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Studet’s Reading Achievement Of Hortatory Exposition Text At SMAN 1 Sutojayan,” JOSAR
(Journal of Students Academic Research) 9, no. 1 (2024): 183.

1% Cindy Xerri, “The Impact Of Gamification on Vovabulary Acquisition” (Stockholms
Universitet, 2023), 14.

" Jan Brillian dkk., “Pengaruh Penggunaan Media Pembelajaran Gimkit sebagai
Gamefikasi Terhadap Pembelajaran Bahasa Indonesia di Kelas 5 Sekolah Dasar,” 3, no. 3 (2024):

612.



Bl olsjie oda @ gei LT (GImKi cuSer plisial DL
A s 8 839 e ol e gl
s e 1) Al sds g odlel 3, aald) 1) sl
Al Wl @ ol e @B (3 (GImKit) S dhwy plisu
el Ak Slage dgas ) Jadl LU e il ode (5 mnn
b ST faclad iy skt (3 8L 2 OF LT e 8 S5
Bl Bjlae Ayl ods b5 3 OF wigdl e (3 ) BLoYL L2y
.@}wwgws&wwsﬁwwwwg@ﬂww
s LU Olginy Aulys slr) I e ol V) L)) puis (2
il 15 Al Wl 95 3 (GimKit) CouSonr Aoy BJd 15 5050 2L
" S P gk s lagu dgas et Ciall et
Cond Ui, &
a8 3 Gimkit) oS Ay Al (ST 2 Cod) s 3 A

3

CSy talp b (Ghesw dens el Grall Aol g ols,dll (e

-

APy



Eondl il T
:gw‘wwwwsm&;@
13l wlas @58 (3 (GImKit) cSawr Aoy pliseznl 13 D) 3,05
o Ss ralp sk (S laege dgas
deaddl sl wlsdll e @oi (3 (Gimkit) oS Bl pldsecal LY
o SSs palp sk G laege dgns ) Crall
@l DIl e 298 (3 (GImkit) caSKer Ay plisaal Al Y
LS Sy tobd b (g dgns el Crall 30
Coul ol gl s
(GIMKit) Ko Aoy pldezal 18 (ot Cinall doadld) 8,05 5LebY
5 Se el Clb (glassn Ugas o il (ai & 3
@l DIl e goi 3 (Gimkit) coSar By plisal 0L LY
o Sy ol b Sy dgas ol Call 15l
s olsall s 2585 @ (Gimkit) CNCOUESE (WP IANCREINE WIPER CYR R 4

5 Sy gl sk (Shase dgas el Call )



Condl Lilgd . 2
o Byl s ol slym Wil pud OF Wl e Bl oda Rl
g Jad) 3t dll |y
S 2si (3 (Gimkit) cKar Aoy Wb o UL o Jsemd) (1
CSsr talp Clsb (Glage dgat el Crell U ) ol 4l
-
(sl g 35 3 Al ) bl Sy B W 1 DL (o
Ayhadisl) 311 Y
preomes VUSSRV P POPI Up-¥5, VU R YR R SR A W S W U
kil iU s 53l o) 00 Oy Laal) Al et o3 3
£l g Glas it (sl
b Logas Gyl Gl wyi 3 dall Al s saslid el (o
L5 ESs el sk (Ghese dgas sl s

gl 3R s el (3 dy ) Soge A3 1 Al (2



IO VPR N (P RO S S W B P O B
Al 2l s S5y A ISy ol al) dedld)
Skl sy g
3t e 8,03 sy Tl Jsmilly S0 o Jledl W) ) pes 0 Adled
it Sl LS adladll 5359 Lins 3302 julak Uidg 53524kl ot
Ayl gl sy ) sy els” SCay dnsd
sredeall Sl e 2l alels o) LY iy 1(Gimkit
2l Sl 23 O Bas LY (GimKil) caSanr s
Los opr 8 e e Lol odn (i . Ogladl Slles 2555 (52
' KitCollab 29« Y wladl 3 drg ¥
o 2aS) Wapniiy Lddy Lehnaaly SUlglall o SUL) ao il a4l

TR WS ol (3 Gl e Sl o 5l e (R4S

TV AAE ol el J13) (25 sl sl 3ysll e Sk
AYA O AAT 05 35 1) Vsl Y plell oz s, 53wl g

" M. Abdul Hamid dan Sahya Husein, Desain Bahan Ajar Bahasa Arab Berbasis Digital
Teori dan Praktik (Insight Mediatama, 2024), 230.
® Moh Matsna dan Erta Mahyudin, Pengembangan Evaluasi dan Tes Bahasa Arab

(AlKitabah, 2012), 4.



AR

Lliae I3 3 L @l (3 Gege olic 3o o doly juaie 13 Al) o das
Bl 2135 (S gl e il e b ) Al (3 Leslasaaly
s OF e adadl s gin olndll ol 13 el agall
s 3k el oW ded bl Cllas ol 5T SBlall
" g e aa

oas Ol oS 13 Lo Bal pisiien @) il 1AL o qol
sob Ol 0l i LT LY o Leidd @ 08 Laad ¢ gl sl
Mg L B! ol mgalll Sls bl e Gralad) 8,08 dae f i
ol e 2sE (3 (GimKit) oS Blad gu £ 905l

o A S e 2t aad) sgae a0l d Cigh (6l g wgas
walpl d gl VYT el bl (B el ods
(5 Sy o8l At g Y pgld e

At Slely |
L) Slahdll e o) 1A gl gl Sl OF B oY 8

P LS Cmedl s e

VY (Y ) e e daas) lpeolr s 1l Al 4, W)



VY

¢ gfjd\ sl 3 40 (YY) R Inde (e o> s A Y

Digital Games and Second Language Acquisition: The " ¢ sl o

Effect Of Gimkit and Kahoot on Upper Secondary School Students’

Vocabulary Acquisition and Motivation” (School of Languages and

Oipesktl Gl pldsaia) —2y Gl OISy Y Translation Studies
ol by Al all wis e olusST (3 Kahoot s (Gimkit) CuSos
e g&\ Jadl ol s iy Wdadl 2t el
£ il s 3 aJll il Ok e ol s £ gagsl L g )
Gaylld & Csiall ok Jo sl G d Gsses () SN s
Y e 05T Sl (GimKit) oo Bl do) Ayl degedl aal
O YT e Kahoot &) (@) oF ) degast 055 Ly (b
o b b FA STy o oMb a4 et (3 Sl sae (Opad .
Sols Jo sl el WS g el L jlas) 1LST )
S linal) 3508 bl 13 i8Iy (M OUS™ e 33s5- U ol 4l

ool 055y (oS K S aa Faigd) SIS el

' Jenna Saari dan Veera Varjonen, “Digital Games and Second Language Acquisition:
The Effect Of Gimkit and Kahoot on Upper Secondary School Students’ Vocabulary Acquisition
and Motivation” (University Of Turku, 2021), 31.



VY

oy ey sa Ll Al e Olgr (LS jlas) 1 e
) IS LS dids Vo pSiladl Jam d¢ frge

Kahoot ke (Gimkit) caScowr il g sl gm o) Sl Lol
ol o aladl Ll olsdll ol 3 Y Al ol adets
okt ddes (3 Kahoot s (Gimkit) S Ay pdiiey 58 (il
137 (GIMKt) CoSagr dhowsy pdicty 5g8 OV VI LT i Y1 2l
iy Bl Lo b S5 anll ods OF e (3 V)l Ol
Al Bl ol e lad £6B (3 (GiMKit) oScor

Chupd dnsSL) RSyl Gaale B Y2 YEC B0 59 Gow cpedell )
Gimkit g s plbSeins) A" ¢ skl oF choa S DY) ) &lks
daolor 4S9 &gl duyull) G o) canall S sld s Al 43 1
et oS gt ol M plisan, " B S ippgSH LS
LD aa Sl M (3 ezl OISy .Quasi Experimental s2y g2
SPSS Yo lusVl alusanl UL ey oAb Y el b
568 UL S Cskal Lely L gtadl jlas Vg Ll Las Vb paszaaS”

(Uji bt JLa=Yls (Uji Normalitas)  awdell jlas) aldsealy



V¢

F . (uji Effect Size) Les-Nls  (Uji T) 42,4 Lz-Yly Homogenitas)
Sig. (2-UYI aws OF Cad (Uji T) independen oo blaab il ods
dhalll Bep by an ¢ 0.001<0.005 P & o S5 ilStailed)
plasiaY 150G g s OF gm0 Mag (Ha) 2hotd) 225400 Jsds(Ho)
AW Jaad OB a4V Bl e e (Gimkit) ceSagr il
O] 431 bl (GimKit) oo Bhws aliscal gn Gl s
e 0] s2 @ladl Codl o wladly M dad) Rp£Y) Al ol il
A Jadl adee (3 Ak sS(GIMKID) oS Aly pasn) Gl
O] 437 (GImKit) CoSeopr psnted Blled 58 Gl la e 3ty
W Jo 55 aahdleda OF o 3¢ BphdY Al s 3 ol dl
Al Bl s e i 0085 (3 (Gimkit) Ao g
(Quiz pldsuiw! &dled " £ obsll Jo (Y Ve e Loy el AL, LY
plsnion " gl A gSH1 daw gl Gyl 13 ,Al) las) (§ Wordwall)

Wl ) ol s oSy S G oall) ol rgin ol M

'® Siti Nur Azizah, “The Effectiveness Of Using Gimkit App In Vocabulary Learning” (Uin
Syarif Hidayatullah Jakarta, 2024), 1.



\ o

Oy a3 jlasly ds O plsial @ UL aa Gl
Codl e il O e paass) bl Lab conl e (3 mens
Hy &z il Jod @ Com cgadly L) LI pils ] sl sl
bl Ll pldsanl Wlas| 424l Jlfy bl jles) dwy
OF gl (K6 <0,000< 0,05 JWby il Y5 2ed me cdargsjl
Mo s ) Al e g5id Ao ST Jlee OST Wordwall pldse!
dis aladl Ll gl ansSd) eyl Al an,all 3 sl sl
O el Al e (3 il Al sST 259 iSIY) Bl plasil
o o 3 QL VS s SWORdWall vy pdininny 5gb Eodl 1ds o

Bl Olshe wdes (3 @pid) AbsS(GImKiD) coSor pldsan) d-U)

W

7 b aensS el il ls Al et (3 (Quiz Wordwall) Jsssyss phisand &l e s,

A (Y YT Vb A S S o) UL Y Analr)



W

UIN IMAM BONJOL
PADANG




