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ABSTRAK

Zilfa Azzahra. “Pengaruh Penggunaan Media Flippity Video Game
Terhadap Hasil Belajar Bahasa Arab Siswa Kelas VIII MTSN 25 Jakarta”.
Skripsi. Jakarta : Program Studi Pendidikan Bahasa Arab, Fakultas Bahasa dan
Seni, Universitas Negeri Jakara, 2025.

Penelitian ini bertujuan untuk mengetahui pengaruh penggunaan media
Flippity Video Game terhadap hasil belajar Bahasa Arab siswa kelas VIII di
MTsN 25 Jakarta. Latar belakang penelitian ini didasari oleh rendahnya hasil
belajar siswa yang dipengaruhi oleh kurangnya variasi media pembelajaran
yang menarik dan interaktif. Media Flippity merupakan media digital berbasis
Google Sheets yang menyediakan berbagai fitur pembelajaran interaktif seperti
permainan edukatif, kuis, dan flashcard yang dapat meningkatkan keterlibatan
siswa dalam proses belajar.

Penelitian ini menggunakan pendekatan kuantitatif dengan metode quasi-
experimental dan desain post-test only control group. Sampel terdiri dari dua
kelas, yakni kelas eksperimen yang menggunakan media Flippity Video Game,
dan kelas kontrol yang tidak menggunakan media Flippity Video Game.
Instrumen yang digunakan berupa tes objektif pilihan ganda yang diberikan
setelah pembelajaran (post-test).

Hasil penelitian menunjukkan bahwa rata-rata nilai post-test siswa di kelas
eksperimen adalah 86.74, sedangkan kelas kontrol memperoleh rata-rata
78.95. Hasil analisis uji-t menunjukkan nilai Sig. (2-tailed) sebesar < 0.001, dan
t-hitung sebesar 3.503 lebih besar dari t-tabel 2.021. Dengan hasil yang
diperoleh, dapat disimpulkan bahwa penggunaan media Flippity Video Game
memberikan dampak positif yang signifikan terhadap hasil belajar Bahasa
Arab siswa.

Kata kunci : Flippity, hasil belajar, Bahasa Arab, media digital, pembelajaran
interaktif.



ABSTRACT

Zilfa Azzahra. “The Effect of Using Flippity Video Game Media on the
Arabic Language Learning Outcomes of Grade VIII Students at MTSN 25
Jakarta.” Undergraduate Thesis, Jakarta: Arabic Language Education
Study Program, Faculty of Languages and Arts, Jakarta State University,
2025.

This study aims to determine the effect of using Flippity Video Game media on
the Arabic language learning outcomes of eighth-grade students at MTsN 25
Jakarta. The background of this study is based on the low learning outcomes of
students, which are influenced by the lack of varied, engaging, and interactive
learning media. Flippity is a digital media platform based on Google Sheets that
offers various interactive learning features such as educational games, quizzes,
and flashcards to enhance student engagement in the learning process.

This study employs a quantitative approach using a quasi-experimental
method and a post-test only control group design. The sample consists of two
classes: an experimental class using Flippity Video Game media and a control
class not using Flippity Video Game media. The instrument used was an
objective multiple-choice test administered after the learning process (post-
test).

The results showed that the average post-test score of students in the
experimental class was 86.74, while the control class obtained an average of
78.95. The t-test analysis results showed a Sig. (2-tailed) of < 0.001, and the
calculated t-value of 3.503 was greater than the table t-value of 2.021. Based
on the results obtained, it can be concluded that the use of Flippity Video Game
media has a significant positive impact on students' Arabic language learning
outcomes.

Keywords : Flippity, learning outcomes, Arabic language, digital media,
interactive learning.

(n



B AcY g yotadll

e Jlaty il alil S5 wumdl ool cpumnydl oyl an

AL Olpiny Sl pde JWS] oo B>l ciSas cdlady diag diead

agall M A2l 5L @La§ il e Flippity Video Game s ol dseiw
05, YO n gSoedl 2paduddl A gl Buoytll 3yl

Sl 5,Sle Aasly @ Josb cudg) Aopall Bl 2Ll oy
JLSY sas¥l 5l § wlall cmdl quuas lia LdbIl e e ez
A" e Lgomn L) cold I« GagaygISN d2ps (e Jguasell ggulys
agall M a2l G5 @lad w5l e Flippity Video Game Uiy ol dsei!
5,S L YO e gSioell 2paduadl A gl duoyutll 3yl

2 gSaell 1,S o Aaalomy Lpall 2alll oulad o ) ued) lia a5
Yl el lda LS sl adazad Yy «ususl K1 2oy e dadlgall
d) Lo yyuasg LaySLa ALl 0 859 o6y il Buslunay

@ Loyadl Bl sl @ud u)S ptusr Ul (LS dema HeaSll )
M5 2eaps 81 (951 § 2 Ll el (g1 Ao gl 1,S 1> Aaalss
ozl sda § Lawly

a Ll adyl gddl Jo¥l (8, 4dS ¢ i Wl ¢ goliin (quads sgaSull Y
ALl d Bl (e ol e LS § Ll buie Ludlg 3 yuadly

Bsadly ALl wi)l gl L1 8,8l s W coliany sgasull LY
AL d @l e el s 2,US § Lesilues Busludly



sl M sl ) S pruasll ualiy el ol HeaSudl .

ALl ) Gl e LS 3 Lpaibusg SeLudly uadly a1

AL J) cemd! 1 B 3 Leasluwg saclulls

Aap B sy S dtigny pwll (opdl 26 e eSSl
Al oda 3 Lgalys I Beans8Y1 ¢ 95401 § Ll el gl
28yl (yo atSI1 1gactd (A yadl ARM1 ko o 3 cosnyoll) pa
833 pgleg dpyall LIl eulaslly

e 155 0l 5,S > Y0 dasSianll Aliiogill Aoyl 3 Aodalls elall
Gl sdn Bulee qes § alaia¥ly Lllally cdsll bgsl sl
) L8] @S Liaily 0Saolemg @Siglad e oS,S4T

Gals olocdy oldll ¢yl g cniwgel A Y1 ALl 1y

sl a2 olie Baliib s oo mc

Leae g a3l &Ll qulss @ lile B33 elgo cgpiuall g5 Y

oo SO a8 (il Asyall Lalll qlad oud § byl ally pres
833 pgles L pall AL ulaslly 28,
oo S a3 GloUl Lo g Bloyd oLy condll § (Dlss
Sl g oyl Alds il [SCialg cim e 2418 4 Bueludly @e ]
Cras s oreimm OF <l Jlaol B yall U1 eudad e (3 Baolydl o0
oleitly AL Gele

A

AY



09 G el @iliin Aol U1 el cud @ Sl YI Dlee; Y
Gl sungs Losbo oy (833ly55 Gyisn oy (Landl (alo oo
of dil Jlul el lia LUS § sucludly meddl o SO (poutd
sl AL (ele (rasg a5 (i

oS lebacl J) Lolsg (BTS 43,5 1) olaedly ,SCadl Ly paasl N e
oS cotarz Dl dowga doz (Algy o cpxSsw @S (Ogals
e Aol Aadyg ald] Hauan 1538 (pdll (gSaig Go2g «fsuels
(Sl 0 Slgiw pud oo

has O Gl (pinga JWS K ) olaedly [SA) jallsy ﬁ.x.a_ﬁ No
Sy Aan €Y Al Il e clghas (pa Bglas S 3 glieg 33l>s aLl)
48l (o 59008 Lo (e &TEAM 48,89 Tomorrow X Together 48,5 ||
Bpudl oda JMS Soins ey dnlmy|
O sls ALl Lols g cauezell 230 el i 05K O e dps

kel Jlas ditly JLS Y e 13y el a

Y. YO0 9oy ¥ Sl



‘ M I ‘ "‘ . ’ - - .
00000000000000o000000o00000000000ooooooooooooooooooooooow 7 dﬂu\ﬁm W
-
ererserrerrerrerresrsersersorsossssrssrersessesrsssssssassssesrssrsersess LEMBAR PENGESAHAN
g
&

z S dl Jlol 4,3

PP00000 0000000000000 00000000000000000000000000000000000000000000000000000000000000 vy )ﬁ;

aooooo00000000000000000000000000000000ooooooooooooooooLEMBAR PERNYATAAN ORISINALITAS

ST VOUR - { SLXPODN| PN | JCOPSA (B0 R P T [N (R PN

LEMBAR PERNYATAAN PERSETUJUAN PUBLIKASI KARYA ILMIAH UNTUK
30000000000000000000000000000000000000000000000000000000000OOOOQOOQOQOQKEPENTINGAN AKADEMIS

23 -
>00000000000000000000o0000000000000000000000000000000000000000000000000000000000000000000M‘

L00000000000000000000000000000000000000000000000000000000000000000000000000000000000000QQQQQQQQABSIMK
Gorerrremsrmssssssssansssssssssssssssssssansssssssassssasssssssssssssssssssssssssssossssss ABSTRACT
=
i | 8 ae¥ g wadidl
D e I L~ IR
S

s
&% - -
( ’0000000000000000000000000000000ooo0000000000000000000000000000000000000000000000000000‘—‘2’-" &—ib}.‘.ﬁ&
o

-
\ dold " y‘ Ll."
P00 000000000000000000000000000000000000000000000000000000000000000000000000000 * 3 u .
5

esesesssesrssrressrecsresnne ...................................................................%J‘ ‘LLQ—[}
. . .
3 n &

Loo.00.0o0..0..00.000..0...00.00...0o.000.00000.00...0..0..000.00...o..oo.oo...o

v - 2 ‘ - ‘
2



-
V 2 ‘ . uo ‘
& - £
~ L—g uxdz‘
M C
.
. -
4 4
- 3
4 +

d

RSIICEEN | WP PRI < > { P X PE T -01 JCK W IOL R4 R |

&

UL P D VPR
Vst FUDPIY 7 3L (8
Y b e Flippity Video Game ws\adi (z
Y\.oooooeeeeee. Flippity Video Game plaseivwly Ggiome ¢ Lad] Silglas (o

teeesreesreesresrresrrssrrsrrenn

N - s M
vy 5 [ S T
PP000 0000000000000 000000000000000000000000000000000000000000000000 A riaurd * H .
*

&

'Y LA._\.:. L’;..zd\ ) lia |
= QO

Y CA.?_J‘ 43

gl



V"¢ L:b i i M‘ X ‘
0 + Z

-
0 Y
. £ £
3 - &
4= 5 4
1 2\.\.".5.1‘ Y
V.................................................................................................. M‘ o
L.
A Ao ‘ i
..
3
¢¢ s LvLu.” 3 |
bl o S
-
s 4
"”"”'”"”"""”""""”"”'”"‘”""”"”””"”"”"""””""”’(J’“" .
% L.

1Y : A
- Aol e
PPV 0 0000000000000 0000000000000000000000000000000000000000000000000 2 B QE u vy
? -

&

¢y h L"Lu.” 3 |
4L

ST RRIIP VO | IO 7 VUL F-FY1 | PUPS P
€9 g LT Cagall § 3 yall il @lad lss Y

- SOOI | UL | PP 2 | I\ P E5 | EER

L | PPUL JON | P4 | I\ PEEY{ [ LR

oy Slas el Hlasl ©ils .z
B Py E .



04 45 |
4

LS O TOUOUOUOUOUSOU U SOUUOU SO U OO U SOU O T OPE OO OUEOUEIOTOUIPEOUIUUVU L= L | I P Y PR

1* - | o -
‘t-Q-‘ .
0000000000000 0000000000000000000000000000000000000000000000000000000 OW ) N
-

e

2

1 ¢ u\m.‘i.”
- 3
k i....................................................................................................&_’LL@}IJ‘ .Z

1" E a4l as | Ll
. L ORI <5< SRS PRI ... 3B s
- Vom
.
TA r 598l el anl Ll
e~ 3

\ asladl sl
Q aooooo00000000000000000000000000000000000000000000000000000000000000000000000000000000004—5—’ QM
-



Y ettt e sees el mpasai Y Jguzl
Y s el caall g)’ﬁo&ol..zacv.\‘ Jeuztl
Y00 oo et eeeeeeee e eseseseseenenee 0-Ag t-A Cagall b Aie V.Y Jguzdl
AT A7 A AN N, IS FCA PSSV R I PRES |
Yo @l h ... (N Bl Jolas pwss ¥.0 Jouz!!
. 9 SRR Lo yall ) Jazs 5Las | Guase ilus @i ¥ Jguz]!
... G NN ABgioll Jalan Cariums V.V Joaz|
2 Ao yall 2l @l il 5l | Audgige ol Aol A Joutn|
13 SO =il capall guaddl HLas¥l blad 61,55 aajes €. ozl
. W W Lolall ol guaddl 5Lasy bled (651,85 aa3e5 £.Y Jgaz!
- SOOI, 0, SOOI A0 B, TR , ol el Hlas | sl €Y Jguz!!
=20 VOO, ... S S ol las | il €8 Jouzd|
O ettt bbb tylas) ml €0 Jguz]!
O At teslps yall Hlas | miln €71 Jouzd|



SLed! ooy il

Y Flippity 3 4us J| sl Y.V @yl
YV e, Flippity Video Game §gizea s Léd| &ilglas V.Y MJ'“
-2 DR =) caall aaldl HLasdl § Jmmad (651,SEl 7yl €0 e
0V Lulall aiall guaidl jLas¥l (§ Juamdd 65,1 zpadl £.Y )l
OF e, o=l casall guaidl sLas¥l Normal Q-Q Plot £.Y !
(2% Lol aall guaddl jLas¥| Normal Q-Q Plot £.¢ syl

G-



VY cttitmintesesess s @laddl dais alas ) 30U
A oot seee dalad) 33U Y 3oL
AOeeeeeeeeeeeeseoseesteesesesesseessseseeseses e gl 5L dliw ¥ 5oL
LR TN A7 S Gadl L AMall slas ¢ 5D
WS Gl 5L 484361 s | 0 3D
Ve dapally oyl Gaial gaad) HLasyl cleys wls 1 3
" N, Lally guymtll aal bl cagmg V 3o
L. SV SBledl slas | zilo A 3
L\ D . W (T W alall zsls 4 3=
IR T O e’ A7 A UPCL § AL A5l V- 3oL
ST Sy, Sl alas) 3ol V) 3O
Ve Tt ablall guied! VY 3D
VoVrrno LIV RTINS oyl 3edl VY 50U



