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ABSTRACT

This study aimed to develop a game titled Kaboom!! Ma Com But I’'m in Talaysai,

assess its quality through expert evaluation, and evaluate its user satisfaction. Three

experts assessed the game’s quality utilizing a specific assessment form, while thirty users

participated in a satisfaction survey. The data was analyzed using mean and standard

deviation.

The result of the quality assessment was at a good level (X = 4.27, S.D. = 0.64)

and the users satisfaction assessment was at a good level as well (X = 4.48, S.D. = 0.59).

Keywords: Game Kaboom!! Ma Com But I'm in Talaysai game, Computer game,

Role-playing , same (RPG)



