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Development of Block Coding Educational Game
Reflecting School Curriculum
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Abstract This study aims to develop an educational game that combines block coding and metacognitive
education to help students learn coding effectively, given the increasing importance of coding education in the
Fourth Industrial Revolution era. By utilizing the advantages of block coding, the study aims to facilitate natural
coding learning and apply metacognitive elements to improve the learning process and student competence.
Future plans include incorporating feedback from middle school student interviews to expand and supplement the
study's findings. The game developed in this study is expected to be used as an actual coding education tool
and as an auxiliary educational material for textbooks both inside and outside the school.
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Figure 1. Stage 1 Configure screen
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table 5. User Interview Findings
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