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ABSTRAK 
 

Penelitian ini merupakan penelitian pengembangan dalam bidang 
pendidikan kimia. Tujuan penelitian ini adalah mengembangkan mobile game 
“Brainchemist” sebagai media pembelajaran kimia SMA/MA pada materi asam 
basa, larutan penyangga, dan hidrolisis garam, mengetahui kualitas dari mobile 
game “Brainchemist” berdasarkan penilaian 5 orang guru kimia SMA dan 
mengetahui penilaian dan tanggapan  siswa SMA terhadap mobile game 
“Brainchemist”. 

Model pengembangan yang digunakan mengadaptasi dari model ADDIE, 
(Analyze, Design, Development, Implementation, dan Evaluation), namun hanya 
dilaksanakan hingga tahap keempat, yaitu implementasi. Produk awal ditinjau dan 
diberi masukan oleh dosen pembimbing, 1 ahli materi dan 1 ahli IT, 3 peer 
reviewer, dan selanjutnya direvisi. Produk revisi dinilai dan diberi masukan oleh 
reviewer (5 orang guru kimia SMA) dan 24 siswa SMA. Penilaian kualitas produk 
dilakukan berdasarkan aspek materi dan soal, kebahasaan, keterlaksanaan, 
tempilan audio dan visual, serta rekayasa perangkat lunak menggunakan angket 
dengan skala Likert. Hasil penilaian dianalisis menggunakan kriteria penilaian 
ideal untuk menentukan kualitas produk.  

Hasil penelitian pengembangan ini adalah aplikasi mobile game 
“Brainchemist” sebagai media pembelajaran kimia SMA/MA pada materi asam 
basa, larutan penyangga, dan hidrolisis yang dapat dioperasikan pada 
mobilephone Android. Berdasarkan penilaian reviewer, skor rata-rata (X�) mobile 
game “Brainchemist” adalah 111,8 (X� > 105,1), sehingga termasuk dalam kualitas 
sangat baik (SB) dengan persentase keidealan 89,4%. Berdasarkan penilaian 24 
siswa, skor rata-rata (X�)  mobile game “Brainchemist” ini adalah 76,3 (64,6 < X� ≤ 
79,8), sehingga termasuk dalam kualitas baik (B) dengan persentase keidealan 
80,3%. Siswa menganggap mobile game ini menarik, menyenangkan, dan 
menambah ketertarikan dalam mempelajari kimia. Mobile game “Brainchemist” 
layak dijadikan sebagai media pembelajaran kimia SMA/MA pada materi asam 
basa, larutan penyangga, dan hidrolisis garam 
 
Kata kunci : mobile game “Brainchemist”, Android, media pembelajaran, asam 
basa  
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ABSTRACT 
 

This research is a development research in chemistry education. The aims 
of this research were to develop mobile game “Brainchemist” as chemistry 
learning media in senior high school on acid base, buffer solution, and salt 
hydrolysis, to determine the quality of mobile game “Brainchemist” as chemistry 
learning media based on evaluating by five chemistry teachers, and to evaluate the 
quality and to know response of this mobile game based on senior high school 
students. 

The model of development was adaptated from ADDIE (Analyze, Design, 
Development, Implementation, dan Evaluation) model.However, without applying 
evaluation step.  The early product was reviewed and commented by supervisor 
lecturers, 1 subject matter expert ,1 technology and information expert and, 3 peer 
reviewers, and then revised. The revised product was evaluated and reviewed by 
reviewers (5 chemistry teachers) and 24 Senior High School students. The result 
of the evaluation was analyzed using  to determine the quality of product. 

The result of this development research were mobile game “Brainchemist” 
as chemistry learning media in Senior High School  on acid base, buffer solution, 
and salt hydrolysis. This mobile game can be applied on Android mobile phone. 
Based on the data collected from reviewers, the quality score of mobile game 
“Brainchemist” is X� = 111,8 X� (> 105,1), so this mobile game has very good in 
quality with ideally percentage of 89.4%. Based on score from students, mobile 
game “Brainchemist” has quality score X� = 76,3 (64,6 < X� ≤ 79,8), so this mobile 
game has good in quality with ideally percentage of 80.3%. The students said that 
this mobile game is interesting, joyfull, and make chemistry learning more 
attractive. This mobile game can be applied as chemistry learning media on acid 
base, buffer solution, and salt hydrolysis. 

 
Keywords: mobile game “Brainchemist”, Android, learning media, acid base 
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