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ABSTRAK 

Kaedah pembelajaran morfologi Arab yang pasif dan berpusatkan guru semakin kurang 
digemari oleh generasi masa kini yang lebih tertarik kepada sesuatu yang kreatif dan 
menyeronokkan. Kajian lepas menunjukkan integrasi permainan dalam pembelajaran 
berpotensi meningkatkan kemahiran dan penglibatan pelajar dalam pembelajaran. Oleh 
itu, inovasi papan permainan diperkenalkan sebagai kaedah alternatif bagi pembelajaran 
morfologi Arab melalui 'Program Eksplorasi Morfologi Arab'. Bagi menentukan 
keberkesanan aplikasi papan permainan dalam program yang telah dijalankan, kajian ini 
cuba mencapai beberapa objektif iaitu Pertama, menganalisis keberkesanan modul papan 
permainan ke atas pencapaian morfologi Arab dalam kalangan pelajar SMKA bagi aspek 
kata ke1ja, derivasi dan kata nama terbitan setelah melalui ujian pra dan ujian pasca. 
Kedua, mengukur keberkesanan modul bagi aspek minat dan motivasi pelajar terhadap 
aplikasi papan permainan morfologi Arab. Ketiga, menilai relevansi pelaksanaan aplikasi 
papan permainan morfologi Arab bagi meningkatkan pencapaian morfologi Arab pelajar 
SMKA. Keempat, menentukan kebolehgunaan papan permainan berdasarkan kesepakatan 
pakar. Reka bentuk eksperimental dijalankan bagi menilai keberkesanan papan pern1ainan 
morfologi Arab yang terdiri daripada 80 orang pelajar di sebuah SMKA. Instrumen yang 
digunakan dalam kajian ini ialah ujian pencapaian, soal selidik, temu bual dan 
pemerhatian. Data kuantitatif dianalisis secara deskriptif dengan menggunakan Statistical 
Package for Social Sciences (SPSS) versi 22.0. Manakala, data kualitatif dianalisis 
dengan menggunakan analisis kandungan. Hasil kajian mendapati pendekatan 
pembelajaran menerusi papan permainan berupaya meningkatkan pencapaian pelajar 
dalam morfologi Arab. Analisis respon pelajar bagi aspek minat dan motivasi terhadap 
pembelajaran berasaskan permainan secara keseluruhannya berada pada tahap yang 
tinggi. Antara papan permainan yang paling diminati pelajar ialah Luc bah Kad Ta$1ij 5 
dengan peratusan sebanyak 80%, diikuti dengan Li/bah Ta$rf/63.7% dan Li(bah Sullam 
al-Na}ab 47%. Analisis pemerhatian menunjukkan bahawa pelajar memberikan kerjasama 
yang memberangsangkan dan terlibat secara aktif sepanjang aktiviti papan permainan 
dijalankan. Mereka menunjukkan minat yang mendalam terhadap pembelajaran 
berasaskan papan permainan yang dilakukan secara santai dan hands-on. Pakar juga 
bersepakat bahawa aplikasi papan permainan releven dipraktikkan dalam kalangan pelajar 
SMKA kerana ia dapat memberi impak positif terhadap perkembangan kognitif dan 
psikomotor pelajar melalui amalan praktis terhadap kepelbagaian bentuk pola kata Arab 
yang dilakukan secara berulang kali. lmplikasi kajian ini menyumbang kepada model, 
teori dan amalan pengajaran dan pembelajaran selaras dengan keperluan pembelajaran 
abad ke-21 serta memberi inspirasi kepada penggubal modul untuk merealisasikannya 
dalam pembelajaran. 



EFFECTIVENESS OF GAME BOARD APPLICATION THROUGH ARABIC 

MORPHOLOGICAL EXPLORATION PROGRAM 

ABSTRACT 

V 

The methodology for teacher-centred and passive Arabic morphology learning is gaining 
less attention from our present generation who are more inclined to something creative 
and interesting. Recent studies show that the integration of gaming into learning is 
potential in enhancing the skills and engagement of students in learning. Therefore, 
innovated game board is introduced as an alternative methodology for Arabic 
morphology learning through the 'Arabic Morphology Exploration Program'. To 
determine the effectiveness of the game board application in the program that has been 
conducted, this study tries to achieve several objectives, First is to analyze the 
effectiveness of the game board module on the achievement of Arabic morphology 
among SMKA students for aspects of verbs, derivations and derived nouns after pre-test 
and post-test. Second, to measure the effectiveness of the module for aspects of students' 
interest and motivation towards the application of Arabic morphology board game. Third, 
evaluate the relevance of the implementation of the Arabic Morphology board game 
application to improve the achievement of Arabic morphology of SMKA students. 
Fourth, determine the usability of the game board based on expert agreement. An 
experimental design was conducted to evaluate the e ffectiveness of an Arabic 
morphology game board consisting of 80 students in a SMKA. The instruments used in 
this study were achievement tests, questionnaires, interviews and observations. 
Quantitative data were analyzed descriptively using Statistical Package for Social 
Sciences (SPSS) version 22.0. Meanwhile, qualitative data were analyzed using content 
analysis. The results of the study found that the learning approach through the game 
board is able to improve student achievement in Arabic morphology. The findings also 
showed that the students response to the aspects of interest and motivation towards game
based learning was high. Among game board mostly attractive to the students is Lucbah 
Kad Ta$r[

f 

5 with 80%, followed by Lz(bah Ta$ri/ 63.7% and Lucbah Sul!am a!-Najiil) 
47%. The analytical observation indicates that the students show their overwhelming 
cooperation and active involvement throughout game board-based activities. They show 
their deep interest in game board learning prepared hands-on and at leisure time. Experts 
also agree that the application of board games is relevant to practiced among SMKA 
students because it can have a positive impact on the cognitive and psychomotor 
development of students through practical on the variety forms of Arabic word patterns 
performed repeatedly. The implication of this study contributes to teaching and learning 
model, theory and practice in line with the learning need of the 21 st century, apart from an 
inspiration to decision-makers ensuring the module is realised in the learning process. 
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