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Abstract:

Background:
Thischemistrycardmediaprovidesopportunitiesforstudentstolearnactivelyanddevelopcreativeabilitiesinunderstan
dingchemistryusinggames. The form of playing card games in chemistry learning is not muchdifferent from
playing card games encountered in everyday life. The maindifference lies in the cards and the rules of the
game as well as in the
writingandpicturesintheformofquestions.Itspurposeistotrainstudents'skillsandmemoryandincreasestudents'in
terestinlearning.Thecolloidsysteminthe delivery of teacher material tends to use the lecture method. In this
learningmethod, the position and role of the teacher tend to be more dominant,
whiletheactivenessofstudentsistoolow.Therefore,weneedavarietyofteachersso that the activeness of the students
can be balanced and their creative abilities can also be realized inrealterms.Basedontheexistingproblems,in
this study,researchhasbeencarriedouton”TheDevelopmentofLearningMediaforDigital Chemistry Playing Cards
(Kami Kita) on colloidal system material". Thepurpose of this study was to determine the validity (feasibility)
of Kami
Kitamediaaccordingtotheresultsoftheexpert'sassessmentofthepracticalityof KamiKitamediaaccordingtotheres
ultsofteacherresponsesandstudentresponses.

Materials and Methods: ThisstudyaimstodevelopavalidandpracticalkKamiKita learning media. The development
model in this study refers to the 3Dresearch and development model, namely define, design, and develop.
Thesample of this study was 23 students of class XI science at SMA Negeri 2LinggangBigung. The data
collection techniques used was validationquestionnaires, teacher responsequestionnaires, andstudent
responsequestionnaires. The data analysis technique used in this research is thepercentage.

Results:
Basedontheresultsoftheanalysiscarriedoutthevalidityofthemediaobtainedapercentageof88%ofmaterialvalidato
rs,97%ofmediavalidators,and 90% of learning practitioners with very valid categories. Practicality
wasmeasuredthroughaquestionnaireofteacherresponsesandstudentresponseswith a percentage of 95% and 90%
in the very practical category. Based on thevalidity and practicality of the Kami Kita learning media that
was made, theproduct was declared suitable for wuse in the learning process on
colloidalsystemmaterial.Practicalitywasmeasuredthroughaquestionnaireofteacherresponsesandstudentresponse
swithapercentageof95%and90%inthevery practical category. Based on the validity and practicality of the
Kami
Kitalearningmediathatwasmade,theproductwasdeclaredsuitableforuseinthelearningprocessoncolloidalsystem
material.

Conclusion:The assessmentof thevalidity ofour Kita Kitalearning
mediaisbasedontheresultsof3(three)validatorseachwithacriterionvalueof88%frommaterialexperts,97%frommed
iaexperts,and90%frompractitionersso
thatourKamiKitalearningmediaisoncolloidsystemmaterialwiththecriteria"VeryValid". Theassessmentofthepra
cticalityofKamiKitalearningmediaisbased on the results of 2 (two) responses each with a criterion value,
namely95% of teacher responses and 90% of student responses so that Kami
Kitalearningmediaisoncolloidsystemmaterialwiththe"VeryPracticalcriteria.
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. Introduction
Education is a processof changing one'sattitudes and behaviorto maturehumans throughthe
learningprocess. Thesuccess ofthelearning processinschoolsisininfluenced
byseveralfactorsincludingteachers,students,media,and
thelearningmodelused. Learningmediaisaveryvitalcomponentinthelearningprocessbecauselearningmediaisoneofth
edeterminingfactorsforthesuccessorfailureofamaterialconveyedtostudents.Choosingmediaandlearning models is

one of the most important things in the teaching
andlearningprocesstoachieveoptimallearningoutcomes. Thischemistrycardmedia provides opportunities for
students to learn actively and

developcreativeabilitiesinunderstandingchemistryusinggames. Theformofplayingcard games in  chemistry
learning is not much different from playing cardgames encounteredin everydaylife. Themaindifference liesin
thecardsandthe rules of the game as well as in the writing and pictures in the form
ofquestions.lItspurposeistotrainstudents'skillsandmemoryandincreasestudents'interestinlearning.

The material that students learn at school is about the colloid system. Thereason the researcher
took this colloid system material was that it relied
onmemoryormemorizationsoitwasverysuitabletobepackagedintheformofplayingcardmedia. Thecolloidsysteminth
edeliveryofteachermaterialtendstousethelecturemethod. Inthislearningmethod,thepositionandroleoftheteachert
endtobemoredominant,whiletheactivenessofstudentsistoolow. Therefore,weneedavarietyofteacherssothattheact
ivenessofstudentscanbebalancedandtheircreativeabilitiescanalsoberealizedinrealterms.Based on the existing
problems, in this study, research has been carried out on"The Development of Learning Media for Digital
Chemistry Playing Cards (KamiKita)oncolloidalsystemmaterial™.

Il. Material And Methods

The instruments used in data collection were validation sheets,
responsequestionnaires,anddocumentation. Thedataanalysistechniquesusedinthisstudyarequalitativeanalysis(inpu
torsuggestionsfromthevalidator)andquantitative(validityandpracticality). Thedataanalysistechniqueusedinthisr
esearch is the descriptive analysis technique which is carried out usingdescriptive statistics. Calculations of
the mean, frequency distribution,
andpercentagedistributionarethemostcommonformsofsummarization. Thefollowingistheanalysisusedtodescribet
hevalidityofthemediabasedontheassessment of material expert lecturers, media expert lecturers,
teacherexpertsaspractitioners,andthepracticalassessmentofusersofdigital chemistryplayingcardmediabasedont
heresultsofteacherresponsequestionnairesandstudentresponsequestionnaires.

Media ValidityAssessmentAnalysis
Therearethreeexpertvalidationassessmentinstruments,namelymaterialexperts,mediaexperts,andpractitioners.
Thentheresultsoftheassessmentinstrument were analyzed using a Likert scale with a score of 1 =
stronglydisagree; 2= disagree; 3 =  disagree; 4= agree; 5 = strongly  agree
(Sugiyono,2013).Theresultsofthevalidationsheetarethenanalyzedby usingthefollowingformula:

Total Score
= x 100%

Criteria Score

Table no 1:Criteria of Media Validity

Interval Criteria
80% < X <100% Very Valid
60% < X < 80% Valid
40% < X <60% Quite Valid
20% < X <40% Invalid

X <20% Very Invalid

Analysis of Media Practicality Assessment

Analysis of the assessment of teacher response questionnaire sheets and student response
questionnaires when using digital chemistry playing card learning media with a Likert scale with a score of 1 =
strongly disagree; 2= disagree; 3 = disagree; 4= agree; 5 = strongly agree (Sugiyono, 2013). The results of the
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teacher response questionnaire and student response questionnaires were then analyzed using the following
formula:

Total Score Earned

Practicality Value = 1009
racticality Value = TS core Maximum © 1007

Table no 2: Criteria of Media Practicality

Score Criteria
80% < X <100% VeryPractical
60% < X <80% Practical
40% < X £60% QuitePractical
20% < X <40% Impractical
X <20% Verylmpractical
I11. Result

The Kami Kita media research process was carried out starting from making a research design, feasibility test,
and testing the practicality of Kami Kita media. All stages were then validated by the media by experts and
made improvements, then sampling was carried out by filling in the teacher response questionnaire and student
response questionnaires. Our media results are as follows:

Recapitulation of Results of the Experts and Practitioners Validation
Table no 3: Results of Expert Team Validation

Validator Percentage Criteria
Expert of Material 88 Very Valid
Expert of Media 97 Very Valid
Practitioners 90 Very Valid

Results of Teacher Response
Table no 4: Results of Teacher Response

No. Evaluation Percentage Criteria
1. The Aspect of Material/Content 93 VeryPractical
2. The Aspect of Interest 97 VeryPractical
Average Score 95 VeryPractical

Results of Student Responses
Table no 5: Results of Student Responses

Students Percentage Category

SMAN 2 LinggangBigung 90 VeryPractical

IV. Discussion

The validity of the Kami Kita media, overall the results of the validity assessment by material experts
got a total score of 88 with a criterion value of 88% including the "Very Valid" criteria. As for suggestions for
improvement from material expert validators, namely teaching materials that are made suitable to be used as
teaching materials for the implementation of the student's research concerned without revision, because the
teaching materials are quite complete. Overall, the results of the validity assessment by media experts got a total
score of 102 with a criterion value of 97 % is included in the "Very Valid" criteria. As for suggestions for
improvement from media expert validators, which are very creative and the model is very fun for students and
students and can be used as an example for other chemistry materials. Overall, based on the results of the
practitioner assessment described above, they got a total score of 90 with a criterion value of 90% including the
"Very Valid" criteria.

The practicality of the Kami Kita media. Overall, based on the results of the teacher's responses
described above, they got a total score of 66, 73, and 74, respectively, with an average total score of 71 with the
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respective criteria values of 88%, 97%, and 99%. So the results of the assessment of these criteria if on average
then the results are 95% including practicality. Overall, based on the results of the student responses described
above, they got a total score of 80 and 82, respectively, with a total average score of 81 with a criterion value of
80% and 91%, respectively. So the results of the assessment of these criteria if on average then the results are
90% included in the "Very Practical" criteria. The result of the development product in this case is the final
product of digital chemical playing card media in a finished form that has been revised and field trials have been
carried out so that the Kami Kita media is declared complete.

V. Conclusion

Based on the results of the research on the learning media of digital chemistry playing cards (Kami
Kita) on the colloid system material that has been carried out, conclusions can be drawn, namely: the assessment
of the validity of the Kami Kita learning media based on the results of 3 (three) validators each with a criterion
value of 88% from material experts. , 97% of media experts, and 90% of practitioners so that the Kami Kita
learning media on colloidal system material with the "Very Valid" criteria. While the assessment of the
practicality of Kami Kita learning media is based on the results of 2 responses each with a criterion value, 95%
of teacher responses and 90% of student responses so that Kami Kita learning media is on colloid system
material with the criteria "Very Practical”.
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