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Indonesia, Y+1¢), Y€,

* Moh Matsna dan Leoni Erta Mahyudin, Pengembangan Evaluasi dan Tes Bahasa Arab,
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" Ubaid Ridho, Evaluasi dalam Pembelajaran Bahasa Arab, (An-Nabighah. Vol ) (Y+), Y« A), Y+,
* Furganul Aziz, Pengajaran Bahasa Komunikatif, Teori dan Praktik, (Bandung: PT Remaja
Rosdakarya, Y447),) Y.

° Henry Guntur Tarigan, Pengajaran Kosakata, (Bandung: Angkasa, Y 441),Y,
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" Mulyono Abdurrahman, Pendidikan Bagi Anak Berkesulitan Belajar, (Jakarta: PT Rineka Cipta,
Youx), AT,

¥ Agus Suprijono, Cooperative Learning: Teori dan Aplikasi PAIKEM, (Yogyakarta: Pustaka
Pelajar, Y+1Y), Y11,
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* Acep Hermawan, Metodologi pembelajaran bahasa Arab, (Bandung: PT Remaja Rosdakarya,
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" Lely Maulida, Jumah gamer di Indonesia capai '« juta di Y-¥-, (Online tersedia di:
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Y Y A), diakses pada tanggal Yo Juni Y+)4

" Nurul Jannah, Mudjiran, dan Herman Nirwana, Hubungan Kecanduan Game dengan Motivasi
Belajar Siswa dan Implikasinya Terhadap Bimbingan dan Konseling, (KONSELOR Vol (£) No. ¢
ISSN Y€1) Y-4VT. Yayo) Yug,

'Y Yusring Sanus Baso, Pemanfaatan Poliferasi Smartphone dalam Peningkatan Mufradat
Mahasiswa, (Prosiding: Inovasi Pembelajaran Bahasa Arab untuk Generasi Milenial dalam
Memasuki Era Industri ¢,+ di Indonesia, Jakarta: UAI, Y+YA), ¢
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'™ Kahoot, The Kahoot! Guide to Creating & Playing Learnign Games 'rd Edition,
(www.kahoot.com, Y+1Y)



http://www.kahoot.com/

gyl il Bl sy Claal o 3001 as \;4 Ul desy
oy pe) Aol 3 eyl paics (g3 ) sz 5o e aﬁt{@\;,;\ Nas
5 sy Ul Jad a,»(eu\ lasils dp ) A3l s il syl o Lo
cd a8 el ool e Loy S Sl iy iy bl L) 3K bl
clnoly (ol ) 3 il o 0Ty a6 7 bl o 3 3 ) 1l
gyl Al olsyee Jo
ol i .o

¥ LS ol it C- ) o s S s e el

sl (3 ey 8 v il i O AR S AR LR S T Ly

Tl A s 1pj¢ﬁ{@u,¢\
NER TIPSR RRE ] ) iy O il 3k pebls aS 7L Y

S sl &



S e ¥ R 3500 ) iy el i) e lagal ST Y
Sl A ol e

) ik el bl 3 ubls s 2538 Al plas oS
Tyl Al oo o el y ) 1) ‘ﬂ&“_ EURIEWe]

Gl Cslanl T

e LSl 38 3 o Cslaal L

SRS PN GAZ VIKIE TS EO VoL T e R W RN E R R
o 1 ) :\L:.ﬂ;aft{aw

o ) e 8 v Rl 2500 A L SR 2ols 30,0l Y
i 2

S s VMG ¥l Ry ot il 5 el R Y

Ayl A Ol yee



2391 Ryag ol il S Adls e 588 el sl S50 ¢
B Sl e pplalily W1 Lﬂ@ Vil i
LIPS I PO

o LS il W1 o ol s 456 @S Al ol olaal ] 13kl
Ryl Ll )

g;;.:j R REWIE I SRR VBN JCPR B, ke
G g o Loy 2 2l s ) 18I 010 Sl eyl
Wl s oo el 5 30 5 el 13 Ig@3a8 bl sl At
el 3 Rl AN i P 5, L i
Adanl s . ¥

Sl lase 3 Al Al s s o 2AL ol as o 5
1 2l y S Rl R e lall a1 oo,all ey cpadsl)

EWRIEEUE WSO



e yally el iy (ol e Ll 10 055

ol L ()

Bl 5 e el Gy ol s ol ol
A A o e 0 b 3 2
ol . (&)

3o oAl e Jew ¥ Gl e 908 bl iy
e A s e
WIS

A 3 5 3 bt A ESS B M
Ayl L ((3)

o 3 Rl gl fuod ke ol Vi 05 0l iy

eyl gh 3 ) 2l s



R

Kl KoLl Gyl .0

25 3 Lol 5313 ol Loy gl Tl oLyl p 2l &l

AL B 5 ot N L2 s Lo gl ool Tl gl Y 3] e

S ol ) Sl Ul sy Al 50 g+ LUl 4 s (60 L |0d
Ll Sl o 034 gty an LS s Sy el L2

The Effects of the Online Game:Kahoot! ;s =t A lhldlla, .\

& (Joseph Pede) (goud g o &) on Science Vocabulary Acquisition
«(Rowan University New Jersey) wﬁy Ol M\%éqﬁaﬁ) YAl
QI 335 e Al 1l 4 a8 el O Eondl s oloy RS
NPT Y 7ol plasial ol oy GFReLoYl 0, 2l ol
5 o ol By 5l iy el o 50 5SS
“.Jg;»%m@\;f_s\ﬁmw\ Iy s 3 ol e S5

L a8 Al G0 22 3 Ll 35 QU ol ol 1 g O

'* Josep Pede, The Effects of the Online Game Kahoot! on Science Vocabulary Acquisition, (Tesis.
New Jersey, United States: Rowan University, Y+ V)
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'* Ciaramella, K. E, The Effects of Kahoot! on Vocabulary Acquisition and Retention of Students
with Learning Diabilities and the Other Health Impairments, (Tesis. New Jersey, United States:
Rowan University, YY)
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'* Nana Sudjana dan Rivai, Media Pengajaran, (Bandung: Sinar Baru Algesindo, Y+ +°), Y.
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