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Perkembangan teknologi yang cepat telah merevolusi pendidikan, memungkinkan 

integrasi teknologi dengan infrastruktur yang tepat untuk mendukung pembelajaran 

di kelas. Internet of Things dan Teknologi Augmented Reality (AR) menawarkan 

pendekatan baru dalam pembelajaran. Siswa Indonesia adalah pengguna teknologi 

terbesar di dunia, namun fasilitas pendidikan di banyak sekolah masih terbatas. 

Penggunaan teknologi dalam pembelajaran, seperti menampilkan objek 3D didalam 

game edukasi, dapat meningkatkan pemahaman siswa. Penelitian ini bertujuan 

untuk mengembangkan game edukasi berbasis Android menggunakan teknologi 

Augmented Reality untuk membantu siswa kelas VII di SMP Negeri 2 Palembang 

memahami sistem tata surya. Penelitian ini menggunakan pendekatan Research and 

Development (R&D) dengan model ADDIE (Analysis, Design, Development, 

Implementation, Evaluation). Pengembangan game ini menggabungkan materi 

sistem tata surya, fitur teknologi Augmented Reality, kuis dan game hiburan 

lainnya. Berdasarkan uji coba pada 20 siswa, hasil menunjukkan bahwa game 

edukasi ini cukup efektif dengan persentase N-Gain sebesar 60,32%. Game ini 

membantu meningkatkan pemahaman siswa tentang sistem tata surya dan 

memberikan pengalaman belajar yang interaktif dan menarik. 

 

Kata Kunci: Game Edukasi, Media Pembelajaran, ADDIE 
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The rapid development of technology has revolutionized education, enabling the 

integration of technology with the right infrastructure to support classroom 

learning. The Internet of Things and Augmented Reality (AR) technology offer new 

approaches to learning. Indonesian students are the largest users of technology in 

the world, yet educational facilities in many schools are still limited. The use of 

technology in learning, such as displaying 3D objects in educational games, can 

improve student understanding. This study aims to develop an Android-based 

educational game using Augmented Reality technology to help grade VII students 

at SMP Negeri 2 Palembang understand the solar system. This research uses a 

Research and Development (R&D) approach with the ADDIE model (Analysis, 

Design, Development, Implementation, Evaluation). The development of this game 

combines solar system material, Augmented Reality technology features, quizzes 

and other entertainment games. Based on trials on 20 students, the results show 

that this educational game is quite effective with an N-Gain percentage of 60.32%. 

This game helps improve students' understanding of the solar system and provides 

an interactive and interesting learning experience. 
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