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Abstract
In an era where technology and media play a role and are essential to life, Today's
citizens must be citizens who have the ability to access, manage comprehension, collect,
evaluate, and take safety into account. Including being responsible, ethical in using technology,
that is having the characteristics of digital citizenship: respect for yourself and respect for

others. Improve yourself and your relationships with others. Protect yourself as well as others.
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which is essential to being promoted effectively This will give digital citizens the ability to use
technology wisely and with social responsibility. Should start cultivating in childhood. By
fostering skills, tools that create fun are integrated into learning. One way is to use the game
seriously. Serious Game is one that requires thinking or contemplation with concentration in
the activities provided. Also have fun and gain knowledge on the subject; promote skills
related to behavioral formation and problem-solving when confronted with digital situations.
This article aims to present guidelines for using serious games to promote digital citizenship.
For children and youth promotes learning and memory, strengthens motivation Prevent
mental disorders due to everyday situations online.

Keywords: Digital citizen, Serious game
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