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Abstract

This study aims to explain the use of the online game-based Kahoot platform that is used to improve
vocabulary mastery in learning Arabic. This study uses the method of classroom action research (CAR)
using the Kemmis & McTaggart model with four stages, namely planning, carrying out an action,
observation or observation, and reflection, with the design used in this study on two cycles, each cycle
contains two cycles. Four stages, namely: 1) planning, 2) carrying out actions, 3) observing or
observing, 4) thinking. The results obtained are that the use of the online gaming platform Kahoot can
facilitate students to improve vocabulary mastery in Arabic The research conducted in the first course
and the second course in the fifth semester SDI Az-Zahro Gresik shows that there is an increase in the
Arabic vocabulary learning outcomes in Kahoot media application where the average number of
student success results in the first cycle is 70% and the results in the second cycle rise to 87%.
Keywords: educational media, educational games, Arabic language.
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1 Umi Mahmudah, Active Learning : Dalam Pembelajaran Bahasa Arab (Malang: UIN Maliki Press,
2016).

2 Achmad Busiri, “Pemanfaatan Media Kahoot Dalam Pembelajaran Keterampilan Mendengarkan
Bahasa Arab Di lai Sunan Kalijogo Malang,” Muhadasah: Jurnal Pendidikan Bahasa Arab 2, no. 2 (2020): 227,
https://ejournal.iaiskjmalang.ac.id/index.php/muhad/article/download/209/164/.

3 Ibid., 225.
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4 Sonia Mu’tasimatul Azimah Fitryanisa, “Media Pembelajaran Kahoot Dalam Pembelajaran Bahasa
Arab Di Uin Maulana Malik Ibrahim Malang,” Prosiding nasional semasba 3 (2019): 19.

5 Zamsinar, Misnah Mannahali, and Syamsu Rijal, “Penggunaan Media Kahoot Terhadap Peningkatan
Penguasaan Kosakata Bahasa Jerman,” PHONOLOGIE Journal of Language and Literature 2, no. 1 (2021): 39,
https://ojs.unm.ac.id/phonologie/article/view/25683.

6 Zera Ilhami, “Persepsi Siswa Dalam Menggunakan Kahoot Sebagai Media Pembelajaran Bahasa
Arab Pada Siswa Kelas Delapan Di Madrasah Mu’allimaat Muhammadiyah Yogyakarta Tahun Ajaran 2018-
2019,” Maharat: Jurnal Pendidikan Bahasa Arab 1, no. 2 (2019): 128.
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7 Sri Wigati, “Penggunaan Media Game Kahoot Untuk Meningkatkan Hasil Dan Minat Belajar
Matematika,” AKSIOMA: Jurnal Program Studi Pendidikan Matematika 8, no. 3 (2019): 3.
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