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The relationship of society to computer games can be characterised as ambivalent. While children, youth and some adults consider them to be very attractive and therefore favourite, the rest of the population thinks it is an unimportant or harmful activity. Society usually does not distinguish whether the game has or does not have didactic character. Unfortunately this opinion is shown by major part of professional public. The use of didactic games in mathematics instruction is still considered useless or a time loss. Nevertheless, the Framework for Elementary Education supports the use of information and communication technologies in mathematics instruction and it sets solving of non-standard application problems an important part of mathematical education. Both these requirements assigned in the framework may effectively connect and help to fulfil the use of didactic computer games in the instruction. 

A didactic game is a game with rules that fulfils certain didactic goal. Pupils develop and practice their cognitive processes. If the children take it as prepared, they develop their will and character. It is determined by requirements – rules and used to specific education goals which are given by the teacher. That is similar to learning and working as well. It has its own specific meaning and purpose. It is a source of motivation, increases reasoning activity and mental effort and concentration of attention. It helps pupils to go from spontaneous games to conscious, more independent and at specific goal focused learning (Kárová, 1998). 

The development of information technologies and its increasing availability leads to more frequent use of computer to game purposes.

A didactic game is a game that fulfils above cited goals. The computer or computer program executes and checks the process of the game, setting and following the rules, final or ongoing assessment. 

Mathematic computer games can be divided:

· Algebraic-arithmetic – games mainly focused on practicing arithmetic operations (seeking common multiple and divisor, fraction adding, features of numeric domains, solving algebrograms, etc.)

· Geometric – practicing geometric terminology (triangle, square, similarity and congruency, etc.)

· Logic-strategic – based on solving problems requiring creating a solution strategy, its implementation, effectiveness control and its relevant modification. E.g. game called “Mill” (Mlýn) or “Frogs” (Žáby) or Jump across game.

· Stochastic – games which can introduce pupils to basic combinatory, probability or statistic terms (cards, lottery games, roulettes, etc.)

· Combined – created by the combination of above mentioned types.

