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ABSTRACT

This study aims to address the challenges of Arabic language learning in junior high schools by integrating
Construct 2-based gamification as an assessment method. A quantitative research approach was employed using
a true experimental design, specifically a post-test-only design with a non-equivalent group. The sample com-
prised 38 seventh-grade students from SMP Darul Faqih, divided into an experimental group (19 students) and
a control group (19 students). Research instruments included tests, questionnaires, and observation sheets, all
validated according to educational measurement theory. Data analysis involved normality tests, reliability as-
sessments, and hypothesis testing using independent-sample t-tests or Mann-Whitney U Tests. The findings
demonstrate that Construct 2-based gamification significantly enhanced students’ Arabic language competence,
with the experimental group achieving higher average scores compared to the control group (24.26 vs. 19.26).
Interactive elements of gamification boosted student engagement, although no significant improvements were
observed in listening skills and vocabulary acquisition. These results underscore the importance of a more inte-
grated gamification design to optimize learning outcomes. This study contributes significantly to the develop-
ment of technology-based assessment methods that align with the needs of the digital era, opening opportunities

for integrating gamification into the educational curriculum in Indonesia.
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1. Introduction

The rapid development of digital technology has brought
significant changes to various aspects of education, includ-
ing Arabic language learning in junior high schools in In-
donesia "1 In today’s digital age, the effectiveness of
traditional teaching methods is being increasingly scruti-
nized, especially in terms of meeting the needs of students
from the digital generation, who are more accustomed to
digital interactions and prefer engaging, dynamic, and in-
teractive learning environments Bl This issue is further
compounded by a decrease in student motivation with tradi-
tional methods and the difficulty of sustaining active en-
gagement during lessons [°H7],

Arabic plays a crucial role in Indonesia’s educational
and socio-religious context. In many junior high schools,
Arabic language learning serves as a means of deepening
religious literacy and Islamic culture. However, the chal-
lenges faced in this area are complex, particularly low stu-
dent motivation, which negatively impacts
achievement Bl Only 45% of junior high school students
feel motivated to learn Arabic, largely due to the perception
that the language is difficult and irrelevant ). Low motiva-
tion leads to decreased student engagement, resulting in
diminished competence, especially in vocabulary and lis-
tening skills.

Based on preliminary diagnostics, the listening skills
(maharah istima‘) of students at SMP Darul Faqih show a
low level of proficiency. This is illustrated by the students’
average pre-test score of 62.4, which is still below the set
Minimum Mastery Criteria (KKM) of 75.

The majority of students struggle to comprehend spoken
Arabic whether it is in the form of general directions, de-
tailed information, or even the underlying meanings. This
weak starting skill level stems from a variety of reasons,
such as a lack of adequate vocabulary, insufficient exposure
to authentic spoken Arabic, and minimal use of audio mate-
rials in previous lessons.

These areas of concern indicate that more effective and
specific teaching methods need to be designed and imple-
mented, especially those aimed at increasing the students’
motivation and active participation in listening activities.
To this end, the use of gamification has been adopted as an
alternative strategy to improve students’ listening skills
gradually and continuously.

These challenges are further complicated by the imple-
mentation of the block scheduling system based on the lat-
est curriculum policies. This system requires the completion
of each subject within a short period, specifically one
month and fifteen days 1'%, In the context of language learn-
ing, the block scheduling system creates difficulties in
maintaining student activity, as language requires continu-
ous practice and comprehensive evaluation ['!l. Therefore,

academic

innovative learning methods capable of addressing the chal-
lenges of the block scheduling system while enhancing
learning effectiveness are urgently needed ['2!,

Gamification has emerged as an innovative solution to
enhance student engagement by creating a more interactive
learning environment ['3, Gamification, which integrates
game elements into learning, has been proven to improve
student motivation and learning effectiveness ['?M!4], Con-
struct 2, a user-friendly game development platform, offers
the opportunity to create engaging, effective, and digital
generation-friendly assessment methods 131,

Based on the above, this study aims to address the chal-
lenges of Arabic language learning through Construct 2-
based gamification. Specifically, the study measures the
impact of gamification on students’ vocabulary, listening
skills, and overall competence in Arabic language learning
at the junior high school level. This research also seeks to
create an assessment method that is relevant to the needs of
the digital era while maintaining student engagement within
the block scheduling system.

Previous studies have demonstrated the effectiveness of

gamification. Gamification increased learning motivation
by 68% compared to conventional methods 1%, Gamifica-
tion in assessments boosted student engagement by 72%,
reduced evaluation anxiety by 45%, and improved vocabu-
lary retention by 63% [!71. Other studies indicated that gami-
fication in Arabic language learning increased student en-
gagement and language proficiency 181,
This study offers a new contribution by linking Construct 2-
based gamification to the local Indonesian context, particu-
larly the block system in junior high school curricula. This
approach provides ease of implementation for teachers,
efficient assessment time, and more accurate evaluations 1),
Focusing on local relevance and 21st-century needs, this
research not only contributes to the literature on gamifica-
tion but also offers a technology-based learning model that
can be replicated in various educational institutions across
Indonesia.

2. Research Method
2.1. Research Approach and Design

This study employs a quantitative approach with an
experimental design to examine the effect of gamification
using the Construct 2 platform on Arabic language learning
at SMP Darul Faqih, Indonesia. A quantitative approach is
suitable for explaining causal relationships between varia-
bles 2%, The research design used is a true experimental
design, specifically a post-test-only design with a non-
equivalent group. This design allows for a comparison of
learning outcomes between the experimental group using
Construct 2-based gamification and the control group using
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conventional learning methods 1.

This study measures the relationship between two
types of variables: (1) independent variables consisting of
Construct 2 and gamification, and (2) dependent variables
consisting of vocabulary knowledge, listening skills, and
student competence. The selection of these variables is
based on the research objective to identify the impact of
gamification on key aspects of Arabic language learning,
supported by scholars who argue that gamification can en-
hance student engagement and motivation in learning 22,

2.2. Population and Sample

The research population consists of all VII (seventh-
grade) students at SMP Darul Faqih, totaling 38 students.
The sample is divided into two groups: (1) the experimental
group, consisting of 19 students, and (2) the control group,
consisting of 19 students. The focus of this study is to eval-
uate how effective a Construct 2-based approach to gamifi-
cation is for learning the Arabic language. The class divi-
sions were done with purposive sampling considering the
equivalence of students’ initial traits and the class level for
which they were scheduled.

Both groups were assessed for baseline competencies
through a pre-test evaluation of listening abilities and vo-
cabulary knowledge, which was calculated descriptively.
This experimental group was taught with interactive media
designed on Construct 2 with gamification features like
points, challenges, and feedback. The control group, on the
other hand, was taught using conventional school teaching
methods.

This method was implemented to make sure any vari-
ances in learning results were caused by the treatment given, as
opposed to diversity in group characteristics at the onset. This
approach strengthened the internal validity of the study 2.

2.3. Research Instruments

The instruments used in this study include (1) tests to
measure vocabulary knowledge and listening skills in Ara-
bic, (2) questionnaires to assess student competence in
learning, and (3) observation sheets to measure student en-
gagement during the learning process. These instruments
were designed and validated based on the educational in-
strument development theory 41,

2.4. Research Procedure

The research process was carried out in several stages:

1. Preparation Stage: In this phase, the researcher created
instructional materials using Construct 2 as well as re-

search instruments, which included tests on vocabulary
and listening comprehension. All instruments underwent
preliminary validation with subject matter experts and
media specialists to confirm their content relevance and
appropriateness to the intended learning outcomes.

2. Implementation Stage: The research spanned over a peri-
od of four weeks with two groups, an experimental class
and a control class. The experimental class received in-
struction in Arabic language through a gamification
method implemented via Construct 2, aimed at enhanc-
ing student motivation and engagement. The control
class, on the other hand, received instruction through tra-
ditional teaching methods that are prevalent in school
settings.

3. Post-Test Stage: Following the interventions, a post-test
was conducted with both groups to measure the out-
comes of learning with an emphasis on vocabulary and
listening skills. Accessible data from the post-test were
assessed to determine the effectiveness of the interactive
media created with Construct 2 based functions in com-
parison to the traditional teaching approaches used.

2.5. Data Analysis

Data analysis was performed in several stages: (1) de-
scriptive analysis to calculate the mean, median, maximum
and minimum values, as well as the standard deviation; (2)
assumptions testing, including (a) normality test using the
Kolmogorov-Smirnov test to examine the data distribution,
and (b) reliability test using Cronbach’s alpha coefficient to
ensure instrument consistency; and (3) hypothesis testing, in
which (a) if the data were normally distributed, an inde-
pendent-sample t-test was used, and (b) if the data were not
normally distributed, non-parametric tests, such as the
Mann-Whitney U Test, were used. The results of the statis-
tical tests will be interpreted to determine whether there are
significant differences in vocabulary knowledge, listening
skills, and student competence between the experimental
and control groups.

3. Findings
3.1. Descriptive Analysis Results

This study evaluates the effect of Construct 2-based
gamification as an assessment method for Arabic language
learning among junior high school students by comparing
the experimental group and the control group (each consist-
ing of 19 students). The three variables studied include lis-
tening skills, vocabulary proficiency, and student compe-
tence (Table 1).
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Table 1. Instrument validity results.

Variable Experimental Group Control Group
M (SD) Min Max  Skewness M (SD) Min Max Skewness
Listening Skills 90.00 (16.997) 40 100 -1.897 89.95 (11.974) 70 100 —0.646
Vocabulary Mastery  66.84 (14.163) 40 90 0.105 68.95 (12.865) 40 90 —0.308
Student Competition 24.26 (2.922) 16 28 —1.142 19.26 (2.663) 12 22 -1.223

Notes: m: mean; SD: Standard Deviation; min: minimum; max: maximum.

For the listening skills variable, the experimental group
showed a skewness value of —1.897, while the control group had
a skewness value of —0.646. Both values fall within the accepta-
ble range (+2), but the significant difference indicates the need
for further attention in the normality test. For the vocabulary
mastery variable, the skewness values for both groups were rela-
tively small (0.105 for the experimental group and —0.308 for
the control group), indicating an approximately normal distribu-
tion. For the student competence variable, the skewness values
were negative (—1.142 for the experimental group and —1.223
for the control group) but still within acceptable limits. However,

the significant difference in mean scores for this variable (24.26
vs. 19.26) requires further analysis.

3.2. Normality Test

The normality test using the Shapiro-Wilk test indicat-
ed that the data were normally distributed for all research
variables. The significance values for each variable in both
groups were greater than 0.05, thus fulfilling the normality
assumption (see Table 2). These data are suitable for analy-
sis using parametric tests (independent-sample #-test).

Table 2. Assessment of Data Distribution.

Variable Shapiro-Wilk

Experimental Group Control Group

Statistic Sig Statistic Sig
Listening skills 0.899 0.058 0.911 0.095
Vocabulary mastery 0.926 0.148 0.942 0.286
Student competition 0.909 0.072 0.901 0.067

The results of the normality test using the Shapiro-
Wilk test for the three research variables indicate that all
data were normally distributed. For the listening skills vari-
able, the experimental group obtained a significance value
of 0.058, while the control group obtained a significance
value of 0.095. For the vocabulary mastery variable, the
normality test results for the experimental group showed a
significance value of 0.148, while the control group ob-
tained a significance value of 0.286. For the student compe-
tence variable, the experimental group obtained a signifi-
cance value of 0.072, while the control group showed a
significance value of 0.067. The significance values for this
variable were relatively lower compared to the other varia-
bles.

Table 3. Difference in the

Based on these analytical results, it can be concluded
that all research variables in both groups meet the normality
assumption, as they have significance values greater than
0.05. The fulfillment of this normality assumption is an
important prerequisite for proceeding to parametric analysis
using the independent samples t-test. Therefore, the re-
search data are suitable for further analysis using the inde-
pendent samples t-test to compare the differences between
the experimental and control groups on these three variables.

3.3. Independent Samples #-test

The results of the #-test revealed the following findings
in Table 3.

average distribution of data.

Items Variable
Experimental Group Control Group Statistical tests
N M (SD) N M (SD) t-test p-value
Listening skills

Post-test 19 90.00 (16.997) 19 89.95 (11.974) 0.011 0.991
Vocabulary mastery

Post-test 19 66.84 (14.163) 19 68.95 (12.865) —0.480 0.634
Student competition

Post-test 19 24.26 (2.922) 19 19.26 (2.663) 5.512 0.000*

Notes: n: number; m: mean; SD: Standard Deviation. * p-value significant at the 0.05 level.
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*  Listening Skills: No significant difference was found
between the experimental group (M = 90.00; SD =
16.997) and the control group (M = 89.95; SD =
11.974) with t=0.011, p = 0.991 (p > 0.05).

*  Vocabulary Mastery: No significant difference was
found between the experimental group (M = 66.84;
SD = 14.163) and the control group (M = 68.95; SD =
12.865) with ¢ = —0.480, p = 0.634 (p > 0.05).

*  Student Competence: A significant difference was
found between the experimental group (M = 24.26;
SD = 2.922) and the control group (M = 19.26; SD =
2.663) with £ = 5.512, p = 0.000 (p <0.05).

3.4. External Factors Analysis

This research described disparate starting abilities
among students as one of the key external factors affecting
the results of the study. That said, the students did imple-
ment a number of control strategies aimed at reducing bias
in the interpretation of the results. To start with, the re-

searcher used an experimental design with control and ex-
perimental groups so that traditional teaching methods
could be contrasted with the with the Construct 2 gamifica-
tion technique. In addition, all components of assessment
such as daily grades, midterm and final exam scores, practi-
cal assignments, and even homework were analyzed thor-
oughly to ensure that intergroup differences were consistent.
Last, the outcome of learning was classed using descriptive
levels, ‘excellent, good, fair, poor, and very poor’, thus en-
abling a more neutral snapshot of mastery distribution (see
Table 4).

The absence of random sample selection and baseline
pre-testing are still areas of weakness that impact external
variable control. In an ideal world, experimental studies
would use strict randomization alongside equated baseline
measurements for both groups, but in this study there were
underlying class use restrictions as well as marked differ-
ences in starting ability that posed methodological concerns
that must be accepted in addition to the findings (Table 5).

Table 4. Learning outcomes for experimental and control groups.

Score Range Category Control Group Experimental Group
Class 7A Class 7B
90 - 100 Very Good 15.8% (3 students) 5.3% (1 student)
80 -89 Good 57.9% (11 students) 31.6% (6 students)
70-79 Fair 26.3% (5 students) 47.4% (9 students)
60 — 69 Poor 0% (0 student) 15.7% (3 students)
<60 Very Poor 0% (0 student) 0% (0 student)
Total 100% (19 students) 100% (19 students)
Table 5. Improving Arabic language learning competencies.
Groups Assessment Criteria Statistical Tests
n M (SD) t-test p-value
Daily Scores
Control 19 78.5 (6.24)
3.842 0.001
Experimental 19 72.3 (5.86)
Mid-term Test Scores
Control 19 82.4 (5.92)
. 4.156 0.000
Experimental 19 75.8 (5.43)
Final Test Scores
Control 19 80.6 (6.13)
. 3.967 0.000
Experimental 19 74.2 (5.75)
Practical Scores
Control 19 79.8 (5.86)
. 3.728 0.001
Experimental 19 73.5 (5.48)
Assignment Scores
Control 19 81.2 (5.94)
3.893 0.000
Experimental 19 76.4 (5.67)

The differences in the students’ starting skills remain
particularly impactful concerning internal validity issues for
listening and vocabulary skills. The data showed that the
control group (Class 7A) showed a significant relative ad-
vantage, where 73.7% of students were classified as good to
excellent, whereas only 36.9% of the students from the ex-
perimental group (Class 7B) were classified as good to ex-

cellent. This created a ceiling effect in the control group
and a floor effect in the experimental group, which might
mask the true effects of the Construct 2 gamification inter-
vention on learning outcomes.

As far as the tests were concerned, comprehensive sta-
tistical assessments showed that there were consistent sig-
nificant differences (p < 0.05) on all measures. The #-test

768



Forum for Linguistic Studies | Volume 07 | Issue 08 | August 2025

positive values pointed to the advantage of the control
group. The gaps between groups appeared to be the most
pronounced in midterm scoring (¢ = 4.156) and final exami-
nation (¢ = 3.967) suggesting that the ability gaps between
the groups increased over time. This indicates that students
with higher starting competencies are likely to retain or,
even, strengthen their advantages irrespective of the teach-
ing strategies employed.

This issue is particularly relevant to the assessment of
listening skills and vocabulary because both are closely
aligned with a student’s overall academic proficiency. Stu-
dents with weaker starting skills tend to need a longer ac-
climation period to improvement, complicating the ability
to measure the full impact of gamification within a limited
time frame.

With all the external factors at play, the fact that the
experimental group demonstrated significant improvement
in student competence with gamification in Construct 2 still
provides an encouraging sign regarding the appropriateness
of the intervention. Even with initial lower abilities, these
outcomes demonstrate that there is potential value in more
favorable contexts.

Future studies should incorporate matched or stratified
random assignments based on prior competencies, includ-
ing defined pre-tests, extend the duration of the study to
allow for sufficient adaptation time, and adopt flexible ap-
proaches to account for the diversity of learners. Addition-
ally, initial levels of competencies could be controlled using
ANCOVA (Analysis of Covariance), allowing for the cal-
culation of the genuine impact of the intervention.

Would you require assistance in adapting this into a
journal-ready discussion section, or would a synthesis para-
graph to close the presentation of findings suffice? I would
appreciate the opportunity to assist with the entire paper to
prepare it for publication.

The most prominent finding was observed in the stu-
dent competence aspect, where the experimental group had
an average score of 24.26 with a standard deviation of
2.922, significantly higher than the control group, which
had an average score of 19.26 with a standard deviation of
2.663. The t-test results produced a t-value of 5.512 with a
p-value of 0.000 (p < 0.05), indicating a highly significant
difference in student competence between the experimental
and control groups.

3.5. Implementation of Construct 2 Gamification
3.5.1 Before the Implementation of Gamification

Precisely to which degree of difficulty should the
questions be set within the context of the gamification
aimed at evaluating students’ proficiency in the Arabic lan-
guage within the Construct 2 framework? This is the crucial
inquiry that the researcher addressed prior to implementing
the gamification feature, especially considering the stu-
dents’ cognitive levels which were still significantly lower

than the KKM. From the evaluated assessment instruments,
a detailed item analysis was performed, with item analysis
based on the revised Bloom’s Taxonomy levels by Ander-
son and Krathwohl (2001) on remembering, understanding,
and applying.

3.5.2 The Remembering Level

Within the measurement framework, recalling facts,
recognizing information and retrieval processes were the
most dominant subcategory. Terms and phrases identifica-
tion accompanied by recognizing pictures “%_sall o3a (1”7
and retrieval of relevant antonyms “¢ s (1 2l L exempli-
fy recall at the verbatim level. The retrieval of the verb
“ )l #Lua” and the nomino-verbal expression “clila as”
forms the core of the basic recall subset which items 1 to 5
sought to accomplish within the istima’ components.

The emphasis on the remembering level resonates
with Nation’s (2001) principles of second language acquisi-
tion which state that mastery of a vocabulary list is funda-
mental to the development of more advanced skills. For
learners under the KKM benchmark, focusing on improving
their remembering skills solidifies foundational linguistic
competencies that are critical to supporting advanced cogni-
tive functioning.

3.5.3 Understanding Level

This component is assessed within 30—40% of the
items. This aims to refine students’ skills in interpretation,
explanation, and inference. With regard to vocabulary, item
3 tested students’ comprehension of the synonym of “3iuyP”
in contextual usage while item 4 tested the construction of
sentences and their grammar. Sentence description: “He has
many professional activities” necessitates some contextual
understanding, reasoning, and construing to describe the job.

In the istima’ component, tasks 6-10 required students
to practice matching given audio stimuli to relevant dia-
grams. These tasks involved sophisticated conceptually
creative comprehension far beyond rote memory retrieval
and included semantic reasoning, synthesis of audio and
visuals, and evaluative decision making grounded in a con-
structed hypothesis.

3.5.4 Applying Level

This cognitve level was used only in a limited scope,
10-20%, for learners who achieved the lower cognitive
levels. Example “caldl i . 35LLY1” assessed students’ abil-
ity to apply rules of verb conjugation appropriate for plural
subjects to their utterances. Such items demand the use of
Arabic morphology and syntax knowledge in relevant
communicative situations.

This limited proportion aligns with Vygotsky’s (1978)
zone of proximal development, which underlines the need
for structure to be provided prior to the KKM threshold for
learners to be able to use knowledge of language freely.
This strategy ensures students are able to engage with pro-
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ductive and effective learning experiences which, in turn,
fosters the desire to learn and self-confidence when study-
ing the language independently.

Construct 2 gamification successfully created a compet-
itive environment that encouraged student participation. The
average gamification score for students was 2.6 (on a 10-

NO. STUDENTS

19

AVERAGE SCORE

2-6 /10

Correct or incorrect by question

18 I Correct
16 Incorrect
14 No answer

12

6

: I I

g 11 ann

; ||
al Q2 a3 Q4

Qs Q6 ar Qs Qs aio

point scale), with the highest score being 6 and the fastest
completion time recorded at 12.8 seconds (See Figure 1).
Question Q5 had the highest success rate, while Q2 was the
most difficult. The differences in students’ strategic ap-
proaches to solving questions highlight the need to adjust the
difficulty level of the questions to create a better balance.

TOP SCORE

6/10

Haidar Arro'uf

FASTEST

12.85

RAFAEL SANJAYA

Score distribution

5
| II
3
0 2 3 4 5 6 7

Score

No. students

8 9 10

Figure 1. gamification assessment data.

Despite variations in the results, the application of
gamification demonstrates potential in enhancing student
engagement. The significant improvement in student com-
petence in the experimental group reinforces the success of
this method as an innovative approach to assessment in
learning.

The implementation of gamification using Construct 2
in learning demonstrated an engaging, competitive dynamic
among students. Out of a total of 19 participants, significant
variation in achievement was found, with an average score
of 2.6 on a 10-point scale. For example, a student with the
initials H.A. achieved the highest performance with a score
of 6/10, while another student with the initials R.S. excelled
in the speed of completion, with the fastest time of 12.8
seconds. The score distribution revealed an interesting pat-
tern, where the majority of students were concentrated in
the 2-3 score range, with 6 students achieving a score of 2
and 5 students earning a score of 3. Item analysis showed
varying levels of difficulty, with Question Q5 having the
highest number of correct answers (9 correct answers),
while Q2 was the most difficult, with only 3 correct an-
swers. The pattern of student responses also demonstrated
consistent participation, with at least 6 students answering
each question, indicating a high level of engagement in the
learning process through gamification. Interestingly, there
was a considerable gap between the highest score (6) and
the class average (2.6), which can be attributed to the vary-
ing difficulty levels of the questions. This highlights the
need for improvement and adjustments in this gamified
learning method. Nevertheless, overall, the data shows that
the implementation of Construct 2 successfully created a
competitive environment that encouraged active student
participation. However, further refinement is needed to im-
prove the average learning achievement.

The implementation of gamification using Construct 2
revealed an intriguing competition among the top three par-
ticipants. From Figure 2, a student with the initials H.A.
ranked first with an outstanding performance, achieving the
highest score of 6 out of 10 and completing the test in 1
minute and 34 seconds. In second place, a student with the
initials M.N.A. demonstrated a competitive performance
with a score of 5 out of 10 and a nearly identical completion
time of 1 minute and 44 seconds, just 10 seconds behind the
first-place. Then, in third place, a student with the initials
R.S. scored 4 out of 10 but with a longer time of 51.4 sec-
onds. Interestingly, despite R.S. having a lower score, he
exhibited better time efficiency compared to the two partic-
ipants above him. This pattern suggests that each student
applied a different strategy in approaching the questions,
with H.A. and M.N.A. perhaps prioritizing accuracy with
longer completion times, while R.S. focused on speed in
decision-making. These three participants demonstrated a
varying balance between accuracy and speed in completing
the gamification challenge, reflecting the effectiveness of
Construct 2 in accommodating diverse learning styles.

The analysis results show that the implementation of
Construct 2 gamification as a method of assessment in
Arabic language learning significantly improved student
competencies, even though no significant differences were
observed in listening skills and vocabulary. This suggests
that the gamification method was more effective in
enhancing overall student competency than conventional
methods. This further strengthens the conclusion of the
study, which indicates that, although the experimental
group had lower learning outcomes, the implementation of
Construct 2 gamification still successfully enhanced student
competencies. The significant difference in student
competencies, with a high t-value (5.512) and a very low p-
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value (0.000), demonstrates that the application of
Construct 2 gamification had a strong positive impact on

No Initials Students Submission Time

improving student competencies in Arabic
learning at SMP Darul Faqih, Indonesia.

language

Correct Incorrect Time (min:sec)

1 HA 12:37 - 29 Aug 2024 | 6 3 1:34
2 | MNA 12:36 - 29 Aug 2024 | 5 3 1:44
3 RS 12:36 - 29 Aug 2024 | 4 3 514
4 | MIR 12:33 - 29 Aug 2024 | 4 3 1:12
5 R 12:33 - 29 Aug 2024 | 3 3 54.2
6 | MHAM 12:33 - 29 Aug 2024 | 3 3 54.4
7 HS 12:35 - 29 Aug 2024 | 3 3 57.0
8 | VFRI 12:37 - 29 Aug 2024 | 3 3 1:46
9 RA 12:33 - 29 Aug 2024 | 3 3 2:06
10 I 12:31 - 29 Aug 2024 | 2 3 35.1
11 WA 12:36 - 20 Aug 2024 | 2 3 35.6
12 WK 12:37 - 29 Aug 2024 | 2 3 47.0
13 MA 12:37 - 20 Aug 2024 | 2 3 51.6
14 MEMA 12:38 - 29 Aug 2024 | 2 3 56.4
15 NR 12:35 - 29 Aug 2024 | 2 3 1:04
16 RHA 12:32 - 29 Aug 2024 | 1 3 257
17 NF 12:36 - 29 Aug 2024 | 1 3 26.3
18 HB 12:32 - 29 Aug 2024 | 1 3 38.6
19 MIK 12:32 - 29 Aug 2024 | 1 3 1:04

Figure 2. Gamification assessment scores.

4. Discussion

4.1. Construct 2 Gamification as an Assessment
Method

This study evaluates the impact of gamification using
Construct 2 as an assessment method for Arabic language
learning at SMP Darul Faqih, Indonesia, comparing the
results between the experimental and control groups. The
analysis shows that, although no significant differences
were observed in listening skills and vocabulary, the exper-
imental group demonstrated a significant improvement in
student competency, with an average score of 24.26 com-
pared to 19.26 in the control group (p < 0.05). The imple-
mentation of gamification also encouraged active participa-
tion and created an engaging, competitive environment,
although there were variations in scores and outcome gaps,
indicating the need for further adjustments. These results
highlight the potential of Construct 2 gamification in en-
hancing student engagement and competency, although
they may be influenced by external factors such as initial
student ability.

Construct 2 gamification has shown potential as an in-
novative assessment method in Arabic language learning.
This method offers a game-based approach that not only
evaluates students’ abilities but also increases their en-
gagement during the assessment process. Gamification is
the application of game elements in non-game contexts to
increase motivation and engagement 25, A recent study

also supports this view, stating that gamification can en-
hance students’ intrinsic motivation through rewards, chal-
lenges, and instant feedback [?61.

The findings of this study indicate that the aspects of
listening skills and vocabulary did not show significant
differences between the experimental and control groups.
However, this can be explained by external factors such as
differences in students’ initial abilities that may have af-
fected the assessment results. Another study noted that the
effectiveness of gamification can be influenced by students’
initial readiness and the quality of learning design that sup-
ports their individual needs 3!, Thus, the impact of Con-
struct 2 gamification on listening and vocabulary skills re-
quires strengthening strategies based on differentiation.

The competitive and interactive elements within gami-
fication help create an environment that encourages stu-
dents to participate actively. The variation in gamification
scores among students reflects individual abilities to re-
spond to the challenges provided. Gamification effectively
enhances engagement through direct reward mechanisms
and precise feedback, allowing students to see their
achievements instantly [?2. Consistent with these findings,
elements such as leaderboards and badges can enhance
healthy student competition, strengthening their commit-
ment to learning tasks 27,

The success of Construct 2 gamification as an assess-
ment method is also evident in the high participation rates
of students in answering questions despite the gap between
the highest and average scores. This indicates that the
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method can capture students’ interest, even when the diffi-
culty of the questions varies. Studies state that technology-
based gamification, such as Construct 2, can capture stu-
dents’ attention even in challenging contexts 281, With fur-
ther development, gamification can become a more adap-
tive assessment method tailored to students’ abilities. The
use of learning analytics could be the next step to personal-
ize the gamification experience ),

4.2. Effectiveness of Construct 2 Gamification
in Arabic Language Learning

Construct 2 gamification in Arabic language learning
has shown significant results, particularly in improving
student competence within the experimental group. The t-
test analysis revealed a substantial difference between the
experimental and control groups (¢ = 5.512, p < 0.05), indi-
cating that gamification significantly affected the students’
learning outcomes. This aligns with the findings of previous
researchers, who suggest that gamification can enhance
intrinsic motivation by incorporating elements such as chal-
lenges, competition, and rewards %1, They argue that com-
petitive elements in gamification not only boost student
motivation but also improve memory retention of the mate-
rial being taught B1,

However, despite the improvements in student compe-
tence, the study found no significant differences in listening
skills and vocabulary. This could be attributed to the short
duration of the gamification implementation and a mis-
match between the difficulty of the tasks and the students’
initial skill levels. The success of game-based learning
largely depends on task design appropriate for the learners’
capabilities 2. This observation is consistent with the find-
ings, which highlighted that the success of gamification in
language learning is influenced by the design of tasks that
consider the learning context and students’ background 3,
Therefore, developing more structured and level-based
questions aligned with students’ abilities is necessary to
improve outcomes in these areas.

Gamification also has a positive impact on student en-
gagement. Active participation is evident from the average
scores per student, indicating consistency in answering each
question. Well-designed gamification can foster engagement
through interactivity and real-time feedback elements 29,
This is consistent with the findings of this study, which show
high engagement levels despite varying learning outcomes. A
study also indicates that the direct feedback elements in gam-
ification help students understand their progress and enhance
their learning motivation 13,

In addition, the competitive nature of the gamification
process contributed to a more dynamic learning environ-
ment. Students with higher scores demonstrated increased
motivation to complete tasks quickly, highlighting the rela-
tionship between challenge and performance. This corre-
sponds to the flow theory, where students experience opti-
mal learning when the difficulty level of tasks matches their

skill levels [33]. Moreover, studies have shown that the com-
petitive elements in gamification foster healthy competition
and collaboration, which enhances the overall learning ex-
perience 134,

4.3. Gamification in Enhancing Student Com-
petence

The use of Construct 2 gamification has proven to sig-
nificantly contribute to the enhancement of student compe-
tence, particularly in Arabic language learning. The exper-
imental group, which utilized gamification, demonstrated a
much higher average competence (24.26) than the control
group (19.26). These results support previous research,
which found that gamification in education could improve
learning outcomes through more engaging and interactive
experiences 3%, A more recent study also shows that gami-
fication enhances learning outcomes and strengthens stu-
dent engagement with the material B3¢,

One key factor contributing to the improvement in
student competence is the provision of quick and specific
feedback within gamification. Students can instantly recog-
nize their mistakes and achievements, encouraging them to
learn from their mistakes. Rewards and feedback in a gami-
fied environment can enhance intrinsic motivation, posi-
tively impacting student competence ). Additionally, re-
search emphasizes that high-quality feedback, including
that provided through technology, is a critical determinant
of learning success P71,

Despite its benefits, the implementation of gamification
still encounters challenges, particularly in matching the diffi-
culty level of tasks with the students’ abilities. The analysis
of individual task scores reveals a notable gap between the
highest and average class scores, suggesting the need for
further refinement in task design. The success of gamifica-
tion depends on striking the right balance between the chal-
lenge level and students’ capabilities to prevent frustration or
disengagement 1. This view is supported by researchers,
who emphasize the importance of personalizing gamification
to better align with each student’s needs %,

In conclusion, Construct 2 gamification holds substan-
tial promise in enhancing student competence, especially if
accompanied by more adaptable task designs and continued
professional development for teachers to maximize the effec-
tiveness of this technology. It has been noted that proper
teacher training in applying gamification technology is essen-
tial for its successful implementation in the classroom B!,

This study still offers ample room for further develop-
ment, particularly in more specific areas of Arabic language
proficiency. Therefore, future researchers are advised to:

1. Deepen the Study of Vocabulary Mastery (Mu-
fradat): An in-depth investigation into the types, diffi-
culty levels, and frequency of use of the taught vocab-
ulary can provide a more comprehensive understand-
ing of the instructional method’s effectiveness. Addi-
tionally, analyzing vocabulary teaching strategies that
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are contextual and based on real communicative needs
can enrich the findings.

2. Examine Listening Skills (Istima’) More Specifical-
ly: Listening is a crucial receptive skill that often re-
ceives limited attention. Future research could focus
on the types of texts used (dialogues, monologues,
news, etc.), audio duration, speech rate, and students’
ability to capture both global and detailed information.

3. Integrate Vocabulary with Listening: Studies that
combine vocabulary mastery with listening skills will
offer a more holistic view of students’ language com-
petence development. For instance, exploring how vo-
cabulary knowledge influences the ability to compre-
hend audio recordings could be a compelling focus.

4. Develop More Varied Instruments: It is recom-
mended that future researchers employ a wider range
of instruments, such as diagnostic vocabulary tests, lis-
tening journals, or student self-reflections, to obtain
deeper and more accurate data.

Would you like help weaving this into your conclud-
ing section or aligning it with journal-specific formatting
requirements? I can also help you craft a strong final para-
graph that ties all insights together.

5. Conclusion

This study demonstrates that gamification using Con-
struct 2 significantly enhances student competence in Ara-
bic language learning, particularly within the experimental
group, which achieved higher average scores than the con-
trol group (24.26 vs. 19.26). The interactive and competi-
tive elements of gamification effectively promoted active
student participation, fostering an engaging and innovative
learning environment. However, the study also reveals that
areas such as listening skills and vocabulary mastery did
not show significant improvement, likely due to the short
duration of the implementation and variations in students’
initial abilities. These results underscore the need for fur-
ther refinement of the gamification design to maximize its
comprehensive impact.

The significance of this research lies in the integration
of technology-based learning, particularly in the adoption of

gamification as an innovative assessment method in schools.

The findings suggest that gamification not only boosts stu-
dent engagement but also facilitates a more enjoyable and
effective learning experience. Additionally, this study lays
the groundwork for developing more adaptive learning
strategies, such as personalized task difficulty and dynamic
assessments, to better address individual student needs.
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