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ABSTRACT.

Due to the abstract nature of Arabic grammar and the lack of engaging classroom resources, students often struggle
to understand kdna wa akhwatuba material. To enhance students' understanding of the subject, this study aims to
develop and evaluate the viability and effectiveness of UNO-based learning materials. The R&D methodology for this
study used the ADDIE model, which comprises the stages of analysis, design, development, implementation, and
evaluation. Students from MAN 20 Jakarta catrried out the study. Questionnaires, expert validation sheets, and pre-
and post-test instruments were used for data collection. Expert validation and positive student responses, both
classified as very achievable, indicate that the developed media ate very achievable. In addition, the performance test
shows a high N-Gain and increased average scores, indicating a significant improvement in student achievement. This
study focuses on the teaching of kdna wa akbwatuba and progresses towards the production of game-based Arabic
grammayr teaching material. UNO cards are an alternative learning tool that can help create a more dynamic, engaging,
and student-centered learning environment.

Keywords: Arabic grammar, game-based learning, kana wa akhwatuha, R&»D, UNO card media.

1. INTRODUCTION

Arabic language learning is an important part of the education system in Indonesia, especially
in Islamic educational institutions. Arabic not only serves as a means of communication but also
as a key to understanding the sources of Islamic teachings, such as the Qur'an, hadith, and various
classical Islamic literature, most of which is written in Arabic. Therefore, mastery of Arabic is a

fundamental need for students to access Islamic science more broadly and in-depth (Andriani,

2015).

In learning Arabic, mastery of linguistic elements such as vocabulary and sentence structure
is important for developing language skills. One of the main aspects of farkib (construction) is
nabwu (Arabic syntax), the science of word structure and function in sentences. Mastery of Arabic
syntax is an important foundation for understanding Arabic texts precisely, especially for
determining 7'7ab (grammatical inflection) and the relationships between elements in sentences

(Zakaria et al., 2025).
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However, in practice, many students experience difficulties understanding Arabic syntax.
Arabic syntax material is often considered abstract, complex, and confusing, leading to low student
interest and poor learning outcomes (Azima et al., 2024; Sholeh et al., 2025). One of the materials
that often poses an obstacle is kdna wa akbwatuha (grammatical operator), which demands an
understanding of changes in grammatical inflection and the relationship between i dna and
khabar kana. This difficulty causes students to memorize rules without being able to apply them

appropriately in a sentence context.

Based on observations and interviews with Arabic teachers at MAN 20 Jakarta, it was found
that some students still had difficulty understanding the grammatical material. These difficulties are
evident in students' limited ability to identify changes in grammatical inflection, determine the
position of sentence elements, and apply rules in reading and understanding texts. In addition, low
student motivation to learn is an influential factor, especially given that learning is still dominated
by conventional methods that are less interactive and engaging (Pratama, 2023; Sakinah & Harfiani,
2025).

These problems highlight the need for innovative learning approaches to increase student
engagement and motivation. One alternative is game-based learning media. Learning media plays
an important role in delivering material more engagingly, increasing learning motivation, and
making it easier for students to understand abstract concepts (Sudjana & Rivai, 2011). The use of

interactive, fun media is expected to create a more active, less monotonous learning environment.

One media format with potential is the UNO card. UNO is a simple, interesting, and familiar
card game among students. By using UNO cards as a learning medium, Arabic syntax materials
can be presented as interactive games, allowing students to learn actively through fun activities.
This approach not only increases student engagement but also helps them understand concepts

morte contextually.

Several previous studies have shown that UNO card media is effective in learning Arabic.
Amran et al. (2025) found that using UNO cards can improve students' vocabulary mastery. Imani
(2023) shows that this media has a positive effect on Arabic reading skills. In addition, Baihaqi &
Khasairi (2024) developed UNO card media for Arabic syntax learning and reported increased
student learning outcomes. This shows that game-based media has great potential in supporting

Arabic language learning.

However, the use of UNO card media in learning Arabic is still limited to vocabulary and
reading skills, and has not been much focused on learning Arabic syntax specifically. In addition,

research specifically developing UNO card media for grammatical operator material and testing its
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feasibility among Islamic high school students remains very limited. This condition underscores
the urgent need to develop innovative learning media that align with students' characteristics to

improve the understanding of grammatical concepts.

Based on this description, this study aims to develop and test the feasibility of UNO card
learning media to improve understanding of the grammatical operator material among Islamic high
school students (studying at MAN 20 Jakarta). This research is expected to contribute to the

development of innovative, interactive, and applicable Arabic syntax learning media.

2. METHOD
This research uses the Research and Development (R&D) method, which aims to produce
specific products and test their feasibility and effectiveness in learning (Haviz, 2016). The product

developed in this study is the UNO card learning media for the grammatical operator material.

The ADDIE model consists of five stages: analysis, design, development, implementation,
and evaluation (Branch, 2009). In the analysis stage, the researcher conducts needs analysis through
observation and interviews to identify learning problems and student needs. The design stage
involves developing UNO card learning media and compiling research instruments. At the
development stage, the media is designed and validated by material and media experts to assess the
product's feasibility. The implementation stage is carried out through a trial of media use in
classroom learning. Furthermore, the evaluation stage assesses the effectiveness and feasibility of

the developed learning media.

This research was carried out at Islamic High School State (MAN) 20 Jakarta, with 25 class
XI students as the research subjects. The research was carried out in the odd semester of the

2024/2025 school yeat.

The data collection technique in this study uses test and non-test techniques. The test
technique uses pre- and post-tests to measure improvement in students' understanding of the
grammatical operator material. The non-test techniques include observing the learning process,
conducting interviews to gather information on students' learning difficulties, and administering
questionnaires to identify needs, assess the feasibility of media through expert validation, and gather

students' responses to media use.

The research instruments used included a needs analysis questionnaire, an expert validation
questionnaire, a student response questionnaire, and a learning outcome test. The questionnaire
used a Likert scale to assess the media's feasibility and practicality, while the test measured

improvements in students' understanding. The data obtained was analyzed qualitatively and
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quantitatively. Qualitative data from observations and interviews were analyzed descriptively, while
quantitative data were analyzed using the N-Gain test to assess improvements in students' learning
outcomes (Hake, 1999). In addition, a percentage analysis was used to determine the level of media
feasibility based on expert validation and student responses. The results of the analysis are then
categorized according to criteria to determine the feasibility, practicality, and effectiveness of the

learning media.

3. RESULT AND DISCUSSION

This chapter presents the survey results. Research results explain the pre-research process,
the design and development process, validation, evaluation, and product deployment. The
discussion included an analysis of the UNO card as a learning tool for Arabic to improve

understanding of grammatical operators.

3.1. Media Development Results
3.1.1. Needs Analysis Results

The needs analysis results indicate that students still experience considerable difficulty in
understanding Arabic grammatical operators, particularly in recognizing their forms, functions, and
use in nominal sentences. As shown in Table 1, the overall percentage score on the needs analysis
questionnaire was 77.6%, indicating that students require more engaging, interactive learning
materials. These findings suggest that UNO card-based learning media are relevant for supporting
students’ understanding of Arabic grammatical operators and for making the learning process more

active and enjoyable.

Table 1. Results of the Needs Analysis Questionnaire

] Answers
No Questions 1 > 3 1

1 I was able to read and understand the sentences that contained 0% 12%  52%  36%
grammatical operators correctly.
I understand the rules of grammatical operator in Arabic well, 0% 8% 76%  16%

2 including their function in the number of nominal sentence and
their influence on the subject and predicate.

3 I need interactive learning materials, such as UNO cards, to 0% 8% 44%  48%
understand the material on grammatical operators better.

4 I needed interactive exercises to gauge my understanding of using 0% 0% 64%  36%
grammatical operators in Arabic sentences.

5 I have difficulty understanding the correct use of grammatical 8% 36%  44%  12%
operators in Arabic sentences.

6 I think the rules that I have learned about grammatical operators 4% 36%  56% 4%
are not enough to help me understand Arabic sentences.

7 I have not received enough applicable training on grammatical 16%  40%  44% 0%
operators.

3 I am interested in using UNO card media to learn grammatical 0% 8% 36%  56%
operators.

9 I prefer learning Arabic syntax using interactive, fun media. 0% 8% 32%  60%

10 I prefer the practice of the kara grammatical operator in the form 0% 8% 36%  56%

of educational games such as UNO cards.
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Overall Percentage Score of the Needs Analysis Questionnaire 77.6%
Description: 1: strongly disagree, 2: disagree, 3: agree, and 4: strongly agree.

This finding is supported by classroom observations that reveal that learning activities remain
predominantly teacher-centered, relying on conventional methods such as lectures and textbook-
based explanations. As a result, students tend to be passive and show low engagement during the
learning process. This condition aligns with previous findings that highlight the challenges learners
face in mastering Arabic as a foreign language, particularly in grammatical aspects (Fahrurrozi,

2014).

Furthermore, interviews with teachers indicate that limited use of innovative learning media
contributes to students’ difficulties. Teachers reported that available media are mostly conventional
and do not effectively support the explanation of abstract grammatical concepts. This supports the
argument that appropriate learning media play a crucial role in facilitating understanding and

improving learning outcomes (Munawir et al., 2022).

Therefore, the findings from the needs analysis confirm the urgency of developing
interactive, innovative learning media to enhance student participation and comprehension in

Arabic grammar instruction.

3.1.2. Product Design Results

Based on the identified needs, the researcher designed a learning medium in the form of
UNO cards for Arabic grammar. The design integrates elements of game-based learning with
grammatical structures, including the grammatical operator, through sentence patterns, color

coding, and rule-based interactions.

The UNO card media were structured to include instructional components such as examples
of sentences, guided exercises, and interactive rules that require students to apply grammatical
concepts actively. The use of colors and symbols is intended to support cognitive processing and
facilitate easier recognition of sentence patterns. This design approach aligns with the concept of
learning media as tools that mediate communication between teachers and students, enhancing the

effectiveness of the learning process (Gemilang & Listiana, 2020).
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Figure 1. Initial Design of UNO Card Learning Media
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3.1.3. Product Development Results

The teaching materials, which were in the form of UNO cards, were developed methodically
after the design phase, using the design framework already established. During the development
process, the concepts were translated into specific educational materials that combined game-based
learning elements with Arabic grammatical content, in particular grammatical operators. This phase
focused on ensuring that the media, in addition to reflecting the intended learning objectives, also

provided an engaging and participatory learning experience for students.

The UNO card media developed consists of several elements, such as coloured cards,
structured sentence patterns, and rule-based interactions, to help students understand the
grammatical changes. The intentional use of color and symbols was designed to improve cognitive
processing and help students identify patterns in sentence structures. In addition, the game's
mechanics have been designed to encourage teamwork, active participation, and repeated exposure

to content, all key elements in language learning.

After the development process was completed, material and media experts were involved in
validation. The purpose of the verification was to assess the overall quality, accuracy, and viability
of the product developed before its classroom use. Expert involvement is a key phase in the R&D

studies to ensure that the product meets academic and pedagogical standards.

The content of the UNO Card media is very accurate, relevant, and in line with the learning
objectives, as evidenced by expert validation, which yielded a 88% score. The experts have verified
that the contents of the cards accurately represent the grammatical structure of the grammatical
operator and are appropriate for the level of students. This means that the content meets the
requirements for teaching validity, which state that teaching resources must be adapted to learners'

needs and curricular objectives.

The design, usability, and visual elements of the media are all very suitable for classroom use,
according to the validation results of the media experts, which give a score of 94. A high score
indicates that the media are aesthetically pleasing, user-friendly, and effective in supporting
learning. Overall, the presentation, layout, and clarity of instruction were appropriate to support

students' involvement in the media.

These validation results demonstrate that the UNO card media produced meet the
requirements for educational media in terms of presentation and content quality. The high ratings
from both media and content experts indicate that the product is functional and ready for use in

the educational process, with no major modifications required.
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In theory, these results support the idea that effective teaching media should meet standards
such as visual appeal, pedagogical relevance, and content accuracy (Arsyad, 20106). To ensure their
effectiveness in achieving the learning objectives, well-designed learning materials should also align

with the principles of systematic learning design (Branch, 2009).

In addition, the high level of validation indicates that the media produced is both technically
and practically suitable for use in educational environments. This supports the argument that
teaching media are crucial to improving the effectiveness of the teaching and learning process by

fostering greater understanding and increasing student involvement (Sudjana & Rivai, 2011).

Opverall, the product development phase shows that UNO card media were successfully
developed and validated, and meet both technical and educational requirements. This phase lays
the foundation for later media implementation and testing of effectiveness in real classroom

environments.

3.1.4. Product Feasibility Test Results

Student feedback from the implementation phase has been used to evaluate further the
viability of the developed UNO Card learning material. This phase aimed to assess the usefulness,
usability, and aesthetic appeal of the media when used in classrooms. The evaluation used a

questionnaire to capture students' views on educational media during the learning process.

The overall feasibility score was 85 percent, which is classified as very feasible according to
the student questionnaire results. This percentage indicates that the majority of students had a
positive opinion of UNO card media. A high score indicates that the media produced meets the
requirements of practicality, meaning it can be used easily by students and successfully contributes

to the learning process.

Regarding usability, students reported that the UNO card medium was easy to use and easy
to understand during classroom activities. Students were able to follow the learning process without
difficulty, as the game's instructions were considered clear. This shows that the media meet one of
the key requirements for effective educational media, which is to be accessible and easy to use by

learners at their level.

Another important factor in the increase in student participation was the gaming-based
format of the UNO cards. Students had to interact with their classmates, make decisions, and apply
grammatical concepts in real time through interactive games as part of the learning process. Instead
of merely absorbing the information, this interactive learning experience encourages students to
interact actively with the material. This has made teaching more dynamic and more geared to

students' needs.
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In addition, students reported that the media has improved their understanding of the
grammatical operator. Students were able to practice and strengthen their understanding through
organized exercises and repeated exposure to content through games. This suggests that the media

support students' cognitive learning beyond simply capturing their attention.

Media reduced boredom during learning activities, another important finding of the
feasibility test. Traditional approaches to Arabic grammar instruction are often perceived as boring
and demanding, which may reduce students' motivation. However, integrating gaming elements
into the UNO card media has created a more pleasant learning environment, increasing students'

comfort and motivation to participate.

These results demonstrate that the media produced are suitable for use in real classroom
environments from a pedagogical perspective. The UNO card media meet the requirements for a
useful educational medium due to their simplicity, attractiveness, and interactivity. This supports
the idea that educational material should be useful and interesting to students and have sound

content.

Opverall, the feasibility tests indicate that using UNO cards as learning media for Arabic
instruction is highly feasible. Students' positive responses show that the media can enrich learning,
increase student involvement, and foster a deeper understanding of the subject. Consequently, the

media produced may be considered suitable for further use and efficacy assessment.

3.1.5. Product Effectiveness Results

The results of the students' pre-test and post-test were compared to assess the effectiveness
of the learning material developed for the UNO cards. The purpose of the survey was to determine
the extent to which media use enhances understanding of grammatical operators in Arabic language

education.

The results showed that the use of UNO-branded media has significantly improved students'
learning outcomes. The mean score before the test was 66, indicating that students' initial
understanding of the subject was moderate. This means that the students had difficulty
understanding the grammatical concepts associated with the grammatical operator before they used

modern media.

After the introduction of the UNO card medium, the average post-test score increased to 91
points. This significant increase shows that, by participating in the learning process and using the
media produced, students have achieved much higher levels of understanding. The increase in
scores shows that the UNO Card media's teaching exercises have helped students gain a more

thorough understanding of the subject.

Insyirah: Jurnal Iimu Babasa Arab dan Studi Islam, Volume 9, Issue. 1, 2026, pp. 96-110 103



Ihwan Rabman Babtiar”, Devina Firda Amalia®, Fatwa Arifal’, Mobhamad Sarip*, Siti Masyitoh®

The difference between pre-test and post-test scores also suggests that the media played a
key role in helping students bridge the gap between their initial understanding and their final
mastery of the subject. Students were able to interact more fully with the grammatical concepts
they were learning through the learning process, which included active participation through play-

based activities.

To further evaluate the effectiveness of the learning media, an N-Gain score was calculated.
The result showed an N-Gain of 0.74, which is considered to be high. This suggests that the degree
of improvement in student achievement is both pedagogically relevant and statistically significant.
The high N-Gain indicates that most students have made significant progress in understanding

after exposure to the media.

The developed UNO card media has had a significant positive impact on student learning
outcomes, as evidenced by the high N-Gain scores. This finding suggests that media can support
meaningful learning by enabling students to process and apply grammatical concepts throughout

the learning process actively.

Several factors can explain the effectiveness of the UNO Card medium in this study. First,
because the game is interactive, students must be actively engaged with its content. Students actively
participate in decision-making, problem-solving, and the direct application of grammatical rules,
rather than passively absorbing information. This active participation promotes deeper learning

and better knowledge retention.

Second, a game-based format makes learning more enjoyable and less stressful. When
teaching is presented in a fun and interesting way, students tend to be more engaged. This increased

motivation leads to greater focus and attention, ultimately improving learning outcomes.

Third, students are more likely to identify links within the content when using visual aids
such as coloured cards and structured sentence patterns. These visual aids reduce students'

cognitive load and make abstract grammatical concepts more tangible and understandable.

Moreover, as the game is repetitive, students may encounter the content several times in
different environments. Their understanding is enhanced, and they are better able to internalize
grammatical structures due to this repeated exposure. Through continuous engagement, students

can develop a deeper and more solid understanding of the subject.

From a teaching perspective, the effectiveness of the UNO Card media stems from its ability

to facilitate both cognitive and affective learning. Media improves students' cognitive
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understanding of the material. It effectively promotes commitment, motivation, and interest, all of

which are essential to a successful language-learning process.

Opverall, the findings show that the learning material developed for the UNO cards
significantly improves students' understanding of grammatical operators. The high N-Gain and the
significant improvement in test scores provide strong evidence that the media can be an effective
teaching tool in Arabic. Consequently, the UNO-card medium can be considered suitable for wider

use in comparable educational environments.

3.2. Discussion
The discussion is organized into four sub-themes: 1) the effectiveness of UNO card media
in enhancing grammar understanding, 2) theoretical foundations underlying the media, 3)

comparison with previous studies, and 4) implications, limitations, and recommendations.

3.2.1. The Effectiveness of UNO Card Media in Enhancing Grammar Understanding

The results of this study demonstrate that the use of UNO-based learning materials
significantly improves students’ understanding of grammatical operators. The N Gain score of 0.74
(high category) and the increase in mean scores from 66 (pre-test) to 91 (post-test) indicate a
substantial improvement. This finding is consistent with Baihaqi & Khasairi (2024), who reported
that UNO Flip grammatical inflection media enhanced Arabic syntax learning outcomes in
madrasah diniyah. However, the present study extends this line of research by focusing specifically
on grammatical operators, a topic not addressed in previous UNO card studies, and by testing the
media in a formal Madrasah Aliyah setting. Compared to (2025), who used UNO cards for
vocabulary mastery, and Imani, who focused on reading skills, this study contributes a new

dimension by targeting grammatical competence in a specific Arabic syntax topic.

The interactive nature of the UNO card media is central to its effectiveness. Game-based
learning is a well-established strategy for increasing motivation and engagement (Plass et al., 2015).
Through game mechanics, students are motivated to participate actively, which encourages deeper
cognitive processing. This aligns with the principle that active learning environments produce
better outcomes than passive strategies (Prince, 2004). Furthermore, classroom games can make
learning more enjoyable, reduce anxiety, and increase participation (Gee, 2003). Since motivation
influences persistence and commitment, it is a key determinant of success in language learning
(Dornyei, 2001). The interactive and competitive elements of the UNO card media enhance

students’ intrinsic motivation.

3.2.2. Theoretical Foundations: Game-Based Learning, Dual Coding, and Constructivism
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The effectiveness of the UNO card media can be explained through several theoretical
lenses. First, Dual Coding Theory posits that information presented in both verbal and visual
modes improves learning (Luo, 2022). The coloured cards and visual sentence patterns used in this
study helped students process abstract grammatical rules more effectively (Mayer, 2009). Second,
Constructivist Theory emphasizes that students actively construct knowledge through experience
and interaction (Brinkmann, 2017; Pakpahan & Saragih, 2022). In this study, students collaborated
with peers, made decisions, and applied grammatical concepts in real-time, thereby deepening their

understanding.

Third, the Game-Based Learning framework, as outlined by Plass et al. (2015), highlights that
well-designed games promote cognitive, motivational, affective, and sociocultural learning. The
UNO card media incorporated all these dimensions: cognitive (rule application), motivational
(competition and rewards), affective (reduced anxiety), and sociocultural (peer collaboration). The
use of the ADDIE model ensured that the media were systematically designed, validated, and

evaluated, thus meeting both technical and pedagogical standards (Branch, 2009).

3.2.3. Comparison with Previous Studies and Research Gap
Table 2 presents a comparison of UNO card studies in Arabic learning to highlight the

novelty of the present study.

Table 2. Comparison of UNO Card Studies in Arabic Learning

Study Focus Method Key Finding
Amran et al. (2025). Vocabulaty R&D Improved vocabulary mastery
Imani (2023) Reading skills Quasi-experiment Positive effect on reading ability

Arabic Syntax (general R&D Improved Arabic syntax learning

Baihaqi & Khasairi (2024) . .
grammatical inflection) outcomes

This study grammatical operator R&D (ADDIE) N-Gain 0.74 (high); very feasible

As shown in Table 2, previous studies have not specifically addressed grammatical operators,
a topic notoriously difficult for students due to its complex inflectional changes. This study fills
that gap by providing empirical evidence that game-based media can be tailored to a specific
grammatical topic and tested in a formal secondary school context. The high N-Gain (0.74)
achieved in this study is comparable to or higher than those reported in similar Arabic grammar
R&D studies, suggesting that the UNO card media is particularly effective for Arabic syntax

instruction.

Moreover, while Baithaqi & Khasairi (2024) focused on general grammatical inflection, the
present study narrows the scope to a single grammatical operator, allowing for deeper, more

focused practice. This is important because students often struggle with the specific rules of
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grammatical operators, such as the nominative of its subject and the accusative of its predicate
(Zakaria et al., 2025). By providing repeated, contextualized practice through gameplay, the UNO

card media helped students internalize these rules more effectively.

3.2.4. Comparison with Previous Studies and Research Gap

The findings of this study have several pedagogical implications. First, UNO card media can
serve as an alternative tool for teaching Arabic grammar, especially Arabic syntax, which is often
perceived as abstract and difficult. Teachers can use this media to create a more interactive, student-
centered learning environment that fosters both cognitive and affective engagement (Harmer,
2019). Second, the success of the ADDIE model in developing this media suggests that systematic
instructional design is crucial for producing effective learning materials (Branch, 2009). Third, the
positive student responses indicate that game-based approaches can change students’ attitudes

toward grammar learning, making it more enjoyable and less intimidating.

Nevertheless, this study has several limitations. First, the sample was limited to 25 students
at MAN 20 Jakarta, which restricts generalisability. Second, the study focused only on grammatical
operators; the effectiveness of UNO card media for other Arabic syntax topics (e.g., accusative
particles, proximity verbs, or genitive operators) remains unexplored. Third, the study lacked a

control group, so causal effects cannot be conclusively attributed solely to the media.

Future research should replicate this study with larger and more diverse samples across
multiple madrasahs. Experimental designs with control groups are recommended to strengthen the
evidence base. Additionally, researchers could explore integrating digital elements (e.g., mobile
apps) to complement the physical UNO cards, as blended learning approaches have been shown
to enhance flexibility and accessibility (Hockly, 2018). Investigating the long-term retention of

grammatical knowledge gained through game-based learning would also be valuable.

Opverall, this study advances the field of Arabic language teaching by providing empirical
evidence that game-based learning resources can be effectively designed and implemented for
specific Arabic syntax topics. The UNO card media not only improved students’ understanding of
grammatical operators but also increased their motivation, engagement, and participation in

learning.

4. CONCLUSION
The study aimed to improve students' understanding of grammatical operators by developing

and evaluating the feasibility and effectiveness of UNO-card-based learning materials. The results
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show that the developed media are highly practical, as evidenced by expert validation and positive

student responses, confirming their appropriateness, usefulness, and classroom acceptance.

Moreover, the results show that the UNO Card media has been successful in improving
student learning outcomes, as evidenced by the high learning outcomes achieved after
implementation and the significant increase in student achievement. These results support the idea
that teaching Arabic through game-based learning materials can improve understanding of abstract

grammatical concepts.

By integrating game-based learning methods into Arabic syntax instruction, particularly in
the teaching of grammatical operators, this study is advancing the development of new Arabic
grammatical teaching material. In practice, the media produced can be used as a substitute teaching

tool to create a more interactive, engaging, and student-centered learning environment.

However, the sample size and the study's context are limited. It is therefore recommended
to use this medium in a broader context and to investigate its effectiveness in other Arabic-language

material in future research.

REFERENCE

Amran, H. S., Nawas, M. Z. A., & Bakri, M. (2025). Pengembangan Media Pembelajaran Bahasa
Arab Berbasis Kartu UNO Siswa Madrasah Tsanawiyah Opu Daeng Risaju Palopo. Jurnal
Miftabnl Linai: Jurnal Pendidikan Agama Islam, 2(2), 145-154.
https://doi.org/10.59841 /miftahulilmi.v2i2.103

Andriani, A. (2015). Urgensi Pembelajaran Bahasa Arab dalam Pendidikan Islam. Ta@'a/lum: Jurnal
Pendidikan Istam, 3(1), 39-56. https://doi.org/10.21274 /taalum.2015.3.1.39-56

Arsyad, A. (2016). Media Pembelajaran. Rajawali Pers.

Azima, H. N., Qomariah, R. N., & Mahfuzah, N. (2024). ala’ auis z 21 adall 03Ua o] saill aalad IS
oeboat  Aeall ROLY)  obdl Al b kd WU Faabah, 1(2), 39,
https://doi.org/10.62748 / fasahah.v1i2.135

Baihaqi, A., & Khasairi, Moh. (2024). Pengembangan Media Kartu Uno Flip I'rab dan
Penggunaannya dalam Pembelajaran Nahwu di Madin Matholi’ul Huda. Jol.I.A Journal of
Langnage Literature and Arts, 4(9), 929-941. https://doi.org/10.17977 /um064v4i92024p929-
941

Branch, R. M. (2009). Instructional  Design: The ADDIE  Approach. Springer US.
https://doi.org/10.1007 /978-0-387-09506-6

Brinkmann, S. (2017). Persons and their Minds: Towards an Integrative Theory of the Mediated Mind (1st
edn). Routledge. https://doi.org/10.4324/9781315623658

Doérnyei, Z. (2001). Motivational Strategies in the Langnage Classroom (1st edn). Cambridge University
Press. https://doi.org/10.1017/CB0O9780511667343

108 Insyirab: Jurnal llmn Bahasa Arab dan Studi Islam, Volume 9, Issue. 1, 2026, pp. 96-110



Development and Feasibility Test of UNO Card Learning Media to Improve Understanding of Kana wa Akbwatuha Material in
Istamic High School Students a Study at MAN 20 Jakarta

Fahrurrozi, A. (2014). Pembelajaran Bahasa Arab: Problematika dan Solusinya. Arabiyat: Jurnal
Pendidikan Babhasa Arab dan Kebahasaaraban, 1(2), 161-180.
https://doi.org/10.15408/a.v1i2.1137

Gee, J. P. (2003). What video games have to teach us about learning and literacy. Computers in
Entertainment, 1(1), 20-20. https://doi.org/10.1145/950566.950595

Gemilang, D., & Listiana, H. (2020). Teaching Media in the Teaching of Arabic Language/ Media
Pembelajaran dalam Pembelajaran Bahasa Arab. ATHI.A : Journal of Arabic Teaching, Linguistic
and Literature, 1(1), 49—64. https://doi.org/10.22515/athla.v1i1.3048

Hake, R. R. (1999). Analyzing change/ gain scores. Department of Physics, Indiana University.

Harmer, J. (2019). The Practice of English Langnage Teaching, Fifth Edition (1st edn, Vols 1-5). ELT
Journal.

Haviz, M. (2016). Research and Development; Penelitian di Bidang Kependidikan yang Inovatif,
Produktif, dan Bermakna. Ta'dib, 16(1). https://doi.org/10.31958/jt.v16i1.235

Hockly, N. (2018). Blended Learning. ELT  Journal, 72(1), 97-101.
https://doi.org/10.1093/elt/ccx058

Imani, N. C. (2023). Pengarubh Penggunaan Media Permainan Kartu UNO terbadap Keterampilan Membaca
Bahasa Arab (Penelitian Efksperimen di MTs Negeri 39 Jakarta) [Doctoral, Universitas Negeri
Jakarta]. http://repository.unj.ac.id/42866/

Luo, L. (2022). A Study on the Application of Computer-Aided Dual-Coding Theory in English
Vocabulary Teaching. Scientific Programming, 2022, 1-10.
https://doi.org/10.1155/2022/5951844

Mayer, R. E. (2009). Multimedia ILearning (2nd edn). Cambridge University Press.
https://doi.org/10.1017/CBO9780511811678

Munawir, M., Winata, W., & Gunadi, R. A. A. (2022). Pengembangan Media Pembelajaran Bahasa
Arab Berbasis Liveworksheets Pada Jenjang Pendidikan Dasar. Jurmal Instruksional, 4(1).
https://doi.org/10.24853 /instruksional.4.1.%25p

Pakpahan, F. H., & Saragih, M. (2022). Theory Of Cognitive Development By Jean Piaget. Journal
of Applied Linguistics, 2(2), 55—60. https:/ /doi.org/10.52622 /joal.v2i2.79

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of Game-Based Learning.
Eduncational Psychologist, 50(4), 258-283. https://doi.org/10.1080/00461520.2015.1122533

Pratama, A. R. (2023). Analisis Penyebab Motivasi yang Rendah dalam Pembelajaran Bahasa Arab
di Pondok Pesantren Al Ma’arif. A-Urwatul Wutsqo : Jurnal Iinm Keislaman Dan Pendidikan, 4(2),
51-52. https://doi.org/10.62285/alurwatulwutsqo.v4i2.77

Prince, M. (2004). Does Active Learning Work? A Review of the Research. Journal of Engineering
Education, 93(3), 223-231. https:/ /doi.org/10.1002/}.2168-9830.2004.tb00809.x

Sakinah, N., & Harfiani, R. (2025). Upaya Peningkatan Minat Belajar Bahasa Arab Peserta Didik
Melalui Penggunaan Media Wordwall Di Kelas Xii Madrasah Aliyah Swasta Nurul Azmi
Medan. Journal of Sustainable Education, 2(3), 71-81. https://doi.org/10.63477 /jose.v2i3.327

Insyirah: Jurnal Iimu Babasa Arab dan Studi Islam, Volume 9, Issue. 1, 2026, pp. 96-110 109



Ihwan Rabman Babtiar”, Devina Firda Amalia®, Fatwa Arifal’, Mobhamad Sarip*, Siti Masyitoh®

Sholeh, M. H., Farid, E. K., & Sofa, A. R. (2025). An Analysis of Nahwu Learning Difficulties
among Students of Zainul Hasan Genggong Islamic Boarding School. A~Muyassar: Journal of
Avrabic Education, 4(2). https:/ /doi.org/10.31000/al-muyassat.v4i2.13670

Sudjana, N., & Rivai, A. (2011). Media Pengajaran. Sinar Baru Aglesindo.

Zakaria, M., Izza, Y. P., Anwar, S., & Muthi’uddin, A. (2025). Implementasi Metode Drill dan
Hafalan pada Program Kilatan 40 Hari dalam Menguatkan Pemahaman Santri terhadap
Nahwu dan Sharaf Pondok Pesantren Al-Hasani Logawe Tuban. DLALAR: Jurnal Pendidikan
dan Pembelajaran, 4(4), 734-742. https://doi.org/10.54259 /diajar.v4i4.5327

110 Insyirab: Jurnal llmn Bahasa Arab dan Studi Islam, Volume 9, Issue. 1, 2026, pp. 96-110



