedures, along with the available handbook and toolkit. 
During the event, the teachers recognized the importance of teaching students how to approach problems 
from diverse perspectives.  
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They engaged in discussions about incorporating scenarios into various lessons suitable for students of 
different age groups.  
The conversation also touched on the potential challenges for students of all ages, with a particular focus on 
the technical aspects of participating in the competition and its implementation.  
 
• Organisations representatives of which attended your event: 

 
Scoala Gimnaziala Valea Lupului 
Liceul Miron Costin 
Scoala Gimnazial EuroEd 
Liceul Miron Costin 
Scoala Internationala SPECTRUM 
Fundatia EuroEd 

 
• Top occupations/ professional fields represented: teachers, educational experts and staff, students. 
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