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ABSTRAK 

Adzania Ghiffarani Ezzahra, 2026 PENGEMBANGAN MEDIA PEMBELAJARAN 
GAME EDUKASI “SOMAT” UNTUK MENINGKATKAN KEMAMPUAN 
PENGAMBILAN KEPUTUSAN MURID PADA MATERI TATA SURYA KELAS 
VII. Skripsi Program Studi Pendidikan Ilmu Pengetahuan Alam Fakultas Tarbiyah 
dan Keguruan UIN Sunan Ampel Surabaya. Pembimbing 1: Dr. Maunah 
Setyawati, M.Si dan Pembimbing II: Nailil Inayah, M.Pd 

Kata Kunci: Game Edukasi, Kemampuan Pengambilan Keputusan, Tata Surya 
Pendidikan memiliki peranan penting dalam mengembangkan potensi seseorang 

dan mempersiapkan mereka dalam menghadapi perubahan di masa mendatang. Pada era 
digital abad ke-21, guru dituntut untuk mampu mengambangkan media pembelajaran yang 
inovatif dan interaktif. Namun, media pembelajaran yang digunakan di MTsN 3 Kota 
Surabaya masih terbatas pada PPT dan LKPD, sehingga belum optimal dalam melatih 
kemampuan pengambilan keputusan murid. Hasil pra-penelitian menunjukkan bahwa rata-
rata kemampuan pengambilan keputusan murid kelas VII sebesar 59 dengan kategori 
cukup. Oleh karena itu, dikembangkan media pembelajaran game edukasi SOMAT pada 
materi sistem tata surya. Penelitian ini bertujuan untuk mendeskripsikan proses 
pengembangan, validitas, kepraktisan serta mengetahui efektivita game edukasi SOMAT 
dalam meningkatkan kemampuan pengambilan keputusan murid kelas VII pada materi tata 
surya. 

Penelitian ini menggunakan metode Research and Development (R&D) dengan 
model pengembangan 4D yang dilakukan hanya sampai tahap develop saja dikarenaka 
terdapat keterbatasan waktu. Instrumen penelitian yang digunakan meliputi angket, pretest 
dan posttest, validasi ahli media, validasi ahli materi, serta validasi soal kemampuan 
pengambilan keputusan. Data yang didapatkan akan dianalisis dengan menggunakan uji 
normalitas, uji homogenitas, uji paired sample T-Test, uji N-Gain, dan analisis peningkatan 
tiap indikator kemampuan pengambilan keputusan. 

Hasil pengembangan menghasilkan game edukasi SOMAT yang melalui tahap 
define yang menunjukkan bahwa kemampuan pengambilan keputusan murid berkategori 
cukup. Tahap design menghasilkan rancangan game yang memuat materi sistem tata surya 
dengan mission berbasis indikator kemampuan pengambilan keputusan. Tahap  develop 
meliputi pembuatan produk, validasi, revisi, dan uji coba sehingga menghasilkan media 
game  edukasi SOMAT yang layak digunakan dalam pembelajaran. Hasil penelitian 
menunjukkan bahwa media game edukasi “SOMAT” memperoleh tingkat validitas media 
sebesar 83,9, validitas materi sebesar 90,9, dan validitas soal sebesar 96,8 dengan kategori 
sangat valid. Kepraktisan media berdasarkan angket respon murid dan guru didapatkan 
rata-rata sebesar 89,9 dengan kategori sangat praktis. Hasil uji paired sample T-Test 
menunjukkan nilai signifikansi <0,001 yang berarti terdapat peningkatan kemampuan 
pengambilan keputusan murid setelah penggunaan media. Selain itu, uji N-Gain didapatkan 
hasil sebesar 0,6105 yang termasuk dalam kategori sedang. Peningkatan juga terjadi pada 
seluruh indikator kemampuan pengambilan keputusan. Dengan demikian, proses 
pengembangan media pembelajaran game edukasi SOMAT sesuai dengan tahapan define, 
design, dan develop dan media dinyatakan valid, praktis, dan efektif untuk meningkatkan 
kemampuan pengambilan keputusan murid pada materi tata surya kelas VII. 
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ABSTRACT 

Adzania Ghiffarani Ezzahra, 2026 DEVELOPMENT OF THE “SOMAT” 
EDUCATIONAL GAME LEARNING MEDIA TO IMPROVE STUDENTS’ 
DECISION-MAKING SKILLS IN THE SOLAR SYSTEM UNIT FOR 7TH 
GRADE. Thesis, Department of Science Education, Faculty of Tarbiyah and 
Teacher Training, UIN Sunan Ampel Surabaya. Advisor I: Dr. Maunah 
Setyawati, M.Si; Advisor II: Nailil Inayah, M.Pd 

Keywords: Educational Game, Decision-Making Skills, Solar System 
Education plays a vital role in developing individuals’ potential and preparing them 

to face future changes. In the 21st-century digital age, teachers are expected to be able to 
develop innovative and interactive learning media. However, the learning media used at 
MTsN 3 Surabaya are still limited to PowerPoint presentations and worksheets, and thus 
are not yet optimal for developing students’ decision-making skills. Preliminary research 
results indicate that the average decision-making ability of seventh-grade students is 59, 
falling into the “adequate” category. Therefore, the SOMAT educational game was 
developed for the solar system curriculum. This study aims to describe the development 
process, validity, and practicality of the SOMAT educational game, as well as to determine 
its effectiveness in improving the decision-making abilities of seventh-grade students 
regarding the solar system curriculum. 

This study employs the Research and Development (R&D) method using the 4D 
development model, implemented only up to the “develop” stage due to time constraints. 
The research instruments used included questionnaires, pre-tests and post-tests, media 
expert validation, content expert validation, and validation of decision-making ability 
items. The data obtained will be analyzed using normality tests, homogeneity tests, paired-
sample t-tests, N-Gain tests, and analysis of improvements in each indicator of decision-
making ability. 

The development process resulted in the educational game SOMAT, which, during 
the define phase, demonstrated that students’ decision-making skills were rated as 
adequate. The design phase produced a game design that incorporated solar system content 
with missions based on decision-making skill indicators. The develop phase involved 
product creation, validation, revision, and testing, resulting in the educational game 
SOMAT, which is suitable for use in learning. The research results show that the 
“SOMAT” educational game medium achieved a medium validity score of 83.9, content 
validity of 90.9, and item validity of 96.8, all categorized as highly valid. The practicality 
of the medium, based on student and teacher response questionnaires, averaged 89.9, 
categorized as highly practical. The results of the paired-sample t-test showed a 
significance value of <0.001, indicating an improvement in students’ decision-making 
skills following the use of the media. Additionally, the N-Gain test yielded a result of 
0.6105, which falls into the moderate category. Improvements were also observed across 
all decision-making ability indicators. With that, the development process of the SOMAT 
educational game aligns with the define, design, and develop phases, and the educational 
game has been found to be valid, practical, and effective in improving seventh-grade 
students’ decision-making skills regarding the solar system. 
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