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ABSTRACK

Nabiela Fahma, 2026. Development of an Interactive Digital
Educational Tool Based on Hangman in the Wayground App to
Improve listening and speaking skills at Bani Fattah Islamic
University, Tambakberas, Jombang. Supervisors: Dr. Taufiq Siraj
and Dr. Muhammad Anshori.

Keywords: Development of educational tools, Wayground, Hangman,
listening skills, speaking skills.

This study was motivated by students’ still-low ability to
understand Arabic texts or conversations, as well as the limited use
of interactive digital learning media in the learning process. This
study aims to develop interactive digital learning media based on
the Hangman game on the Wayground app to improve students’
listening speaking skills, as well as to determine the effectiveness
of the developed media in Arabic language learning.

This study employed the Research and Development (R&D)
method using the ADDIE model, which consists of five stages:
Analysis, Design, Development, Implementation, and Evaluation.
Data collection techniques included observation, interviews,
questionnaires, documentation, and pretest and posttest
assessments. jData analysis was conducted both quantitatively and
qualitatively through feasibility testing, analysis ‘of improvements
in learning outcomes, and evaluation of student responses.

The results of the study indicate that the developed
learning media received a “very good” feasibility rating based on
validation by subject matter experts and media experts. The
implementation of the media also demonstrated an improvement in
students’ listening and speaking skills. Additionally, students
responded positively to the media because it has an attractive
interface, is interactive, enhances learning motivation, and is easy
to use in Arabic language instruction.
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ABSTRAK

Nabiela Fahma, 2026. Pengembangan media Pembelajaran
Digital Interaktif Berbasis Permainan Hangman dalam Aplikasi
Wayground untuk Meningkatkan maharah istima’ dan kalam di
institut agama Islam Bani Fattah, Tambakberas, Jombang.
Pembimbing: Dr. Taufiq Siraj dan Dr. Muhammad Anshori.

Kata kunci: Pengembangan media pembelajaran, Wayground,
Hangman, keterampilan istima’, keterampilan kalam.

Penelitian 1ni dilatar belakangi oleh masih rendahnya
kemampuan mahasiswa dalam memahami teks atau percakapan
bahasa Arab serta keterbatasan penggunaan media pembelajaran
digital interaktif dalam proses pembelajaran. Penelitian ini
bertujuan untuk mengembangkan media pembelajaran digital
interaktif berbasis permainan Hangman pada aplikasi Wayground
untuk meningkatkan maharah istima’ dan kalam mahasiswa, serta
mengetahui  efektivitas media yang dikembangkan dalam
pembelajaran bahasa Arab.

Penelitian 1ni menggunakan metode Research and
Development (R&D) dengan model ADDIE yang terdiri dari lima
tahap, yaitu Analysis;, Design, Development, Implementation, dan
Evaluation. Teknik _ pengumpulan data meliputi = observasi,
wawancara, angket, dokumentasi, ‘serta tes pretest dan posttest.
Analisis data dilakukan secara kuantitatif dan kualitatif melalui uji
kelayakan, analisis peningkatan hasil belajar, dan evaluasi respons
mahasiswa.

Hasil penelitian menunjukkan bahwa media pembelajaran
yang dikembangkan memperoleh tingkat kelayakan sangat baik
berdasarkan validasi ahli materi dan ahli media. Implementasi
media juga menunjukkan adanya peningkatan kemampuan
maharah istima’ dan kalam mahasiswa. Selain itu, mahasiswa
memberikan respons positif terhadap media karena memiliki
tampilan menarik, bersifat interaktif, meningkatkan motivasi
belajar, serta mudah digunakan dalam pembelajaran bahasa Arab.
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