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ʎɲȄȲɽɱۚܣࡧɘȫ:ࢫȓʊɮʊɨɐȖࢫȓɨʊȷɼࢫȳʈɽɈȕࢫࢫȓʊȋȳɐɦȄࢫȓɔɨɦȄࢫȔȄȮȳɘɭࢫɯɨɐȗɦࢫ"ɼȮɽɦ"

ȥɳʆȮȆɓࢫȆȉֺ ʊɟࢫȓʊɭֺ ȷࢫלȓʈɽɱȆȝɦȄࢫȳɸȴࢫכȓȷȲȯםȄࢫʏࢭȸɛࢫ:ȆȕȳɟȆȡ׿ܣ.ࢫɨɐɦȄࢫȟȨȍɦȄࢫ.ࢫɯ

ʊɭɽɢݍݰȄࢫȆȕȳɟȆȡࢫȓɐɭȆȡࢫ.ɰɽɳɘɦȄɼࢫȔȆɔɨɦȄࢫȓʊɨɠࢫ.ȓʊȋȳɐɦȄࢫȓɔɨɦȄࢫȓʊȋȳȕ,ȓࢫհծկշ 

ɦࢫ ȟȨȍɦȄࢫ ȄȱɸࢫɖȯٱڈʈɽɈȗࢫ ȓʊɮʊɨɐȗɦȄࢫ ȓɨʊȷɽɦȄࢫȳࢫɼȮɽɦ ՔȮȆםȒࢫȔȄȮȳɘɭࢫɔɨɦȄࢫȓ

ȓʊȋȳɐɦȄ,ࢫɦࢫ ȓȍɓȲࢫ ȓʊɛ؅فɯɨɐȖࢫȈֺɈɦȄࢫʏࢫࢭȳȼɏࢫ ɾȯȧǻࢫ ɪɀɘɦȄࢫࢫ ʏࢭȄࢫ ȓȷȲȯםɸȴࢫכȳ

ȓʈɽɱȆȝɦȄࢫȓʊɭֺ ȷࢫלȥɳʆȮȆɓࢫȆȉֺ ʊɟࢫȄࢫȓɨʊȷɽɦȄࢫȓʊɨɸǷࢫȓɗȳɐɭࢫɪȡǷࢫɵɭɏࢫȓʊɮʊɨɐȗɦࢫʄڴ

ɵɭࢫɯʊʊɜȗɦȄࢫȶȆȷǷࢫȆםȄࢫɪɸǺɭɼࢫȒȮࢫࢫɯʊʊɜȕࢫȓɗȳɐɭɼࢫȓɨʊȷɽɦȄࢫɪɸǺɭࢫȈֺɇםȄ Ȳȯȷȓࢫ

 ȳɸȴࢫࢫכȓʊɭֺ ȷࢫלȓʈɽɱȆȝɦȄȥɳʆȮȆɓȆȉֺ ʊɟࢫ.ȓɨʊȷɽɦȄࢫɷȱɸࢫʏࢭ 

ࢫࢫࢫࢫࢫࢫࢫࢫࢫࢫ:ɪȧȄȳɭ ɽɦɼȮࢫࢭʏࢫɑɳȿࢫȓɨʊȷɽɦȄࢫȓʊɮʊɨɐȗɦȄࢫࢫȓȣʊȘɱȹɮȫࢫȓȷȄȲȯɦȄࢫɤȯȕࢫɏڴʄࢫ

(կࢫ)ɪʊɨȨȕ,ࢫࢫʄڴɏࢫȄȯȡࢫɯɺɭࢫɪʊɨȨȗɦȄࢫȄȱɸࢫ.ɯɨɐȗɦȄࢫʏࢫࢭȈֺɈɦȄࢫʄڴɏࢫȔȆȡȆʊȗȧࢫטɪʊɨȨȕ

.ࢫɼࢫɉʊɈȬȕࢫȄ ȲɽɈȗםȠȆȗɱࢫȓɏȆɳȿࢫɉʊɈȬȗɦȄࢫɵɭࢫט ࢫɯʊɮɀȕ,(ࢫհ, )ȠȆȗɱȗɈȒȲɽࢫȄםט 

 ǺȸɦȄࢫȓɛȆɈȉࢫɼࢫȓȍɐɨɦȄࢫȓȧɽɦȆٕڈɗࢫɤȄࢫࢫɼࢫȒȲɽɀɦȄࢫ,ȓʊȋȳɐɦȄࢫȓɔɨɦȄࢫȔȄȮȳɘɭ(ձ)ࢫȳʈɽɈȕ,ࢫ

ࢫࢫɪɸȒࢫȄםɟ Ǻɮ ՔȮȆࢫɽʈȲࢫȆɮɸȆɳʋȷࢫࢫ:כȰȆȗȷࢫǷࢫ,ȠȆȗɱࢫɵɭࢫ؄ȫفɯʊʊɜȕɰȄࢫט ࢫɻʊɗࢫȓʊɨɮɏɦȄɯʊʊɜȗࢫ

ࢫ ȰȆȗȷࢫכɼȹȊȆɱȳȉࢫ ȯɮȧǷࢫ ɵʆȮȄȲ؈فࢫȗȸȡȆםȄࢫɟ֗ȓɨʊȷɽɦȄࢫ ɪɸǺɮࢫ(ղࢫ )ȓȋȳȣȕࢫȲȆȍȗȫȄࢫ ,

ȓʊɨɸǷࢫȷɽɦȄʊɨȓࢫࢫȓʊɮʊɨɐȗɦȄ ɼȮɽɦࢫࢫȓȷȲȯםȄࢫʏࢫࢭȳɸȴࢫכȓʊɭֺ ȷࢫלȓʈɽɱȆȝɦȄ ֺ ʊɟȥɳʆȮȆɓࢫȆȉࢫ
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ȳȼɏࢫɵɭࢫȈֺɈɦȄࢫࢭʏࢫȓȋȳȣȕࢫȓʊɱȄȯʊɭ.ࢫɪɮɐʇࢫȓȋȳȣȗɦȄࢫםȓɗȳɐࢫȓʊɦȆɐɘɦȄࢫɵɭࢫࢫɑɭȓȸɮȫࢫ

ࢫȄםȒȲɽɈȗט  ȠȆȗɱ( ,ճࢫ ),ɯʊʊɜȕࢫט ࢫ ɯʊʊɜȕȠȆȗɱࢫȎȗȷࢫט ȥǾȆȗɱࢫ ʄڲǻࢫ ȄȮȆɳȘȷȄȔȆɱȆʊࢫȄۘܢɦࢫ

șɏȴɼ ࢫʄڴɏȒ ՔȮȆםȄࢫɪɸǺɭࢫȓɨʊȷɽɦȄࢫɪɸǺɭࢫɼࢫɇɼȈֺࢫࢫȓȷȲȯםȄ ȳɸȴࢫכȓʊɭֺ ȷࢫלȓʈɽɱȆȝɦȄࢫ

ȆȉֺʊɟࢫȥɳʆȮȆɓ. 

(ࢫկࢫ:ۂʏࢫȑȸȨɦȄɯʊʊɜȗࢫȉࢫɵɭࢫȓɨʊȷɽɦȄࢫȓʊɮʊɨɐȗɦȄࢫɼȮɽɦࢫȓʊɨɸכ ࢫȄȓɨȧȳםɼࢫȆɭǷࢫ

Ȓࢫ ՔȮȆםȄࢫɪɸǺɭࢫɵɭɨɀȧșࢫ%ࢫʄڴɏշմࢫ"ȄȯȡࢫɝǾַ ɵɭࢫɪɸǺɭࢫȓɨʊȷɽɦȄࢫ(ࢫɻɛȳɘȉ ,հࢫ"

ࢫ% ʄڴɏࢫ șɨɀȧշղ "Ȅȯȡࢫ ɝǾַ ࢫ" ɻɛȳɘȉ ,ձࢫ )ȓʊɱȄȯʊɭࢫ ȓȋȳȣȕࢫ ȯɳɏࢫ Ȉֺɇࢫ ɵɭࢫ

ࢫ ʄڴɏࢫ șɨɀȧ%նշࢫȉɻɛȳɘࢫ."Ȅȯȡࢫ ɝǾַ ࢫɼȮɽɦࢫࢫ" ȓȍɐɦࢫ șɱȆɠࢫ Ȅȱࢫ٭ڈȔȄȮȳɘםȄࢫ Ȓ ՔȮȆם

ȓȍȷȆɳɭࢫ ַɬȄȯȬȗȷࢫࢫȈֺɈɦȄɠࢫȓɨʊȷɽࢫʏࢫࢭȓʊɮʊɨɐȖ.ȓʊȋȳɐɦȄࢫȓɔɨɦȄࢫȔȄȮȳɘɭࢫȒ ՔȮȆɭ  
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ABSTRAK 
 

Khifni Nurani, Pengembangan Media LUDO Untuk Pembelajaran 
kosakata Bahasa Arab di SMA Islam Al-Azhar Kelapa Gading. Skripsi. Program 
Studi Pendidikan Bahasa Arab Fakultas Bahasa dan Seni Universitas Negeri 
Jakarta. 2019  

Penelitian ini bertujuan untuk mengembangkan permainan Ludo sebagai 
media pembelajaran untuk meningkatkan motivasi belajar siswa dan penguasaan 
kosakata bahasa Arab pada siswa kelas XI di SMA Islam Al-Azhar Kelapa Gading; 
mengetahui kelayakan media pembelajaran Ludo berdasarkan penelitian dari ahli 
materi dan ahli media; dan mengetahui penilaian siswa di SMA Islam Al-Azhar 
Kelapa Gading terhadap media pembelajaran Ludo.  

Hasil penelitian melalui lima tahap dalam pembuatan media pembelajaran 
Ludo: 1) Analisis (Analysis), Analisis kebutuhan terhadap siswa dalam belajar. Jadi 
analisis ini sangat penting terhadap produk yang akan dikembangkan, 2) Desain 
(Design), membuat desain dari produk yang akan dikembangkan. Desain papan 
permainan dan kartu soal memuat gambar dan kosakata bahasa Arab, 3) 
Pengembangan (Development), Proses penilaian rancangan produk yang dilakukan 
dengan memberi penilaian. Penilaian produk dilakukan oleh ahli materi (Ustadz 
Ario Sina, S.Hum) dan ahli media (Ustadz Raden Ahmad Barnabas, M.Pd), 4) 
Implementasi (Implementation), Pengujian kelayakan media pembelajaran Ludo di 
SMAI Al-Azhar Kelapa Gading dengan 15 siswa uji coba lapangan. Uji coba 
dilakukan untuk mengetahui efektivitas dari produk yang dikembangkan, 
5)Evaluasi (Evaluate), Mengevaluasi produk berdasarkan hasil angket yang 
diberikan kepada ahli materi, ahli media, dan siswa SMAI Al-Azhar Kelapa 
Gading. 

Tingkat kelayakan media pembelajaran ludo berdasarkan penilaian: 1) Ahli 
Materi diperoleh rerata presentase skor 96% yang termasuk dalam kategori Sangat 
Layak, 2) Ahli Media diperoleh rerata presentase skor 94% yang termasuk dalam 
kategori Sangat Layak. 3) Penilaian kelayakan media oleh siswa uji coba lapangan 
diperoleh rerata presentase skor 89% yang termasuk dalam kategori Sangat Layak. 
Dengan demikian, maka media ludo layak digunakan sebagai media pembelajaran. 
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ABSTRACT 
 

Khifni Nurani, The Development of LUDO media for Learning Arabic 
Language Vocabulary at Al-Azhar Islamic High School Kelapa Gading. Skripsi. 
Arabic Language Education Study Program, Faculty of Language and Art, Jakarta 
State University. 2019 

This study aimed to develop the Ludo game as a learning media to 
improving students learning motivation and to help the students in doing the 
vocabularies task in grader XI of stundets Al-Azhar Islamic High School Kelapa 
Gading; knowing the feasibility of learning media Ludo based on research from 
material experts and media experts; and find out the assessment of students at Al-
Azhar Kelapa Gading Islamic High School towards Ludo's learning media. 

The results of the study went through five steps in producing Ludo's learning 
media: 1) Analysis of the needs of students in learning. So this analysis is very 
important for the product to be developed, 2) Design, make the design of the 
product to be developed. Game board design and question cards contain Arabic 
images and vocabulary, 3) Development, The process of evaluating product design 
is done by giving an assessment. Product assessment was carried out by material 
experts (Ustadz Ario Sina, S.Hum) and media experts (Ustadz Raden Ahmad 
Barnabas, M.Pd), 4) Implementation, Testing the feasibility of learning media Ludo 
at Al-Azhar Kelapa Gading with 15 field trial students. The trial was conducted to 
determine the effectiveness of the product being developed, 5) Evaluate, the product 
based on the results of the questionnaire given to material experts, media experts, 
and students of Al-Azhar Islamic High School Kelapa Gading. 

The level of feasibility of ludo learning media based on assessment: 1) The 
material expert shows the average of score percentage is 96% (Very decent), 2) 
media expert shows the average of score percentage is 94% (Very decent). The 
scoring of the students in the experiment show that the average of score percentage 
is 89% (Very decent). therefore, the ludo media is suitable to be used as a learning 
media. 

 

 

 

 

 

 


