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ABSTRAK 

Game B-Blok merupakan game based assessment yang berfokus pada 

evaluasi terkait materi operasi aritmatika bilangan bulat untuk siswa SMP. Pada 

penelitian terdahulu, Game B-Blok berhasil memberikan pendekatan baru dalam 

mengerjakan soal ujian berbasis kertas namun dalam penelitian tersebut belum 

dijelaskan bagaimana penyajian hasil akhir game B-Blok. Dalam penelitian ini 

berfokus untuk mengembangkan fitur performance metric guna menampilkan 

penyajian hasil akhir game yang dapat memberikan umpan balik ke pemain secara 

langsung terkait kemampuannya dalam menyelesaikan soal operasi aritmatika 

bilangan bulat. Dalam survei yang telah dilakukan terhadap fitur yang telah 

dikembangkan diperoleh bahwa pada kategori learnability sebesar 81.4%, 

presentation sebesar 85.4%, error sebesar 76.2%, navigation sebesar 84.3%, 

perceived usability sebesar 83.7%, perceived usefulness sebesar 85%, dan 

satisfaction sebesar 82.9%. Hasil ini menunjukkan bahwa fitur performance metric 

pada Game B-Blok dinilai positif dan berpotensi menjadi alat bantu assessment 

interaktif dalam pembelajaran aritmatika. 

Kata Kunci: Pembelajaran Berbasis Game, Operasi Aritmatika, Bilangan Bulat, 

Performance Metric, Evaluasi Pembelajaran   
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ABSTRACT 

B-Blok Game is a game-based assessment that focuses on assessment 

related to integer arithmetic operation material for junior high school students. In 

previous research, the B-Blok game succeeded in providing a new approach to 

working on paper-based exam questions, but the research did not explain how to 

present the final results of the B-Blok game. This study focuses on developing a 

performance metric feature for the presentation of the final game results that can 

provide feedback to the player directly related to his ability to solve integer 

arithmetic operation problems. In a survey conducted on the developed features, it 

was found that in the category of learnability it was 81.4%, presentation was 85.4%, 

error was 76.2%, navigation was 84.3%, perceived usability was 83.7%, perceived 

usefulness was 85%, and satisfaction was 82.9%. These results show that the 

performance metric feature in the B-Blok game is positively evaluated and has the 

potential to become an interactive assessment tool in arithmetic learning. 

Keywords: Game-Based Learning, Arithmetic Operations, Integers, Performance 

Metrics, Learning Evaluation   
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