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•	 Best practices in the design of educational non-digital tabletop games for Physics 
and STEM disciplines in secondary and higher education. 

•	 Accessibility considerations for learners with special needs. 
•	 The role of games in various educational environments, including formal (schools 

and universities), informal and non-traditional (museums, libraries, and after-
school programmes) and community-driven game-based learning initiatives.

•	 Practical hands-on examples of non-digital tabletop games for Physics and STEM.

During the course of the activity, a selection of free, open-source and commercial 
tabletop games will be demonstrated with hands-on sessions, and case studies of 
various game development experiences for STEM education in Italy and abroad 
will be presented by the authors.

The activity is primarily intended for educators and researchers interested in using, 
creating or localising tabletop games for STEM disciplines. Particular attention will 
be given to participants.

The use of games is a well-established teaching technique widely used at 
different levels of education in many countries.

The current focus of research on educational gaming is frequently 
concentrated on digital-only platforms, such as apps for tablets and PCs, 
and webapps. However, the objective of this conference is to convene 
experts and users of non-digital tabletop games to teach physics and other 
STEM subjects for secondary and higher education, including board, card, 
dice and tile-based games. The advantages of using non-digital technology 
against its computer-based counterparts include cost-effectiveness, 
ease of use in remote regions with limited resources and infrastructure, 
accessibility to learners with special needs, and the possibility of local 
development or localisation at a low cost.
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