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In the presented paper, students of the Mathematics were introduced with models
of preparation of planned curriculum which are already established within engineer-
ing course. Constructive approach to development is used to challenge students to
methodically prepare games for elementary school children based on the official math-
ematics curriculum. During development of the educational games programming stu-
dents were introduced with rules of Software engineering and other programming
rules and procedures common for engineering studies. Finally their newly developed
products were presented to kids, and opinion of the students on this approach and
school kids on the resulting material was examined.
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