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ABSTRAK 

Penelitian bertujuan dalam mengembangkan game edukasi berbasis intertekstual untuk 

mengkonstruksi model mental peserta didik pada konsep penurunan tekanan uap 

sebagai sifat koligatif larutan. Metode penelitian yang digunakan adalah metode 

penelitian dan pengembangan (R&D) dalam skala kecil. Pada tahap uji coba terbatas 

melibatkan kelas kontrol dan kelas eksperimen. Pada kelas kontrol menggunakan 

metode pembelajaran konvensional, dan  kelas eksperimen menggunakan media game 

edukasi. Uji coba game dilakukan pada 15 orang peserta didik dari kelas eksperimen 

serta 2 guru kimia. Wawancara TDM-IAE dilakukan pada 6 peserta didik kelas kontrol 

dan 6 peserta didik kelas eksperimen. Data hasil TDM-IAE diolah secara kuantitatif dan 

dibuat pemetaan. Karakterisasi game edukasi berdasarkan aspek konten, aspek 

pedagogi, dan aspek multimedia. Game edukasi yang dikembangkan telah divalidasi 

berdasarkan aspek konten, pedagogi, dan multimedia dengan beberapa perbaikan yang 

dilakukan. Berdasarkan pada TDM-IAE diperoleh rata-rata skor akhir untuk kelas 

kontrol sebesar 86,34 sedangkan kelas eksperimen sebesar 87,495. Berdasarkan N-gain 

kelas eksperimen, diperoleh lima peserta didik dengan peningkatan model mental tinggi, 

dan satu peserta didik dengan peningkatan model mental sedang. Sedangkan pada kelas 

kontrol, diperoleh empat peserta didik dengan peningkatan model mental tinggi dan dua 

peserta didik yang dengan peningkatan model mental sedang. Kelas eksperimen 

mengalami peningkatan lebih baik daripada kelas kontrol dan penggunaan game edukasi 

berbasis intertekstual dapat mengkonstruksi profil model mental secara mandiri. Guru 

memberikan persetujuan terhadap ketersediaan game edukasi, kejelasan video, 

animasi/karakter, kemudahan navigasi, pedagogi dan konten. Peserta didik memberikan 

tingkat persetujuan terhadap ketertarikan, keterlibatan, pemahaman konsep dan 

tampilan dalam game edukasi. 

 

Kata Kunci : game edukasi, intertekstual, model mental, penurunan tekanan uap 
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ABSTRACT 

 

The research aims to develop an intertextual-based educational game to construct 

students' mental models on the concept of vapor pressure reduction as a colligative 

property of solutions. The research method used is the small-scale research and 

development (R&D) method. In the limited trial stage involving the control class and 

the experimental class. The control class uses conventional learning methods, and the 

experimental class uses educational game media. The game trial was conducted on 15 

students from the experimental class and 2 chemistry teachers. TDM-IAE interviews 

were conducted on 6 students in the control class and 6 students in the experimental 

class. The TDM-IAE data were processed quantitatively and a mapping was made. 

Characterization of educational games based on content aspects, pedagogical aspects, 

and multimedia aspects. The educational game developed has been validated based on 

content, pedagogical aspects, and multimedia aspects with several improvements made. 

Based on TDM-IAE, the average final score for the control class was 86.34 while the 

experimental class was 87.495. Based on the N-gain value of the experimental class, 

five students were obtained with a high increase in mental models, and one student with 

a moderate increase in mental models. While in the control class, four students were 

obtained with a high increase in mental models and two students with a moderate 

increase in mental models. The experimental class experienced better improvement than 

the control class and the use of intertextual-based educational games can construct 

mental model profiles independently. Teachers gave their approval for the availability 

of educational games, clarity of videos, animations/characters, ease of navigation, 

pedagogy and content. Students gave their level of approval for interest, involvement, 

understanding of concepts and appearance in educational games. 

Keyword: educational games, intertextual, mental models, lowering vapor pressure.  
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