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Abstract. In this digital era, technology-based learning media are attractive to students because it
improves their learning outcomes. Therefore, this study aims to determine the improvement in
learning outcomes for Arabic vocabulary using scrabble game media. It was designed using a quasi-
experiment with a sample of 81 people. Furthermore, the data collection technique was conducted
through pre-test and post-test, as well as analyzed by SPSS 26. The results showed that students'
Arabic vocabulary ability is improved by using scrabble game media. This conclusion followed the
results of the Mann-Whitney analysis and the N-gain test, where the highest score was in the
experimental class after treatment.

1. Introduction

Arabic vocabulary is one of the language elements needed to create a good communication
skills[1]. Poor vocabulary leads to low language skills[2] and given its importance[3] in learning, this
aspect should attract the attention of every educator[4]. In the reality of learning Arabic, reported has
been made that students' vocabulary is still low at different levels[5].

To overcome the low Arabic vocabulary ability, efforts have been made to conduct different
studies. These include using different learning methods[6],[7], the use of media as considered relevant
[8], reformulation of learning resources [9], increased teacher training [10], the use of information
technology in learning, as well as various other efforts.

Regarding the student's ability, studies were conducted on scrabble game media in improving the
vocabulary skills. This desire is inextricably linked to the use of these games in learning since it helps
students to easily learn vocabulary and store different words in their memory[11]. In addition, it is a
great educational game to play with kids even though sometimes it can take too long. Most children do
not like to participate in playing scrabble because of the long playing time[12]. However, the game as
a learning media has been shown to improve learning outcomes[13]. Studies have shown that students
tend to focus more on scrabble application contained in tablet than the board game[14]. Therefore, this
study aims to determine the learning outcomes improvement for Arabic vocabulary by using scrabble
games as a learning media. This can provide information to educators about learning innovations using
the right media. Equally important, it may reinforce or refute previous studies related to the use of
Scrabble games as a means of learning.

2. Material and Methodology
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The study material is related to Arabic vocabulary and the scrabble games. The vocabulary used
consists of 25, 15 and 10 vocabularies of isim, fi'il form, and harf form respectively. Meanwhile, the
material related to scrabble games as a learning medium is used to teach 50 Arabic vocabularies.

This study uses a qualitative approach with a quasi-experiment type and this approach was chosen
because the type of data desired and analyzed is in the form of an improvement from a certain to a
different state. Statistical calculations can be used to measure the improvement. Furthermore, it was
conducted at State Madrasah Tsanawiyah 1 Pasaman and the sample consisted of 81 (eighty-one)
including 41 control and 40 experimental classes.

The data were collected by using pre-test and post-test techniques. The pre-test was the Arabic
vocabulary ability test before the experiment was conducted in the control and experimental classes.
Meanwhile, the post-test was intended to obtain data on the students' ability in Arabic vocabulary after
conducting the experiment. The results were then analyzed using SPSS 26 and the use of this tool was
intended to facilitate studies in conducting the analysis.

3. Results and Discussion

The pre-test results of the students 'ability in the control class toward Arabic vocabulary showed
the lowest score of 65 while the highest was 100. Meanwhile, the pre-test result in the experimental
class for the lowest and highest score of 50 and 97 respectively. This acquisition is known from the
participants' answers on 50 item questions that include isim, fi'il, and harf. The intended pre-test
results can be described in Figure 1 below:

Pre-test Control class Pre-test experimental class
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Figure 1. The frequency distribution curve of the pre-test scores for the vocabulary abilities on the
control and the experimental classes

The Arabic vocabulary which is used as study material and as a scrabble game consists of 50
vocabularies, as shown in Figure 2 below:

Figure 2. Scrabble conducted experimentally
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A significant improvement occurred in the students' ability in Arabic vocabulary using the scrabble
game. This statement followed the results of the post-test with the number of 50 questions been equal
to that of the pre-test. Based on the results, the score can be described as in Figure 3 below:

Post-test Control Class Post-test experimental class

14 18
12

10

52-60 61-69 70-78 79-87 88-96 97-105
80-83 84-87 88-91 92-95 96-99 100-103

Figure 3. The frequency distribution curve of the post-test score for the vocabulary ability of the
control and the experimental class

Table 1. Kolmogorov-Smirnov Normality Test
Tests of Normality

Class Grbiip Kolmogorov-Smirnov® Shapiro-Wilk
Statistic df Sig.  Statistic Df  Sig.
The score of Experiment Class  ,253 40 ,000 ,860 40  ,000
vocabulary skills  Control Class ,195 41 ,000 ,889 41 ,001

a. Lilliefors Significance Correction

The SPSS output table above showed that the significance score of the control and experimental
classes using the Kolmogorov-Smirnov normality test is 0,000. Meanwhile, the results of the Shapiro-
Wilk normality test have the significance of the control value of 0.001 and the experimental class
value of 0.000. This means that the significance score of the post-test data normality test above is too
small. Therefore, the value cannot be seen in the SPSS output image in the significance section above.

Table 2. Mann-Whitney Analysis Test Results

Test Statistics®
Arabic Vocabulary
Ability
Mann-Whitney U 602,500
Wilcoxon W 1422,500
V4 -2,086
Asymp. Sig. (2- ,037

tailed)
a. Grouping Variable: Class

The basis for decision making is used as a reference in the Mann-Whitney test:

a. When the value of Significance or Asymp. Sig. (2-tailed) is smaller than the 0.05 probability
then the hypothesis or "Ha is accepted"

b. However, when the value of Significance or Asymp. Sig. (2-tailed) is greater than the 0.05
probability then the hypothesis or "Ha is rejected"

Based on the Mann-Whitney analysis data above, a significance point of 0.037 was obtained. When
this level is compared with the reference for the Mann-Whitney decision making, it is 0.037 <0.05.
Therefore, it can be concluded that hypothesis a (Ha) or 1 is accepted. In the previous chapter, it was
explained that hypothesis 1 was "There is a significant difference in the vocabulary mastery of
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students after learning scrabble game media. Therefore, this game influences the students' Arabic
vocabulary abilities. To determine the effectiveness, the Normalized Gain test or abbreviated as N-
Gain was conducted.

N-Gain Control Class N-Gain experimental class

N-Gain Persen
B
=]
N-Gain Persen

-16,67

-20

Kelas Kontrol

Figure 4. N-Gain Test Results

Based on the above N-Gain calculation table, previously analyzed with SPSS version 26, it can be
seen that the value for the experimental class 48.2667 has been placed in the less effective category.
Meanwhile, the control class has a score of 50.13889 when compared to the N-gain category table
above, and it is included in the less effective group.

After the statistical data obtained from the post-test has been analyzed, the students' learning
outcomes towards the mastery of Arabic vocabulary, the results of the hypothesis test using the Mann-
Whitney test had a significance value of 0.37, while that of the table was 0.05. When compared to the
calculation score with a table score of 0.37 <0.05, it showed that hypothesis 1 is accepted. Therefore,
the scrabble game is effectively used as a medium for learning Arabic vocabulary.

These results are different from Mu'thia's findings which concluded that the use of scrabble game
media is very effective in learning[15]. This is possible due to differences in material objects. Mu'thia
and Widiyanto's study focuses on writing, but more on the ability to use Arabic vocabulary. These
findings are in line with Taylor's conclusion, where one of the biggest problems with learning
vocabulary is forgetfulness[16].

The novelty obtained is that students can experiment, discover, and interact with their environment
through the scrabble game. This is important in learning because playing games in the classroom
develops the ability to cooperate, be competitive, and work to achieve certain goals [17]. When
students play the scrabble game, they are asked to arrange words per character and improve their
spelling ability skills with their friends and check the correct spelling in the dictionary.

4. Conclusion

The use of scrabble game media improves students' Arabic vocabulary ability. This conclusion
followed the results of the Mann-Whitney analysis test with a significance score of 0.037.
Furthermore, the results of the N-gain test in the control class showed that there was a difference in the
learning outcomes before and after learning the scrabble game by 51.3889%. Therefore, there was an
increase in the ability of 51.3889% from the average score before learning the scrabble game. The
lowest N-gain score showed a minus score (-) equal to -16.67% due to a decrease in the value of one
student. Meanwhile, the maximum N-gain score was 100. There was an increase in the score of
student learning outcomes up to 100% before and after learning the scrabble game.
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