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Rationale
With the increased public awareness of RPGs through popular media such as 

Stranger Things and the rise in popularity of RPGs in therapeutic and educational 

settings, there is a growing need for a formalized methodology for teachers to use 

when selecting or designing RPG experiences for use in an educational setting.

This methodology must provide teachers a framework which they can use to 

design, implement, and evaluate RPGs according to their usefulness in 

accomplishing specific skill goals.

For RPGs to gain traction as educational tools, there must be a shared vocabulary 

teachers and practitioners can use when examining and discussing RPGs in the 

classroom.



Step 1: Defining Desired Skill Outcomes

Three main skill areas of focus:

• Social-Emotional Skills
• Flexibility

• Frustration Tolerance

• Communication

• Collaboration

• Executive Functioning Skills
• Sequencing

• Time Management

• Materials Management

• Academic Skills
• Content Specific Knowledge

• Literacy

• Oral Expression

• Written Expression

• Research

• Numeracy

• Problem Solving



Step 2: Identifying Game Elements that Can Support Those Skill 
Outcomes

• Drawing on the work of Klabbers, Fine, and many others, we 
suggest the following discursive framework to discuss component 
parts of the RPG experience in the classroom:

• Structural Elements

• The rules as written 
• Functional Elements

• The experience and course of play
• Material Elements

• The required physical or cognitive pieces required for 
play



Step 3: Crafting the Matrix

• Links game elements to skill outcomes

• Supports teacher evaluation of games as 
curriculum

• Guides teacher decision making by 
illuminating contextual considerations





Limitations and Next Steps

• Put Matrix into practice with real teachers & classrooms
• This will allow us to gather feedback from practitioners, 

evaluate the matrix, and revise as needed

• Matrix does not account for every possible gameplay 
experience in a classroom setting.
• There are many types of learning that are spontaneous and 

cannot be designed or accounted for in advance


