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Abstract 

 

One of the main priorities of the modern educational system is the upbringing of a responsible 

and fair citizen. The present master’s thesis, “Developing the Competence of Justice through 

Game-Based Learning in the 4th Grade,” investigates the effectiveness of game-based learning in 

the process of forming civic values among primary school students. 

The relevance of the study is determined by the fact that the theoretical teaching of civic 

competencies is often less effective, while the game format ensures emotional engagement and 

the development of empathy and collaboration skills, which creates a foundation for the 

understanding of justice. 

The theoretical framework is based on a synthesis of constructivist learning theories (Piaget and 

Vygotsky) and Kolb’s experiential learning theory. This approach makes it possible to develop the 

competence of justice not through direct instruction, but through personal experience, social 

interaction, and a cycle of reflection. 

The research methodology is based on the design research model and includes three cycles: 

1. Prototype piloting; 

2. Modification and expansion of the intervention; 

3. Integration into the learning process. 

Data collection is carried out using qualitative methods, such as observation rubrics, researcher 

reflective notes, and mini-situation analysis. 

As a result of the study, a game-based intervention model was developed that supports the 

development of students’ understanding of justice, rule-following, and responsible action skills. 
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The conclusions and recommendations presented in the thesis will help primary school teachers 

to plan the civic education process more effectively and interactively. 

Keywords: civic competence, justice, game-based learning, primary education, design research, 

experiential learning. 
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