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ABSTRACT

This research aims to study and design a Role-playing game, or RPG, as an extra
educational resource in the study of Citizenship for clementary school children. Despite the obvious
signiﬁcance of the subject, we happen to neglect it as there is only one small textbook that was
barely be able to cover given a time limit of one hour per week. Students themselves do not seem to
find the subject relatively interesting and tend to, furthermore, overlook its importance.
Memorization alone makes it possible for students to ace the test but, according to the teachers, fail
to convert the knowledge gained through studying into an actual practice. If the allegation is true,

then this undoubtedly conflrms the flaw of the current teaching method: real-life adaptation.

As far as memorization goes, one can do so much as ﬁuding the correct answers to the
test, meanwhile adapting it into our daily lives is a whole different matter. Lack of a real-life
experience is what seems to be a barrier needed to be crossed. The game, I believe, is the solution to
this problem. With its capability to simulate various situations one can find in said textbook,
students can understand and appreciate the subject better while gaining experience and having fun at

the same time.

A study found that an RPG model can help increase students’ interest in Citizenship.
Feedbacks from sample users display a ‘great’ level of understanding and satisfaction in the media.
Moreover, the results also suggested that the overwhelming pros over the cons is what makes this

game more appealing for users.



