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ABSTRACT  

Learning with games has recently been the alternative method for teachers in class as another interesting way to represent their 

lessons in the more attractive perspective. This research proposed the methodology to promote the correct use of manners and 

rules in using libraries. It is intended to provide users with the rules of using the library. RPG game has been developed to provide 

users with rules and manners in using library while they play. The research focused on 6 basic regulations in using library and 

missions of the game have been designed based on those rules. The player will be playing as a protagonist of the library game who 

has tasks to pass and would be able to learn the Do’s and Don’ts in using library. Interview and Google form have been used to 

collect data after the gameplay to determine satisfaction level and feedback from users. The sample group used in this research 

were 50 library users of Phasi Charoen. The statistics used for data analysis were percentage, mean and standard deviation. The 

research results were found as followed; 1. Results of game quality analysis promoting the use of Phasi Charoen Learning Library, 

Phasi Charoen District, Bangkok Province. Overall, it was at a very good level and considering each aspect. It is very good in all 

aspects, namely, content, presentation and game format, illustrations and characters System and display. And functional aspects of 

the game 2. Users are satisfied with the learning of rules and manners of using library via RPG games. 
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Introduction 

The library is the source of information providing 

information resources to people who seek to 

access physical form of data in various forms such 

as books, journals, newspapers, television, CD-

ROM, DVD, VCD and computer. A librarian 

conducts and manages various tasks in libraries 

which are mainly divided into 5 types: the 

National Library. School library University library 

Public library Dedicated library 

Library service is the kind of the work that the 

library facilitates the users in reading, researching 

knowledge and promoting extensive and thorough 

reading. It also allows users to quickly receive 

information and to solve their problems quickly 

and effectively with more reliable source of 

information. Libraries provide quiet and serene 

atmosphere with order and regulations, giving 

users a better feeling, experience and impression 

while using the service. There are various kind of 

services in the library which depends on library 

policies and objectives. For typical or local 

libraries, generally there are services such as 

reading service, book borrowing-return service, 

book reservation service, library guiding service, 

answering questions and research assistance. 
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Some other services may include bibliography 

collection service, modern news service, Internet 

service and other services related information 

accessing. This is the convenience for the library 

users to avail the services in the past which 

libraries could not provide before such as 

electronic media services, mobile library service, 

Email and Internet service, community service, 

catering service, etc. 

Public library refers to a library that serves people 

of all ages, regardless of age ranging from 

children to elderly. Main objectives of public 

library is to be a data center for local community 

providing knowledge and news as well as be the 

learning knowledge center where academic 

activities can occur there. It is also used to 

develop learning network in the community. 

Characteristics and activities of public libraries 

are divided into 3 types according to the size of 

the facilities: large, medium and small public 

libraries. 

In the present day, people have become much less 

interested in libraries. As the world is becoming 

narrower due to the globalization of information 

and technology. As a consequence of the 

advancement of technology and Internet 

connection, which has become faster and easier to 

access, people can gain access to data in an 

unprecedented scale the world has ever witness. 

This also allows anybody of any age to share 

information they know in various form such as 

video, images, paragraphed text, to other people 

from anywhere anytime. The advance in quick 

and easy information access inevitably associates 

with pros and cons. Such information may 

become less accurate and reliable since anyone 

can share any knowledge or information; they 

know without getting it verified first. Though this 

does not mean the information from Internet is all 

falsified, but users still have to be careful with the 

source because the information entering the 

Internet has not been pre-filtered for accuracy. 

Most of the official source of information like 

news company tend to shift their trend of business 

towards online access to gain more audience 

online. Libraries, too, have to adapt to catch up 

with the trend.  

With the change in educational trend, technology 

has recently gained significant recognition in the 

education system and has been applied to assist 

with the learning process to make the lesson less 

monotonous, enhance the learning efficiency and 

utilize the technology to help students get a better 

picture of their lesson. There are various kinds of 

research that showed the results of learners 

perceiving usefulness, achieving the goals and 

easing the learning process through serious game. 

Gamification has also been proved to be effective 

in learning process such as the sign language 

(Herleson Paiva Pontes, 2018), helping learners 

study sign language as well as learning difficult 

lessons like computer networking (Thanakorn 

Uaiphanit, 2019).  

This research focuses on the studies of behavior of 

the library users which will lead to the making of 

RPG games to promote the correct use of library. 

This research helps to study the behavior of 

library users in Phasi Charoen Learning Library, 

Phasi Charoen District Bangkok. The tool has 

been developed in the form of RPG game to 

promote the rules and manners in using library. 

Satisfaction level of library users has been 

determined after playing RPG games. The main 

objective of this research is to promote an 

alternative method of proposing library 

regulations to users in the form of gamification. 

Literature Reviews  

Library in the modern era 

Nowadays, "technology" has evolved rapidly and 

it becomes inevitable for us in our daily lives. 

From a survey of the availability and use of 

information technology, in the households of the 

National Statistical Office (2010: 1), it was found 

that the age group 6-14 years had a proportion of 

The highest computer is 65.40 percent. 

Donruedee Petchsuwan, and Sirichai 

Hongsanguansri (2008: 257) stated in their 

research that computers and the Internet are 

becoming part of the daily life of today's children 

and adolescents around the world. The Internet 
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has played a huge role in the learning of Thai 

children and youth, together with the government 

campaigning for the government sector and 

educational institutions to use technology to 

support teaching and learning. The Internet is also 

used as an important educational tool, not as an 

alternative source, but the main one.  

1. Serious game and gamification to assist the 

learning process 

Serious games are the games designed with the 

other purpose rather than for entertainment such 

as flight simulation, military game, coding games, 

medical field, etc. These programs have been 

carved with the sole purpose to allow learners to 

get the best experience from environment and 

situation simulated in the game. There are many 

solid claims from the research of Yichuan Wang 

(2017: 514) in which the learners receive 

satisfactory results of learning achievement with 

the assist of serious game.    

In addition, computer games are all time 

entertainments for youth and children that comes 

with computers and show significant trend as 

Internet era rises, making children increasingly 

addicted to playing computer games. Games are 

played everywhere, but who would have thought 

that playing computer games could be used in 

education as well. Computer games were 

extremely helpful in fostering imagination and 

inculcating knowledge and information indirectly 

while children are playing. Most of the games, 

especially RPG games, children are taught with 

basic knowledge of English, mathematics and 

physics. Other things like rules, regulations, what 

to do and what not can also be taught to children 

while they are playing games within the story of 

the realm. Modern parents of those children have 

started to witness potential of game playing as a 

media to learning process of their children. By this 

method, it will help draw more children to see the 

value of education. Suphamamarman (2009) 

There are other examples of serious games that 

promote learning such as MAthE of Anastasia K. 

and Packet Warrior of Thanakorn Uiphanit (2019: 

41). In Packet warrior, students would be able to 

learn and obtain knowledge about networking 

while playing the game. There is another research 

about the game for the instruction of library of 

congress classification system where he created 

RPG game about classifying books in library. His 

research inspires this work tremendously as the 

main prototype of gamification implemented in 

this research. Similarly to Jenny Díaz-Ramírez’s 

(2020) research in which a gamification has been 

adapted in the engineering course to promote the 

better learning efficiency. 

Dull and monotonous class can be made more 

interesting to gain more active interaction from 

learners and stir up curiosity in the atmosphere 

using gamification. Priyaadharshini M (2020: 

468) et al have introduced game-based learning 

for programming course in higher education as an 

alternative methodology to accommodate with the 

modern learners’ interest. This has been proved to 

gain more interest among students in Python class 

as well as bring out the similar or even better 

outcome from learners. 

Research Methodology 

1. Participants 

Population and sample group used in this research 

are from the library users of the library for 

learning Phasi Charoen. The researchers study 

behavior of library users and collect data using 

gaming application and questionnaire. 

400 library users of Phasi Charoen Learning 

Library, Phasi Charoen District, Bangkok 

Province, were taken for the population according 

to Krejcie and Morgan chart, the sample 

population taken was 196 users. 

2. Game design 

RPG game development to promote the correct 

use of library has been designed based on SDLC 

model (System Development Life Cycle). RPG 

maker has been used as a developing tool to create 

this RPG game. The game design commenced 

with the core ideas of educating users with 5 

library regulations of the correct use of library as 

followed; 

1. Book return 

2. Littering in library 
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3. Prohibition of food and drink in library 

4. Keeping books in place 

5. Prohibition of pets 

6. Library fine 

 

 These rules and regulations are then divided into 

missions in which the player will play as a 

protagonist that has missions to complete to end 

the game. The game will educate players while 

playing as the missions go on. Player will be 

playing as a protagonist who just woke up and 

was told that he had tasks to complete.

 

 

 



PSYCHOLOGY AND EDUCATION (2021) 58(2): 3013-3019              ISSN: 00333077 

 

3017 

www.psychologyandeducation.net 

 
3. Data Gathering 

Google form has been used to create questionnaire 

to ask for some personal information and rating of 

the gaming experience and information gained 

after playing the game. 

In this research, we, researchers, has conducted a 

study on the obtained data by utilizing descriptive 

statistics to describe findings from the research as 

follows: Mean, standard deviation and percentage. 

Results 

RPG Library game has been designed and 

developed based on the 6 basic regulations in 

using library. The core idea is to get people to 

learn the rules of Do’s and Don’ts while playing 

games. Players who pass the missions would learn 

the rules and regulations regarding the book 

return, prohibition of littering, food, drink, pet, 

keeping books in place and getting fine when 

books are returned late. 

Library users have rated the game excellent 

overall. The user experience from the gameplay 

has been rated excellent and the learning 

outcomes are satisfactory. The results of the 

analysis of the game quality promoting the correct 

use library in terms of overall content were 

excellent (x̄ = 4.62). With the use of libraries and 

content to educate about the correct use of 

libraries (x̄ = 4.32), having appropriate content 

information (x̄ = 4.50) is at an excellent level. The 

use of language in the content is accurately good. 

(x̄ = 4.00). In functional aspect of the game, 

overall was at excellent level (x̄ = 4.83). The 

smoothness and stability of games is excellent (x̄ 

= 4.32) and the missions are appropriately 

arranged and executed (x̄ = 4.50). 

Discussion and conclusion 

It is no doubt that gamification as a learning tool 

is an alternative effective source of learning. 

There are similar research such as serious game 

developments of other researchers that aimed to 

achieve efficient outcome with more engagement 

from the learners. These serious games promote 

the learning of various kind of lessons such as 

analytics data, sign language, attitude, and other 

academic-based subjects.   

In conclusion, from the research on RPG game 

development to promote the correct use of library: 

1. Users have learnt the rules and regulations of 

library while performing tasks in each mission of 

the game. 

2. Users experience towards RPG game for library 

is overall excellent in terms of user experience, 

game content and information received. 
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