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ABSTRAK

Rahmawati Yanita Sari, Dosen Pembimbing Ibrahim Bin Sa’id, M.Si., Ph.D. dan
Atika Anggraini, M.Pd. Pengembangan Media Game Edukasi Berbasis Android
pada Materi Bumi dan Tata Surya untuk Meningkatkan Hasil Belajar Peserta didik
Kelas VII MTsN 1 Kota Kediri, Skripsi, Program Studi Tadris Ilmu Pengetahuan
Alam, Fakultas Tarbiyah dan Ilmu Keguruan, Universitas Islam Negeri Syekh
Wasil Kediri. 2026.

Kata Kunci : Pengembangan, Game Edukasi, Hasil Belajar

Penelitian ini bertujuan untuk mengembangkan media pembelajaran berupa
Game edukasi berbasis Android pada materi Bumi dan Tata Surya untuk
meningkatkan hasil belajar peserta didik kelas VII di MTsN 1 Kota Kediri.
Penelitian ini dilatarbelakangi oleh masih minimnya penggunaan media
pembelajaran yang menarik dan interaktif, sehingga berdampak pada rendahnya
hasil belajar peserta didik yang belum mencapai Kriteria Ketercapaian Tujuan
Pembelajaran (KKTP). Oleh sebab itu, pengembangan media Game edukasi
berbasis Android diharapkan dapat menjadi alternatif solusi dengan menghadirkan
proses pembelajaran yang lebih menarik, interaktif, dan mudah dipahami oleh
peserta didik.

Penelitian ini menggunakan metode Research and Development (R&D)
dengan model pengembangan Four-D (4D) yang terdiri dari tahap define, design,
develop, dan disseminate. Data penelitian diperoleh melalui validasi ahli, angket
respon peserta didik, wawancara, serta tes hasil belajar berupa pretest dan posttest.
Teknik analisis data yang diterapkan meliputi analisis kelayakan dan keefektifan,
yaitu uji validasi, uji normalitas, uji homogenitas, uji Paired Sample T-test, serta
uji N-Gain.

Hasil uji kelayakan menunjukkan bahwa media yang dikembangkan berada
pada kategori sangat layak, dengan persentase penilaian sebesar 88,7% dari ahli
materi, 94,3% dari ahli media, dan 90% dari ahli soal. Sementara itu, hasil uji
keefektifan menunjukkan adanya peningkatan hasil belajar peserta didik setelah
penggunaan media, yang dibuktikan melalui uji Paired Sample T-test dengan nilai
signifikansi (2-tailed) sebesar 0,000 < 0,05, sehingga HO ditolak. Selain itu, uji N-
Gain menghasilkan nilai rata-rata sebesar 0,5888 yang termasuk dalam kategori
sedang. Dengan demikian, media Game edukasi berbasis Android pada materi
Bumi dan Tata Surya dinyatakan layak dan cukup efektif untuk digunakan dalam
pembelajaran IPA guna meningkatkan hasil belajar peserta didik.



ABSTRACT

Rahmawati Yanita Sari, Supervisors Ibrahim Bin Sa’id, M.Si., Ph.D. and Atika
Anggraini, M.Pd. Development of an Android-Based Educational Game on Earth
and Solar System Material to Improve Learning Outcomes of Seventh-Grade
Students at MTsN 1 Kediri City. Undergraduate Thesis, Department of Natural
Science Education, Faculty of Tarbiyah and Teacher Training, Syekh Wasil State
Islamic University of Kediri, 2026.

Keywords : Development, Educational Game, Learning Outcomes

This study aimed to develop an Android-based educational game as a
learning medium on the topic of Earth and the Solar System to improve the learning
outcomes of seventh-grade students at MTsN 1 Kediri City. This research was
motivated by the limited use of attractive and interactive learning media, which has
contributed to students' low learning outcomes that have not yet met the Minimum
Learning Achievement Criteria (KKTP). Therefore, the development of an
Android-based educational game is expected to serve as an alternative solution by
providing a more engaging, interactive, and easily understandable learning
experience for students.

This study employed the Research and Development (R&D) method using
the Four-D (4D) development model, consisting of the stages of Define, Design,
Develop, and Disseminate. The research data were collected through expert
validation, student response questionnaires, interviews, and learning outcome tests
in the form of pretests and posttests. The data analysis techniques included
feasibility and effectiveness analyses, namely validation tests, normality tests,
homogeneity tests, Paired Sample T-test, and N-Gain analysis.

The feasibility test results indicated that the developed media was
categorized as highly feasible, with validation percentages of 88.7% from the
material expert, 94.3% from the media expert, and 90% from the assessment expert.
Meanwhile, the effectiveness test results showed an improvement in students'
learning outcomes after using the media, as evidenced by the Paired Sample T-test,
which yielded a significance value (2-tailed) of 0.000 < 0.05, leading to the
rejection of Ho. Furthermore, the N-Gain test produced an average score of 0.5888,
which falls into the moderate category. Therefore, the Android-based educational
game on Earth and Solar System material is considered feasible and sufficiently
effective for use in science learning to improve students' learning outcomes.
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