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PENGEMBANGAN MYSTERY CHEMBOX GAMES BERBASIS AUTHENTIC
PROBLEM UNTUK MENINGKATKAN MOTIVASI BELAJAR DAN
PEMAHAMAN KONSEP KINETIKA KIMIA (Oleh: Nurul Hikmabh;
Pembimbing: Syahmani; 2024; 231 halaman)

ABSTRAK

Motivasi belajar peserta didik masih memiliki tingkat yang rendah, hal itu
menyebabkan peserta didik tidak memiliki pemahaman yang tepat pada konsep-
konsep kimia. Salah satu cara untuk meningkatkan motivasi belajar dan
pemahaman konsep peserta didik adalah menggunakan media Mystery Chembox
Games. Penelitian ini bertujuan mengevaluasi media pembelajaran Mystery
Chembox Games berbasis Authentic Problem yang layak (valid, praktis, dan efektif)
untuk meningkatkan pemahaman konsep dan motivasi belajar peserta didik pada
materi Kinetika Kkimia. Metode penelitian yang digunakan adalah model
pengembangan ADDIE. Mystery Chembox Games diujicobakan kepada 30 peserta
didik kelas XI D SMA Negeri 10 Banjarmasin. Instrumen pengumpulan data
meliputi instrumen tes dan nontes. Hasil penelitian menunjukkan bahwa mystery
chembox games sangat valid dari segi isi, penyajian, bahasa, dan kelayakan media.
Mystery chembox games juga sangat praktis dalam uji coba perorangan dan
kelompok kecil, uji coba terbatas, serta menilai kemampuan guru dalam
menggunakan mystery chembox games dan mengelola kelas. Mystery chembox
games tersebut efektif, terbukti dari nilai N-gain kompetensi motivasi belajar dan
pemahamn konsep peserta didik dalam kategori tinggi. Mystery Chembox Game
berbasis Authentic Problem valid, praktis, dan efektif untuk mengajarkan kinetika
Kimia.

Kata Kunci: mystery chembox game, authentic problem, pemahaman konsep
motivasi belajar



DEVELOPMENT OF MYSTERY CHEMBOX GAMES BASED ON
AUTHENTIC PROBLEM TO IMPROVE LEARNING MOTIVATION AND
UNDERSTANDING OF CHEMICAL KINETICS CONCEPTS (By: Nurul
Hikmah; Advisor: Syahmani; 2024; 231 pages)

ABSTRACT

Students' motivation to learn is still at a low level, which causes students to not have
a proper understanding of chemical concepts. One way to increase students'
learning motivation and concept understanding is to use Mystery Chembox Games
media. This study aims to evaluate the learning media Mystery Chembox Games
based on Authentic Problem that is feasible (valid, practical, and effective) to
improve students' concept understanding and learning motivation on chemical
kinetics material. The research method used is the ADDIE development model.
Mystery Chembox Games were tested on 30 students of class XI D SMA Negeri 10
Banjarmasin. Data collection instruments include test and non-test instruments. The
results showed that the mystery chembox games were very valid in terms of content,
presentation, language, and media feasibility. Mystery chembox games are also
very practical in individual and small group trials, limited trials, and assessing the
teacher's ability to use mystery chembox games and manage the class. Mystery
chembox games are effective, as evidenced by the N-gain value of learning
motivation competence and students' concept understanding in the high category.
Mystery Chembox Games based on Authentic Problem is valid, practical, and
effective to teach chemical kinetics.

Keywords: mystery chembox game, authentic problem, concept understanding,
learning motivation
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