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Foreword 
This Study mirrors the developments of information and communications technology 
(ICT) and its use in the education sector of the Republic of Moldova, where the term 
‘education technologies’ (EdTech) is not widely used in education strategies and 
policies. Nonetheless, thanks to multiple nation-wide projects and important 
international technological partnerships, such as the first partnership of the Technical 
University of Moldova (TUM) with Google, there is an emerging interest of the national 
authorities, which is evidenced through enhanced endeavours aimed at education 
digitalization. 
This Study pursues the goal to reveal the EdTech needs and relevance, as well as those 
of game-based learning through the lens of education institution managers from the 
Republic of Moldova (the sample comprises 70 respondents). The EdTech instrument 
proposed to education managers is the educational game “Mobility Era Game”.4 The 
Study comprises: a desk review of sources tackling the EdTech key trends in Europe 
and in the Republic of Moldova, the endeavours made by the Moldovan authorities to 
this end, the ICT-related educational policy framework, the collection of baseline data, 
using a Questionnaire, which was shared online by the Ministry of Education and 
Research with the District Education Directorates, as well as the processing of data and 
delivery the analysis outcomes. 
Within this BRD-DEH Study, following the completion of the Questionnaire, all 
respondents were invited to attend four profile technical webinars, which are certified 
as part of continuous education. Thus, two online meetings were organized (four hours 
each), focused on game-based learning (using “Mobility Era Game” as a Case Study), 
and two more meetings were conducted to present the digital or computer-based 
assessments (using the “Test Designer” Case Study – an assessment programme 
developed in the Republic of Moldova). These webinars were validated and endorsed 
by the Dutch National Association “Dutch EdTech” (a scanned copy of Diploma sample 
is available in Annexes 6 and 7). 
The Study preliminary outcomes show: (1) a high degree of adaptability and openness 
of Moldovan school leaders towards EdTech and a moderate use of educational games 
in the school curriculum; (2) a more enhanced information coverage in the urban area 
in terms of the latest technological developments in comparison with the rural area; and 
(3) a high degree of skepticism towards the use of EdTech games in the school 
curriculum due to various reasons. 
The Study ends with conclusions and a series of recommendations. 

 
 
 
 
 
 
 
 
 
 
 
 
 

4 The financial and civic education game application, namely “Mobility Era Game”, is used as an 
EdTech assessment tool. It is the winner of the “Triple E Awards” for the topic “Engaging an education 
instrument for society”, Europe Category (2023). The Game application and the table game have been 
developed by “Researchista” Company, which strives to employ the research outcomes via games and 
through other ways of society engagement into research. 
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1. Introduction
The transition to computer-assisted learning on a global scale occurred relatively recently. Since 

the 1950s, there was a stronger growth of information technology (IT) in the USA leading to the 

development of a range of IT practices and devices. The widely used rear projector, followed by the 

development of desktop computers and laptops led to the use of such devices in the teaching process 

in order to contribute to a better understanding of technologies, and a new discipline named 

“Computer Science”/”Informatics” was introduced in the school curriculum. Hence, it is obvious that 

along with the advent of the internet in the Republic of Moldova (1995-1996), the education 

institutions started using computers for the Informatics classroom hours to learn programming and 

other IT and ICT-related matters (Figure 1, Annex 1). Hence, most Moldovan schools have got a 

computer-equipped classroom. Pursuant to the data provided by the National Bureau of Statistics, 

there are 66,913 PCs in the possession of legal persons from the Education Sector, which includes, 

inter alia, 1,218 primary and secondary schools (state and private). This explains the existence, 

nowadays, of multiple national programmes focused specifically on this area, including the 

digitalisation of education and the use of ICT infrastructure. 

Another progress of great impact in adopting information technology was caused by the COVID- 

19 pandemic (World Development Report, 2022). The limitation of physical contact mandated by the 

public health policies, which struggled to prevent the spread of corona virus, conditioned the transition 

of all education entities across the world, including the Moldovan institutions, to online education. 

Hence, computer-assisted learning was not the feature of Computer Science only, but also of other 

disciplines. Namely, the accessibility of PCs and laptops fueled the mass transition from offline 

(classroom) learning to online or distance learning. Applications, such as Zoom, Microsoft Teams, 

Webex, etc., helped the teaching staff across the world to teach efficiently the subject material to their 

students. 

The EdTech Concept emerged in the North America and has become a term taken up at the global 

level. EdTech (or Education Technologies) is an umbrella concept that defines a multitude of 

technologies used in the teaching and learning processes (McGrath C. and Akerfeldt A., 2018). These 

technologies include both hardware devices (for instance, interactive boards) and software, such as 

educational programmes or games. The infrastructure along with the educational theoretical basis (e- 

learning) made it possible for anyone to learn the desired subject, using a computer, without being 

limited to Computer Science, which is directly related to computers. Figure 2 (Annex 2) depicts some 

key differences between ICT and EdTech. 

Despite the technological progress, the existence of EdTech equipment, the availability of ICT 

infrastructure and the endeavours aiming to digitalise the education sector, the “Digital Education 
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Readiness Assessment” conducted by the World Bank (2022) and used to show the extent to which 

an educational system is prepared for digitalisation, stated the score 2 (out of 4) for the Republic of 

Moldova. 

The preparedness level for the integration of IT in education is high in the Republic of Moldova5, 

but requires further support. This Study focuses on EdTech and their development in the Republic of 

Moldova and aims to support the Ministry of Education and Research’s endeavours in this area. To 

facilitate such transition for the teachers across the world (Figure 6 depicts the USA Strategy to this 

end), let us review the outcomes of the European and national trends analysis in the area of education 

conducted by Trofimov and Pintilei (2020). The Authors stated that the key role belongs to the 

educational management – at all decision-making levels – to plan, organise and monitor the reforms and 

transition to better and more advanced education systems that are tailored to the needs of modern 

society. Therefore, we aim to identity the position of Moldovan education managers vis-a- vis the 

transition from ICT to EdTech, their openness towards the use of EdTech and the barriers they 

encounter to this end. In view of the EdTech peculiarity and how recently it gained momentum 

throughout the world (prevailingly, as of 2020, when the COVID-19 pandemic hit the world, and 

online education became a necessity)6, it is important, first of all, to understand the view of educational 

management in order to determine the degree of their interest and openness towards adopting a new 

infrastructure. Against the background of the most recent trends and endeavours in the field of 

education, the necessity of such a Study has got an increased relevance. 

 
1.1 Study Goals and Objectives 

The Study has been developed as a supporting material for the Moldovan Ministry of Education and 

Research (MoER), within the BRD-DEH “Education Technologies and Game-based Learning” Project. 

The Study includes a survey conducted during September – October 2023. The Study focuses on the 

analysis of EdTech and game-based learning in the school environment in the Republic of Moldova, 

building on the survey outcomes conducted amongst the school managers. The Study goal is to support 

both the MoER and the school management in the process of integrating EdTech in schools. Therefore, 

the youth from the Republic of Moldova would be more motivated to easier learn a wider amount of 

information and to step into their adulthood, being better prepared. 

The Study objectives are as follows: 

O1. Familiarise the school managers with the latest EdTech trends in Europe; 

O2. Identify the practices in place in the selected schools; 

5 As per the indicator used in the “Digital Education Readiness Assessment”, score 1 shows a latent preparedness, 2 – 
preparedness in progress, 3 – final preparedness and 4 – advanced preparedness. 
6 During the COVID-19 pandemics, the Moldovan schools were forced to swiftly explore the digital learning platforms, 
such as the “Studies” (Education Taskforce for COVID-19, 2020). 
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O3. Clarify the key obstacles and opportunities in the area of EdTech based on the Survey outcomes. 
 

Yet, the ‘EdTech’ term is not shaped as an independent concept at the institutional or policy 

level, while its benefits are to be explored, though the MoER has made many endeavour to this end (the 

Development Strategy “Education 2030”, the Education Code, etc.), and implemented nation-wide 

projects (“Classroom of the Future”). Therefore, the Study fills in this temporary gap by depicting the 

level of openness of school managers towards EdTech (in particular, in the rural area, including in 

schools with limited computer infrastructure) and by identifying various opportunities to facilitate the 

implementation of EdTech. 

 
1.2 Study Key Features 

This Study has been conducted against a background where EdTech is at its launching phase in 

the Moldovan education institutions. Although many schools unroll the new EdTech ‘identity’, and 

many endeavours have been made during this timeframe to digitalise the country as a whole, it is 

important to keep in mind that EdTech finds itself at the incipient phase in the Republic of Moldova 

(and it is in many countries across the world). 

Taking into account the current development level and the peculiarity of the education sector 

where the reforms are unrolled in a moderate tempo, the Study and its outcomes may be construed as 

a discussion instrument between the MoER and the educational management to quantify the openness 

of the latter towards adopting new infrastructures and practical managerial approaches. 

The EdTech developments have led to the advancement of a whole system about the learning 

process called “Learning Engineering”7 and the use of prominent evidence for a better 

understanding of the learning process. Starting with the monitoring of classroom hours and the time 

spent to learn, using a computer, and going further with online assessment of students, the school 

education goes through transformations that require new knowledge, methods and understandings of 

EdTech in the teaching process. Herbert Simon, who introduced the term “Learning Engineering” 

(1967), claims that social sciences, as well as education per se, shall be approached with the same 

precise mathematical principles as physics or engineering. The Study aims to contribute to the 

advancement of “Learning Engineering” in the Republic of Moldova through: 

(1) fostering the school managers to embed EdTech infrastructure into their institutions, 

having facilitated the process of quantifying the students’ performance in the learning process by 

collecting the relevant data; 

(2) offering a wide explanatory framework regarding EdTech vs. ICT and guiding the school 

managers through the conceptual and practical differences during the digitalisation era and delimiting 
 

7 Learning Engineering or what we can learn about how we learn. 
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the most important EdTech trends that are relevant for the country context; 

(3) using “Mobility Era Game” in it physical and electronic format. Therefore, 15 schools from 

the Republic of Moldova will be able to compare the game-based learning as an EdTech method 

(using the “Mobility Era Game” application), against the traditional game method (using the table 

game “Mobility Era Game”). All the research subjects are exposed to the EdTech method of game- 

based learning, and to the software to evaluate the tests and exams, which was developed in the 

Republic of Moldova, named the “Test Designer”. Therefore, it is proposed to instantly raise the level 

of EdTech hardware in schools by the practical application of two EdTech instruments. 

Moreover, a default revolution takes place in the area of game-based learning – an important 

EdTech theoretic and practical axis. Though the gaming as a teaching method during the class hours 

is widely known, as well as the earliest extra-curricular learning method, the technological dimension 

confers a special role to the game-based learning due to the easiness and efficiency of its use. The 

game does not require the teacher’s presence, but it can serve as an assessment instrument of students’ 

skills by going through different levels of difficulty during the game and demonstrating the 

understanding of the taught subject. 

 
1.3 Report Structure 

This Study covers a brief description of the key terms used in the research and explains the 

relation between EdTech and “Learning Engineering”. The Introduction contains the Study goal and 

objectives. Section 2 includes a review of the policy and legislative framework related to technology- 

driven education in the Republic of Moldova. Section 3 delivers the main aspects of the research and the 

applied methodology. Section 4 describes the Survey outcomes conducted on a sample of 70 school 

managers from the Republic of Moldova. Section 5 presents the key conclusions of the research and 

a set of recommendations. The Study references and a series of annexes can be found at the end of 

this Paper. 

 
 

2. The legislative and policy framework on education digitalisation in the 
Republic of Moldova. 

 
Following the review of the legislation and policy related to technology-driven education it has 

been found that the EdTech concept is sufficiently elaborated, being placed under the umbrella of 

reforms aiming to integrate the ICT into education. This Section reviews the key policy and legislative 

acts in this area. 

 
2.1. Legislative framework. 

The Moldovan education system is built upon several fundamental laws. Hence, the 
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Constitution of the Republic of Moldova guarantees the right of access to education through the 

compulsory comprehensive public school system. Children under the age of three years are educated 

at home, while their parents receive childcare allowances in compliance with the legislation. In 

retrospect, we shall mention that since the 1990s significant endeavours were made in the area of 

education in the Republic of Moldova. The OECD Report (2007) stated that a new legislative 

framework and education policy were developed in the Republic of Moldova to respond to the new 

economic, social and political challenges. Hence, in 1999, the Moldovan Government adopted the 

“National Education Development Programme” with the aim to develop and implement the education 

reforms during 1995 – 2005 (OECD, 2007). The Development Strategy “Education 2020” for 2014- 

2020 describes the vision concerning the education system that shall be affordable to all, be of high- 

quality and relevant for the country society and economy. The Development Strategy “Education 

2030” outlines the Government policy in the area of education, describes its contents and 

implementation mechanism and determines its impact on the education system, society and state in 

order to optimize the intellectual, cultural and professional education of citizens. 

The Development Strategy “Education 2030” has brought to light nine challenges concerning 

the education system development in the medium- and long-term. According to the Strategy, the ICT 

is an issue for the education system due to the slow progress in promoting new media, open resources 

and technologies in education, including the inefficient use of ICT in education and its modest 

provision with modern education software. The Development Strategy “Education 2030” depicts 

some matters due to which more and more schools supplement the ICT infrastructure already in place 

with EdTech. 

Figure 1 (Annex 1) shows the developments of various electronic devices and the use of 

electronic/technical means in education, which ultimately led to the development of EdTech. For a 

better understanding of these two axes in education, Figure 2 describes the experience of a teacher from 

an American School in Singapore. 

The ‘EdTech’ concept was mentioned for the first time at the “EdTech Forum Moldova” (2022)8 

attended also by the MoER of the RM. This event is mentioned in the Development Strategy 

“Education 2030”, where it is underlined, inter alia, the lack of a systemic vision regarding the 

equipment and software used in the education institutions of all levels, which hampers a uniform 

implementation of modern pedagogies driven by constructivism. Therefore, there is an agglomeration 

of fragmented ICT solutions used in the education area, and this hinders the implementation of 

harmonised digital media intended for computer-assisted learning and a reliable education 

management information system. At the legislative level, digitalisation of education in the Republic 
 

8 Electronic reference: https://mecc.gov.md/ro/content/secretarul-de-stat-adriana-cazacu-participat-la-deschiderea-oficiala- 
evenimentului-edtech 
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of Moldova is mirrored both in the Education Code of the RM (Art. 11 2(e)) and in the Development 

Strategy “Education 2030”, approved by Government Decision No.114/2023. The Development 

Strategy “Education 2030” foresees the following: General Objective 6: Improve the education 

system functionality through efficient implementation of digital technologies to ensure education 

quality and sustainability. Figure 3 covers more details concerning this key objective. 

 
Figure 3. Targets and expected results following the implementation of General Objective 6. 

Section 2 is more descriptive and explores the key actions and objectives aimed at using EdTech. 

For a better acquaintance with the education policy we suggest looking at Figure 4, which displays the 

priority axes action and sub-programme taxonomic codes to attain this objective. 

Target 6.1. Provide at least 80% of education units with equipment, software and other ICT in 
line with the national equipping standards for each education level and unit type. 
Target 6.2. Ensure initial and continuous education for 100% of education sector employees 
in the area of digital skills and implementation of education computerisation. 
Target 6.3. Develop the institutional capacity of 80% of education institutions in setting, using 
and assessing the digital learning means. 
Target 6.4. Develop and implement higher education programmes through remote teaching. 

 
Expected results following the implementation of General Objective 6: 

Modern ICT would be employed to essentially contribute to education quality and 
sustainability: 

1) by 2030, 80% of education institutions would be provided with equipment, software 
and other ICT in line with the relevant standards; 

2) by 2030 all students and teaching staff will have access to the internet within the 
institution; 

3) by 2030 all education sector employees will be trained to acquire digital skills; 
4) by 2030 data processing and reporting on behalf of local specialty bodies in the area of 

education and of education institutions would be electronically only, through the efficient use of 
the Education Management Information System. 

 
The expected impact. Increased performance of the education system driven by digital technologies. 
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Figure 4. Development Strategy “Education 2030”, Objective 6: priority axes for action. 

General Objective 6. Improve the education system functionality through efficient 
implementation of digital technologies to ensure education quality and sustainability. 

The priority axes action: 
1) Create new contexts and favourable environments through the interconnection of 

teaching technologies with IT (Sub-programmes: 8803; 8804; 8805; 8806; 8808; 8809; 8810; 
8813; 8815; 8816). 

2) Provide the education institutions with equipment and software, as well as with ICT 
(Sub-programmes: 8803; 8804; 8805; 8806; 8808; 8809; 8810; 8813; 8816). 

3) Provide professional training to the teaching staff from the perspective of efficient use 
of digital instruments (Sub-programmes: 8809; 8810; 8812). 

4) Implement the management information systems at all levels of education (Sub- 
programmes: 8802; 8803; 8804; 8805; 8806; 8808; 8809; 8810; 8813). 

5) Employ the potential of digital technologies/instruments to enhance the quality of 
teaching, learning and assessing processes (Sub-programmes: 8802; 8803; 8804; 8805; 8806; 
8808; 8809; 8810; 8813). 

6) Develop and implement new digital monitoring and evaluation instruments to increase 
the efficiency of the education system, improve the rendered services, streamline the 
documentation and reporting procedures (Sub-programmes: 8802; 8803; 8804; 8805; 8806; 
8808; 8809; 8810; 8813). 

7) Digitalise the system of recognition of learning/studies in various contexts to foster the 
educational progress, guide the professional career, provide remote training, ensure lifetime 
learning and academic mobility (Sub-programme: 8812). 

8) Develop an electronic enrolment module of children in general education within the 
Education Management Information System, including in the rural areas with a large number 
of population; 

9) Streamline the documenting and reporting procedures for the local specialty bodies in 
the area of education and for education institutions through efficient use of the Education 
Management Information System. 

 
 

Infrastructure and human capital are two crucial components for ensuring smooth technological 

transition. Respectively, Axis of action 1 from Figure 4 is of particular interest within this research. 

As for the human capital which, in particular, refers to Axis of action 3, the country (USA) the EdTech 

stems from may serve as the best practice, and its case is displayed below. Thus, the 2017 “National 

Educational Technology Plan” of the U.S. Department of Education contains a Teachers’ Preparation 

Program aiming to prepare the teachers to efficiently integrate modern technologies in their class 

hours. 

Nonetheless, the relevant research papers have corroborated that many teachers make significant 

endeavours to integrate IT in the teaching process (Graham et al., 2019; Neumann et al., 2021; 

Tondeur et al., 2016). Researchers also suggested that although the teachers find themselves in an 

advanced EdTech context, they are aware of their gaps in terms of IT and have the perception they are 

not prepared enough to integrate EdTech in the teaching process (Chai et al., 2019; Williams, 2017). 

In the Republic of Moldova, it is vital to promote a close dialogue of school leaders and teachers 

employed in those institutions to identify their needs and the necessary financing. To achieve 
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Objective 6 within the next two years, the amount of MDL 541 310 000 is allocated from the National 

Public Budget. Annex 3 displays the detailed expenditures to this end. According to the relevant 

professionals, it is difficult to accurately estimate the costs of Programme implementation when 

lacking the details concerning the ways of implementing the priority actions. Respectively, the 

accurate costs for implementing the Development Strategy “Education 2030” and the related 

Programme would be estimated by the MoER and by other central public authorities while undertaking 

the programme. Pursuant to the Yearbook titled “Moldova in Figures”, published by the National Bureau 

of Statistics (2023), the Moldovan Government allocated for Education 16% of the National Public 

Budget, this sector being positioned the second 2 in terms of expenditures after social welfare (38%), 

and being followed by health (14%). 

For a more efficient undertaking of any programme it is important to take account of the 

monitoring and evaluation indicators, which are shown in Figure 5, such as: (1) the average number 

of students per computer; (2) the capacity to internet connection per student; (3) the share of education 

institutions equipped in compliance with the ICT standards; and (4) the share of ICT certified teaching 

staff. 
Figure 5. Monitoring and evaluation indicators. 

  
Indicator 

 
Source Reference 

value, 2021 
Intermediate target 

for 2025 
Final target 

for 2030 

 
1. 

The average 
number of students 
per computer 

 
NBS 

 
9 

 
5 

 
3 

 
 
2. 

The capacity to 
internet 
connection per 
student, Mb/s 

 
 

MoER 

 
 

85 

 
 

270 

 
 

400 

 
 
 
3. 

The share of 
education 
institutions 
equipped in 
compliance with the 
ICT standards, % 

 
 
 

MoER 

 
 
 

– 

 
 
 

50 

 
 
 

80 

 

4. 

 
The share of ICT 
certified teaching 
staff, % 

 

MoER 

 

– 

 

25 

 

50 

The desired transition from “digital literacy” (an activity specific for the past decades) to “digital 

pedagogy” is stated in the new Development Strategy “Education 2030” of the Republic of Moldova. 

In the USA, for instance, the digital pedagogy is proposed to be appraised in compliance with a 

common set of standards. Figure 6 shows the results of a Case Study, administered in the USA in four 

phases and a total of 184 teachers to share a standards-aligned instrument designed to evaluating 

teachers’ EdTech competences. The Survey derived from multiple sets of popular EdTech 
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standards, leading to the development of an instrument that may be used by the providers of 

educational programmes, the regional/county/district education directorates, the accreditation 

agencies or by other education institutions. 
Figure 6. EdTech performance-based assessment in the USA (2023). 

 
Area | Statement Creativity 

1. I use technology to engage the students. 
2. I use new emerging technologies in the teaching process. 
3. I use technology to offer differentiated contents in the teaching process. 
4. I promote critical thinking, using EdTech. 
5. I teach how to use technology to solve problems. 

Citizenship 
6. I teach the ethics of digital communication. 
7. I explore ethical issues related to EdTech. 
8. I use assisted technology to meet the students’ needs. 
9. I use technology to explore diversity-related subjects. 

Digital literacy 
10. I have skills to use EdTech. 
11. I have trouble-shooting skills. 
12. I teach how to assess the accuracy of online contents. 
13. I learn how to be safe online. 

Pedagogy 
14. I develop learning materials for online access. 
15. I evaluate the contents of digital resources for training. 
16. I evaluate the technological instruments for my teaching practice. 
17. I use technology to communicate with parents or tutors. 
18. I use technology to appraise the students’ learning. 
19. I take training-related decisions, being guided by the analysis of the data on students’ 

performance. 
20. I reflect on my EdTech practice. 

Leadership 
21. I take part in professional communities for technology learning. 
22. I conduct research to improve the EdTech practice. 
23. I collaborate with school decision-makers to promote EdTech-related initiatives. 
24. I know how to manage the implementation of EdTech initiatives in my 
school. 
25. I advocate for fair access to EdTech. 
26. I shape the best practices in the area of EdTech for my colleagues. 

 
Source: Fegely et al. (2023) EdTech Align: a Valid and Reliable Instrument for 

Measuring Teachers’ EdTech Competencies Aligned to Professional Standards. TechTrend 
 
 
In conclusion, in view of implementing the Development Strategy “Education 2030”, the MoER of the 

RM identified three key sectors that required more attention (OECD, 2023). These three key sectors 

are as follows: 1) professional development of teaching staff and of other professionals working in the 

area of education; 2) curriculum and learning resources; and 3) evaluation of programmes and of 

vocational education and training (VET) institutions aimed at improving their operation. The analysis 

of the legislation in force indicates the need to prioritise the EdTech incorporation, a significant budget 

being required to this end. 
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2.2. EdTech projects and game-based learning positive practices in Moldova 
The legislative framework in force involves the review of regulatory and legislative acts that 

need to be followed and applied, while the educational policy framework comprises a set of 

programmes and actions developed in a specific educational sub-sector, based on a real issue. In this 

Section we shall discuss the first occurrences of EdTech in the Republic of Moldova and its current 

trends. 

McAleavy (2018) mentions the so-called ‘learning crisis’. The World Bank (2018) found that 

learning at a ‘universal’ school is necessary, but not sufficient. This crisis is specific, in particular, for 

developing countries, where the learning results are net inferior to those recorded in the developed 

countries. To address the learning crisis caused by the low motivation of children from the Republic 

of Moldova or the need for changing the traditional pedagogical practices, EdTech measures have 

been implemented, prevailingly, ICT, mirrored in the Development Strategy “Education 2030”. The 

most important initiatives in the area of education are displayed below9: 

• Memorandum of Collaboration with Google, launching the “Google for Education” 
programme in the Republic of Moldova in 2020; 

• EdTech Moldova Forum conducted in 2022. The initiative was a novelty for the Southern 

region of the country, and was conducted under the “EU Tech Days”, part of the 

“EU4Moldova Startup City Cahul” Project, implemented by the Association of ICT 

Companies (AICT) of the Republic of Moldova, with the financial assistance provided by 

the European Union in partnership with Sweden. The event was conducted in 

collaboration with Cahul City Hall and State University ”B.P. Hasdeu” from Cahul; 

• “Classroom of the Future” is a project of digital transformation of education, 

implemented in the Moldovan education institutions, which is built upon the national 

project “Educational Robotics”, both being STEAM (science, technology, engineering, 

arts, math) initiatives; 

• Public-private partnerships (PPP) concluded by the MoER; the “Technologies of the 

Future” Project financed by the USAID, Sweden and the United Kingdom; Orange 

Moldova Foundation. T h e d evelopment partner: Development Services Foundation 

from Liechtenstein (LED). The Project Implementing Partners are the State Pedagogical 

University “Ion Creanga” and the Educational Advising Centre. Google is the 

technological partner of “Classroom of the Future”. Thus, in 2023 Google allocated 
 
 
 

9 The latest news in this area can be found at: https://startupmoldova.medium.com/. 

https://startupmoldova.medium.com/
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USD 1 million10 for the digitalisation of education, a partnership facilitated by USAID; 

• TEKWILL is a programme hosted by Moldova Technical University (TUM) and 

established with the assistance of the USAID and the Swedish Government through SIDA 

within the “Developing the ICT Centre of Excellence in Moldova” Project. The latter is 

implemented by the AICT in partnership with TUM. It is worth mentioning the Tekwill 

Academy – a training programme for professionals in the area of IT and guidance in 

professional development. The Programme facilitates the entrance of higher school 

graduates on the labour market, depending on their individual talents/skills and the real 

needs of local employers. 

While considering certain policies, Mohan (2016) asserted that it was important to pay greater 

attention to the way how the legislative framework and previous commitments under the public 

policies affected the awareness of the issue concerned. Therefore, in this Study, the Author considers 

such initiatives to be a set of incipient education policies (for instance, developing a national education 

programme to implement the STEM through programmes such as the “Classroom of the Future”), 

and recommends to review the legislative framework underpinning the EdTech integration. 

 
3. Research Methodology. 

 
Pursuant to the available statistics, there are 1218 primary and secondary education institutions in the 

Republic of Moldova (NBS, 2023). This Study includes a survey conducted on a sample of 70 

respondents who represented secondary education institutions from almost all districts of the country 

(their list can be viewed in the section “Acknowledgments”). The Questionnaire (shaped in Google 

Forms) was disseminated online. The filled in Questionnaires were collected in the same manner. The 

Questionnaire comprised 42 multiple-choice, open and closed questions. It also included three 

introductory/explanatory videos related to EdTech and a set of practical exercises based on a mobile 

game application. Although the Questionnaire was addressed to school managers, circa 10% of it was 

filled in by teachers who work for those institutions (due to the lack of time mentioned by school 

managers). The Questionnaire was shared online by the MoER through the General Education 

Directorates. 

Through this research we aim to combine EdTech with Game-based learning and propose the 

school leaders a specific approach to integrate such an instrument in the school curriculum. The societal 

game and the electronic application “Mobility Era Game” have been certified by the World Economic 

Forum, Forbes Council, STEM.org and by TaxEdu of the European Commission. Likewise, we shall 

use other similar examples to increase the motivation for enhancing EdTech in schools, under any 
 

10 Online source: Moldova 1 https://moldova1.md/p/16213/google-to-donate-1-million-to-moldovan-cybersecurity 

https://moldova1.md/p/16213/google-to-donate-1-million-to-moldovan-cybersecurity
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shape that is appropriate for the region where the education institution is located. Due to this reason, 

we believe that the game-based learning is necessary, using a physical instrument (such as a table game), 

as well as an accessible electronic application (that promotes the same message as the table game) to ensure 

connection with EdTech. 

 

4. Research Results 
The conducted Survey will be described in the sequence of questions and sections as they appear in 

the Questionnaire. Two out of 70 respondents stated they hold dual positions (school leader and 

teacher). Due to the shortage of school teachers/educators, the school leaders are frequently forced to 

hold two positions. Likewise, it is an acceptable practice for a teacher who works in an education 

institution to subsequently become the school leader or deputy school leader as they know closely the 

school situation and have the necessary leadership skills. Thus, 75% of respondents are school 

managers, 15% are deputies or hold this position through cumulation, while 10% of respondents are 

teachers (Computer Science, Chemistry, Math or Foreign Languages). 

Figure 7. Breakdown of answers by work positions. 

 

Figure 8 shows a significant share of education institutions, involved in the Survey, which 

have a computer classroom. 

Figure 8. Do you have a computer classroom at the education institution you lead? 
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However, not all schools have the classical package of computer class hours in their curriculum, 

namely the IT course (Figure 9), and not all schools have these classrooms connected to the internet 

(Figure 10). 
Figure 9. Do you have IT class hours in the school you lead? 

 
 

Moreover, not all computer classrooms are connected to the internet (Figure 10). 
 

Figure 10. Is the computer classroom connected to the internet? 
 

 
Figure 11. Are you open to test/apply different EdTech methodologies in the education institution you lead? 
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The reason behind the negative answer given by some of the respondents to the question shown 

in Figure 11 was the lack of access to the internet. Circa 84% of school leaders stated that the 

implementation of EdTech would help the students learn better. Only 2% of respondents believe that 

success depends on the authorities, 14% of respondents think that teachers play a major role in 

ensuring students’ better performance with the aid of EdTech, while the others mentioned that success 

depends on students. 
 

Figure 12. Based on your experience, do you think that implementing EdTech 
would significantly help the students learn better? 

 
 

 

An important aspect of using EdTech is cutting down the number of activities/responsibilities 

fulfilled by teachers so that they have more time to communicate with the students and perform their 

assessment. Nonetheless, almost half of school leaders (43%) do not believe this desideratum could 

be attained with the aid of EdTech. This research aims to combine EdTech with game-based learning 

and follow a specific approach of integrating such an instrument in the school curriculum. 
Figure 13. Based on your experience, do you believe that implementing EdTech 

would significantly help cutting down the teacher’s workload? 
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We would like to sensitise the school leaders and get them acquainted with the latest trends in 

the field of education from the EdTech lens. If the school leaders failed to be passionate about EdTech, 

we would try to make them passionate, using the “Mobility Era Game” and other similar examples in 

order to increase their motivation to use EdTech in their schools, under any possible shape depending 

on the region there their school is located. Due to this reason, we deem game-based learning is 

necessary, using a physical instrument (such as a table game), as well as an available/affordable 

electronic application (that promotes the same message as the table game) to ensure connection with 

EdTech. 

 
Figure 14. Do you think that educational games are welcomed as part of the school curriculum? 

 

 
Although 94% of school leaders believe that the educational games are welcomed as part of the school 

curriculum, 6% of them think that game-based learning has some shortcomings too, such as the rational use 

of time. Nonetheless, 45% of school leaders would instantly implement educational games as part of 

school curriculum (Annex 3). 

Further, it was suggested to test the “Mobility Era Game”, which application was successfully 

downloaded by circa 83% of school leaders on their smartphone. 

 
Figure 15. Have you successfully downloaded the “Mobility Era Game” application? 
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Out of those 83% respondents who downloaded the application, circa 50% managed to go through the 

game and make an impression. Out of those 50% respondents, half of them is aware that EdTech 

games are used as an assessment instrument of students’ performance. 
 

Figure 16. Are you aware that in many schools across the 
world, teachers can use games to appraise students’ 

performance in terms of subject 
understanding/learning? 

 

 

Figure 17. Would you trust in the students’ 
performance results derived from applying an 

electronic or table game? 
 
 

 
 
 
 

 
Nevertheless, more than half (60%) of those who are familiar with the aforementioned statement do 

not think that educational games can be used as an assessment instrument. The game-based learning 

presupposes the inclusion of educational materials in a game through which the teacher would 

introduce a concept or process to students, enabling them to practice what they learned in an 

environment that is not exposed to any risk (EdTech Magazine, 2022). A game is an activity usually 

involving skills, knowledge or chance, in which you follow fixed rules and try to win against an 

opponent or to solve a puzzle (definition taken from the Collins English Dictionary). 

 
5. Conclusions and recommendations 

One of the key conclusions of this research is that EdTech are welcomed and desired by school 
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leaders, as long as they are supported with training programmes and appropriate policy. Keeping in mind 

that the school curriculum and guidelines in force are pretty theoretical and academic, lacking a 

coherent structure (UNICEF, 2019) and despite the challenges imposed by the infrastructure, budget 

or policy constraints, discussed in Section 2, the education system in the Republic of Moldova 

managed to cope with online education during the COVID-19 pandemic and continues its 

advancement. Therefore, this Survey demonstrates a high level of adaptability and openness of school 

managers towards the new requirements. This is mirrored in the endeavours made by education 

management, who showed a great interest and openness towards adopting EdTech. 

Managers of education institutions from the rural areas showed particular interests towards EdTech 

as such programmes can fill the gaps when there is no need to have computer classrooms or internet 

connection in the school. Personal smartphones, i-Pads or laptops have acquired a new connotation in 

light of the discussions held during the technical webinars organized after the Survey. Therefore, the 

EdTech concept may be supportive to bring up the schools from the rural areas to match the 

development level of urban schools. Such gap is difficult to fill by ICT, and this matter was tackled in 

the Development Strategy “Education 2030”. 

There is through a high level of skepticism that EdTech could cut down teachers’ workload 

(43%), numerous studies show positive practices in this regard. Nonetheless, it stands out that the use 

of EdTech games in the educational and assessment process is less desired and explored. In 

comparison with physical games, the electronic ones are an immense source of information to back- 

up the material less/poorer learned by students and combined with the artificial intelligence (e.g. 

“Duolingo” for learning foreign languages). Such games can be a funny and limitless learning source 

for the students and a way of appraising students’ performance by teachers. 

In conclusion, the research outcomes show a high degree of adaptability and openness of school 

leaders from the Republic of Moldova towards EdTech and a moderate level of including educational 

games in the school curriculum; (2) a more enhanced information coverage in the urban area in terms 

of the latest technological developments in comparison with the rural area; and (3) a high degree of 

skepticism towards the use of EdTech games in the school curriculum (given that the games could be 

used as an attention-diverting instrument rather than an instrument to learn the taught material). 

Therefore, the following recommendations have been outlined: 

1. Computerizing and shaping a common standard with the EdTech support could be that key 

element that is desired and mentioned in the Development Strategy “Education 2030” as a 

shortcoming or as a major difficulty. For instance, should we refer to ICT and EdTech as two 

separate technological axes (Learning Engineering being the third one), then it does not matter 

what devices (desktop computers, laptops, i-Pads, smartphones or interactive board) are used 

for EdTech. What really matters is the available software/applications and for what purpose 
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they are used (for instance, “Duolingo” application to learn foreign languages is considered 

an EdTech instrument and can be used by everybody elsewhere, even during the classroom hours). 

Therefore, standardizing the instruments used in the rural and urban areas, as well as 

harmonizing the types of EdTech instruments used at different levels of education can be achieved 

more swiftly with the EdTech support. Moreover, the “EdTech School” wording could provide 

each schools with a sentiment of pride and alignment with the latest technological trends in 

good time and in line with the pre-established standards. 

2. The availability of as many EdTech organisations and associations as possible, which promote, 

through research and piloting, various EdTech instruments aimed at making education more 

efficient, could align the Republic of Moldova with the latest ICT trends in Europe, such as 

the EdTech Associations from Lithuania, Belgium, France, the Netherlands or the Umbrella 

Association “EdTech Alliance”. EdTech professional associations have been developed in the 

USA, as well as shared standards to guide/advise the state/county education directorates and 

other education institutions how to integrate technologies in the teaching process (Tondeur et 

al., 2016). 

3. Either in the shape of ICT or EdTech, the Development Strategy “Education 2030” covers 

limited mechanisms to implement the education computerisation standards, revealing the lack 

of such priorities in the policy documents. This could be improved by exploring the EdTech 

compatibility with ICT and discussing the policy through which EdTech could be transformed 

in an overarching mechanism to fill in the ICT gaps. It is recommended to establish an EdTech 

Association, which members would have the opportunity to express their views concerning 

this topic and the best practices, which are spread across the world. 

4. For the new Development Strategy “Education 2030” it is advised a transition from “digital 

literacy” (an activity specific for the past decades) to “digital pedagogy”. In the USA, digital 

pedagogy is appraised in compliance with five criteria, which can be easily discussed and 

reviewed to be subsequently applied for a sample of teachers who would like to apply EdTech 

approaches (Case Study, Figure 6). 

5. It is encouraged to use the games as a safe assessment method as long as the key objectives of 

the basic material are followed and attained (Figure 16 and 17; the liaison of EdTech with 

games is explained in the OECD report (2021)). 

6. The Authors of the UNESCO Study (2023) believe that pursuant to the world-wide experience, 

one of the key challenges in using EdTech is that the majority of people do not understand 

how such are operated and what is (not) expected from them. The AI is an essential example, 

as nowadays it is impossible to fully explain why it is so efficient, keeping in mind its potential 

negative effects as well. We strongly recommend the practice applied by the Dutch educators 
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(NOT Onderwijs), such as conducting an EdTech fair (two days) to be attended by all teachers 

and students who are interested in EdTech in order to try/acquire various 

devices/games/electronics and get familiarized with the latest trends in this area. 

7. Finally, it is recommended to conduct as many online technical webinars as possible, such as 

those mentioned in Annexes 6 and 7, in particular, with the representatives of education 

institutions from the rural area to support the process of standardizing and harmonizing the 

EdTech knowledge for all, not just for those who are extensively exposed to information flows, 

such as the central and urban areas. Such discussions do not require physical presence, but 

could be of paramount importance both for the school leaders and the teaching staff. 

8. Learning Engineering or the arts of learning about the way how we learn, being assisted by a 

computer is a relatively new subject for the Republic of Moldova and evolves directly with the use of 

EdTech instruments on a wider scale, which would enable collecting the data and the performance 

outcomes to be used as pillars while considering the strengths and weaknesses of the material taught 

and learned. It is recommended to keep in mind the primary and key purpose of using a 

computer in the learning environment, namely to develop reviews or studies based on the 

collected data to define the trends and identify opportunities to combat low motivation of 

students in comprehending the subject substance, or the learning crisis. 
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Annex 1. 
Figure 1. EdTech Developments (globally and in the Republic of Moldova). 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Sources: Evolution of Tech in Classroom (link), Institute of Information Society Development (link), History of Computer Science in Romania. 

2 

https://www.liqui-site.com/blog/evolution-of-tech-in-classroom
https://idsi.md/cuvinte-si-linkuri
https://idsi.md/cuvinte-si-linkuri
https://ro.wikipedia.org/wiki/Istoria_informaticii_%C3%AEn_Rom%C3%A2nia
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Figure 2. Practical difference between ICT and EdTech. 

 
 
 

Online source: https://www.cognita.com/thought-leadership/ict-classes-vs-ed-tech-integration-explained/ Adam Torrens experience, Ed-Tech 
Coach la at the American School “Stamford” from Singapore 

https://www.cognita.com/thought-leadership/ict-classes-vs-ed-tech-integration-explained/
https://www.cognita.com/school/stamford-american-international-school-singapore/
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Annex 2. 
Development Strategy “Education 2030”: Planned Outcomes. 

According to the Development Strategy “Education 2030”, by 2030, it is expected to: 
 

1) ensure that all girls and boys complete free, equitable and quality primary and secondary education 
leading to relevant and effective learning outcomes (Sustainable Development Objective 4.1); 
2) , ensure equal access for all women and men to affordable and quality technical, vocational and 
tertiary education, including university (Sustainable Development Objective 4.3); 
3) substantially increase the number of youth and adults who have relevant skills, including technical 
and vocational skills, for employment, decent jobs and entrepreneurship (Sustainable Development 
Objective 4.4); 
4) eliminate gender disparities in education and ensure equal access to all levels of education and 
vocational training for the vulnerable, including persons with disabilities, indigenous peoples and 
children in vulnerable situations (Sustainable Development Objective 4.5); 
5) ensure that all learners acquire the knowledge and skills needed to promote sustainable development, 
including, among others, through education for sustainable development and sustainable lifestyles, human 
rights, gender equality, promotion of a culture of peace and non-violence, global citizenship and appreciation 
of cultural diversity and of culture’s contribution to sustainable development (Sustainable Development 
Objective 4.7); 
6) enhance the quality of the initial and continuous education system of the teaching staff, increase the 
attractiveness of teachers’ professional activity and of their status, which should provide the education system 
with a required number of teachers/educators, with other skilled professionals by having restructured the 
system of initial and continuous education; 
7) build and upgrade education facilities that are child, disability and gender sensitive and provide safe, 
non-violent, inclusive and effective learning environments for all; 
8) develop a synergy system to integrate the new ICT with the EdTech, which should ensure high 
performance of those who learn; 
9) ensure a maximum level of connection and interconnection with the labour market and 
community, as a condition to make the operation of the education system more efficient; 
10) create favourable learning environments that would ensure the development of those who learn depending 
on their potential, opportunities and own interests (promote student-centred education); 
11) constitute and develop a system of non-formal education for children, school students, young people and 
adults as a form of carrying out lifetime learning; 
12) develop a system to ensure feed-back in education and pedagogical research as a means for quality 
assurance and learning performance; 
13) employ social cohesion and welfare to offer quality education and enhance the ownership of society, 
community, family regarding the education and learning; 
14) anchor a concept, as well as a cyclical and continuous development mechanism for the school 
curriculum focused on the context, labour market needs, on the needs and opportunities of those who 
learn; 
15) create conditions to develop inclusive education institutions with high organisational and educational 
culture; 
16) promote an effective, democratic educational management that is open to change; 
17) employ the paradigm of entrepreneurial and economic education, which would cover the majority of 
the population; 
18) create a system of educational marketing that would regulate the labour market needs, the educational 
supply, opportunities and perspectives of vocational, secondary professional and higher education; 
19) promote balanced inter- and multicultural education policy, as well as the conditions to integrate the 
minorities of the Moldovan society; 
20) improve the gender relations within the educational framework and, through education, at the 
society level. 
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Annex 3. 
Objective 6 from the Action Plan of the Programme aimed to implement the 

Development Strategy “Education 2030” 
Targets Short- and 

medium-term 
measures 

Monitoring 
indicators 

Implemen 
ting costs, 
thousands 
of MDL 

Funding 
sources 

Deadlin 
es 

Responsible 
authorities/i 
nstitutions 

Partners 

NPB extern 
al 

source 
s 

1 2 3 4 5 6 7 8 9 

6.1. Provide 
at least 80% 
of education 
units with 
equipment, 
software and 
other ICT in 
line with the 
national 
equipping 
standards for 
each 
education 
level and unit 
type 

6.1.1. 
Mapping the 
ICT means 
possessed by 
education 
institutions 

Database with the 
mapping results 

500.0 500.0 0.0 Quarter 
IV, 2023 

MoER  

6.1.2. Equip 
the 
education 
institutions 
with ICT 
means 

Share of education 
institutions equipped 
in compliance with 
the ICT standards, 
the expected annual 
growth rate being 
10%; 
Share of 
classrooms/training 
halls/laboratories 
equipped according 
to the standards, the 
expected annual 
growth rate being 
10%; 
Number of students 
per computer, the 
expected annual 
reduction rate being 
10%. 

300 000.0 0.0 300 
000.0 

Quarter 
IV, 2025 

MoER Local public 
authorities 

6.1.3. Increase 
the internet 
connection 
capacities of 
education 
institutions 

The internet connection 
capacity per 
institution, the 
expected annual 
growth rate being 
50%; 
The internet connection 
capacity per 
classroom, the 
expected annual 
growth rate being 
30%; 
The internet connection 
capacity per student, 
the expected annual 
growth rate being 
25% 

38 726.8 0.0 38 726.8 Quarter 
IV, 2025 

MoER Local public 
authorities 

6.1.4. Develop a 
national logistic 
base on digital 
education 

The Education 
Sector information 
network 
(MoldEduNet) 
operational in 2023 

83 908.1 0.0 83 908.1 Quarter 
IV, 2025 

MoER; 
e-Governance 
Agency 

Local 
specialty 

bodies in the 
area of 

education 
 

  The Education Sector 
National Portal 
(MoldEdu) operational 
in 2023; 

 
The Education 
Management 
Information System 
(SIME) expanded to 
embed the new data in 
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  2023; 
 

The Education 
Management type 
Information System of 
education institutions 
(SIM-II) operational in 
2025; 

 
Share of education 
institutions that 
implemented SIM-II, 
the expected annual 
growth rate being 10% 

 
The Education 
Management type 
Information System of 
local specialty 
education bodies 
(SIM- OLSDI) 
operational in 2025; 

 
Share of local specialty 
education bodies that 
have implemented 
SIM-OLSDI, the 
expected annual growth 
rate being 10%; 

The National 
Education 
Management 
Assessment System 
(SIM-EN) operational 
in 2025. 

      

6.1.5. Develop a 
Higher Education 
Management 
Information 
System 

Higher Education 
Management 
Information System 
(HEMIS) developed 

27 000.0 0.0 27 000.0 Quarter IV, 
2025 

MoER  

6.2. Ensure 
initial and 
continuous 
education for 
100% of 
education 
sector 
employees in 
the area of 
digital skills 
and implement 
education 
computerisation 
standards 

6.2.1. Update the 
standards of 
digital 
competences of 
teaching staff 

Standards updated and 
approved 

600.0 0.0 600.0 Quarter IV, 
2024 

MoER  

 6.2.2. Update 
t h e standards 
of digital 
competences for 
school leaders 

Standards 
updated and 
approved 

600.0 0.0 600.0 Quarter 
IV, 2024 

MoER  

6.2.3. Develop a 
Methodology to 
certify the digital 
competences of 
school leaders 
and of teaching 
staff 

Methodology 
developed and 
approved 

500.0 0.0 500.0 Quarter 
IV, 2024 

MoER  

6.2.4 Set the 
centres to certify 
the digital 
competences of 
school leaders and 
teaching staff 

At least four centres 
created, at least one 
centre in each region, 
i.e. North, Centre, 
South, ATU Gagauzia 

2 100.0 2 100.0 0.0 Quarter II, 
2024 

MoER  

6.2.5. Certify the 
digital 
competences of 
teaching staff 

Share of certified 
teaching staff, the 
expected annual 
growth rate being 10% 

20 000.0 10 000.0 10 000.0 Quarter IV, 
2025 

MoER Local specialty 
bodies in the 

area of 
education 

6.2.6. Certify the 
digital 
competences of 
school leaders 

Share of certified 
school leaders, the 
expected annual 
growth rate being 10% 

10 000.0 5 000.0 5 000.0 Quarter IV, 
2025 

MoER Local specialty 
bodies in the 

area of 
education 

6.2.7. Update the Share of updated 5 000.0 2 000.0 3 000.0 Quarter IV, MoER  
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 qualifications and 
the initial 
education 
programmes of 
teaching staff as 
per the Standards 
of digital 
competences 

qualifications, the 
expected annual 
growth rate being 10% 

   2024   

Share of updated initial 
education 
programmes, the 
expected annual 
growth rate being 10% 

600.0 600.0 0.0 Quarter IV, 
2023 

MoER  

6.2.8. Update the 
continuous 
education 
programmes of 
teaching staff as 
per the Standards 
of digital 
competences 

Share of updated 
continuous education 
programmes, the 
expected annual 
growth rate being 10% 

600.0 600.0 0.0 Quarter IV, 
2024 

MoER  

6.2.9. Continuous 
education of 
school leaders and 
teaching staff in 
order to facilitate 
passing the 
certification 
exams for digital 
competences 

Share of teaching staff 
who attended 
continued education 
courses, the expected 
annual growth rate 
being 5% 

10 000.0 5 000.0 5 000.0 Quarter IV, 
2024 

MoER  

  Share of school 
leaders who 
attended continued 
education courses, 
the expected annual 
growth rate being 
10% 

1 000.0 500.0 500.0 Quarter 
IV, 2023 

MoER  

6.3. 
Develop the 
institutional 
capacity of 
80% of 
education 
institutions 
in setting, 
using and 
assessing the 
digital 
learning 
means 

6.3.1. 
Update/ 
develop a 
Methodology 
for remote 
training based 
on the 
qualitative and 
quantitative 
results of recent 
studies/research 
and the need to 
reshape the 
learning 
competence to 
learn online; 
“Online quality 
education for 
all”; 
“Education 
never ends” 

Methodology for 
remote training in 
different contexts 

430.3 0.0 430.3 Quarter 
IV, 2024 

MoER Local 
specialty 
bodies in 

the area of 
education; 

profile 
institutions 
and NGOs 

6.3.2. Expand 
the promotion 
of digital 
education best 
practices 
through the 
public radio and 
TV broadcasts, 
through 
campaigns/them 
atic 
programmes 
addressed to 
different 
categories of 
educational 
actors 

Specialised 
broadcasts. 

1 500.0 1 500.0 0.0 Quarter 
IV, 2025 

MoER  
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 6.3.3. Initiate 
some Adaptive 
learning 
programmes for 
adults and for 
children/young 
people under 
changed/new 
training 
conditions 

Adaptive learning 
programmes 

1 300.0 1 300.0 0.0 Quarter 
IV, 2025 

MoER  

6.3.4. Provide 
diversified 
educational 
offers/packag 
es, online 
inclusive, for 
children with 
SEN, for 
children from 
remote areas 
with no 
internet 
connection 

At least 60% of 
children with SEN 
recipients of 
diversified 
educational offers 

21 514.9 10 000.0 11 514.9 Quarter 
IV, 2025 

MoER Local 
specialty 
bodies in 

the area of 
education 

6.3.5. Implement a 
single e-admission 
system to make 
the access to 
higher education 
more efficient 

The e-admission 
system in higher 
education 
implemented for all 
recipients 

15 000.0 0.0 15 000.0 Quarter 
IV, 2023 

MoER Higher 
education 

institutions 

 
6.4. 
Develop and 
implement 
higher 
education 
programmes 
through 
remote 
teaching 

6.4.1. Develop 
the managerial, 
curricular, 
technological 
and 
methodological 
requirements 
regarding the 
organisation of 
remote studies 

Higher education 
programmes carried 
out through remote 
teaching 

430.3 430.3 0.0 Quarter 
IV, 2025 

MoER Education 
institutions 

 
TOTAL GENERAL OBJECTIVE 6 

 
541 310.4 

 
39 530.3 

 
501 
780.1 
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Annex 4. 
Support materials on “Educational Games”. 
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Annex 5. 
EdTech Terminology 
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Annex 6. 
Diploma of participation, Profile: Computer-based Assessment 
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Annex 7. 
Diploma of participation, Profile: Game-based learning. 
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