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Abstract

This study aims to describe the use of LearningApps.org as a language game medium in teaching
Arabic vocabulary for accelerated class students at Imam Syafi'i Islamic Boarding School. The
accelerated class is characterized by its intensive content and limited time, which demands
innovative and engaging learning media that can support effective vocabulary acquisition. A
qualitative descriptive approach was employed, with data collected through observation, semi-
structured interviews, and documentation, involving eight students as participants. Four types of
games were implemented: pair matching, word guessing, multiple choice, and fill-in-the-blank.
These game types were selected because they incorporate visual, audio, and interactive elements
that stimulate multiple learning channels simultaneously. The findings indicate that the use of this
platform significantly increased students' enthusiasm, participation, and motivation in vocabulary
learning. Students were observed to retry activities independently after errors without showing
frustration, and positive social interaction among peers was also recorded. The visual, audio, and
interactive elements embedded in the games were found to enhance vocabulary retention in
students’ memory. Furthermore, several students reported accessing the platform outside of class
hours, indicating the emergence of intrinsic motivation. The study concludes that LearningApps.org
is an effective and flexible learning medium that aligns with the characteristics of digital-native
learners and provides an engaging and meaningful learning experience, particularly in time-
constrained learning environments such as accelerated classes.
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Abstrak
Penelitian ini bertujuan mendeskripsikan penggunaan platform LearningApps.org sebagai media
permainan bahasa dalam pembelajaran kosakata bahasa Arab bagi siswa kelas akselerasi di
Pondok Pesantren Imam Syafi'i. Kelas akselerasi memiliki karakteristik khusus berupa kepadatan
materi dan keterbatasan waktu, sehingga membutuhkan media pembelajaran yang inovatif dan
mampu mendukung penguasaan kosakata secara efektif. Penelitian menggunakan pendekatan

© 2025 by the authors; This is an Open Access article distributed under the terms of the Creative Commons
Attribution- ShareAlike 4.0 International License. (https://creativecommons.org/licenses/by-sa/4.0/), which
oYX SA permits unrestricted use, distribution, and reproduction in any medium, provided the original work is propetly cited.

1


https://incisst.arraayah.ac.id/
https://incisst.arraayah.ac.id/
https://proceedingincisst.arraayah.ac.id/
https://creativecommons.org/licenses/by-sa/4.0/
mailto:shahwatul02@gmail.com
mailto:yolaanjela7@gmail.com
mailto:fahmi.ridha@arraayah.ac.id%203

Shahwatul Islam Rakhmat, Yola Anjela, Mulyadi

deskriptif kualitatif dengan pengumpulan data melalui observasi, wawancara semi-terstruktur,
dan dokumentasi, melibatkan delapan siswa sebagai partisipan. Empat jenis permainan
diterapkan, yaitu: mencocokkan pasangan, menebak kata, pilihan ganda, dan mengisi titik-titik.
Jenis permainan ini dipilih karena mengintegrasikan elemen visual, audio, dan interaktif yang
merangsang berbagai saluran belajar secara bersamaan. Hasil penelitian menunjukkan bahwa
penggunaan platform ini mampu meningkatkan antusiasme, partisipasi, dan motivasi siswa
dalam belajar kosakata. Siswa teramati mengulang aktivitas secara mandiri setelah melakukan
kesalahan tanpa menunjukkan rasa frustrasi, dan interaksi sosial positif antar siswa juga tercatat
selama proses pembelajaran. Elemen visual, audio, dan interaktif dalam permainan terbukti
membantu siswa mengingat kosakata dengan lebih mudah dan lebih tahan lama dalam memori.
Selain itu, beberapa siswa melaporkan mengakses platform di luar jam pelajaran, yang
mengindikasikan tumbuhnya motivasi belajar yang bersifat intrinsik. Penelitian menyimpulkan
bahwa LearningApps.org merupakan media pembelajaran yang efektif dan fleksibel, sesuai
dengan karakteristik generasi digital, serta mampu menghadirkan pengalaman belajar yang
menyenangkan dan bermakna khususnya dalam lingkungan belajar yang padat waktu seperti
kelas akselerasi.

Kata kunci : bahasa arab; efektivitas pembelajaran; pembelajaran kosakata;
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