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ABSTRACT

Hayati, Rizky, 2025 — The Effectiveness of the "Speech Challenge Game'" in Improving
Speaking Skills (Maharah Kalam) of 11th Grade Students at Madrasah Aliyah Miftahul
Qulub. Thesis, Arabic Language Education Study Program, Faculty of Tarbiyah, KH.
Abdul Chalim University, Mojokerto. Supervisor: Muqimah Liwais Sunnah, M.Pd.I

Keywords: Speech Challenge Game, Maharah Kalam, Arabic Language

The Speech Challenge Game is a combination of a "talk or dare" card game and the
discovery inquiry learning model, which plays a role in actively engaging students in the
learning process and boosting their enthusiasm. Based on observations, prior Arabic
lessons in 11th grade at Madrasah Aliyai*hul Qulub had not yet utilized supportive
games to facilitate effective leatning. As sult, stufixrzts felt bored, and the learning

process was monotonous. Add#tenally, students' spea ability remained low, as they
were shy and afraid of being laughed at caking Arabic.

determine t‘@rabic speaking skills
asah _Aliyah Miftahul Qulub.(2) To
allenge Game.(3) To determine
iauine spogleing skills of the
trol group design. The

The objectivitéSUof this researg
(maharah kalam) of 11th-grade stu
understand the Arabic learning
the effectivenes the
students.This is a quant
population consists of h Miftahul Qulub. The
sample was selected usin I ding all students in class
XI A3 and XTI A i idnes us ere observation,
interviews, documentation, & . Da isechnig@ef included validity testing, T-
test, and N-gain test.

The result of this study & eaking skills were still low, as
evidenced by the comparison of post-test scores: the experimental class scored 69.71, while
the control class scored 50. I:VlEpRs I#A&eech Challenge Game was
applied twice. Students picked one card and were instructed to read the prompt written on
it and complete the ¢ Iﬂlg bAB’WJ;u@HA the T-test results, the
significance value (2-tailed) was < 0.05, i.e., 0.00 < 0.05, so Ha was accepted and Ho was
rejected. The N-gain score of the experimental class was 30.28%, and the control class was
50%, both falling into the "moderately effective" category.It can be concluded that the use
of the Speech Challenge Game is moderately effective in improving the Arabic speaking
skills (maharah kalam) of 11th-grade students at Madrasah Aliyah Miftahul Qulub.



ABSTRAK

Hayati, Rizky, 2025, Efektifitas permainan tantangan berkalam untuk meningkatkan
maharah kalam siswa kelas XI Madrasah Aliyah Miftahul Qulub. Skripsi, Program studi
Pendidikan bahasa arab,Fakultas tarbiyah, Universitas KH.Abdul
Chalim,Mojokerto,Pembimbing: Muqimah Liwais Sunnah M,Pd.I

Kata kunci:Permainan tantangan berkalam,Maharah kalam,Bahasa Arab

Permainan tantangan berkalam merupakan permainan penggabungan antara media kartu talk
or dare dan model pembelajaran discovery inquiry yang memiliki peran dalam melibatkan siswa
secara aktiv dalam pembelajaran. Berdasarkan hasil observasi, pembelajaran dengan menggunakan
permainan tantangan berkalam pada kelas XI sebelumnya belum pernah diterapkan, kurangnya
variasi dalam penyajian materi Pelajara ingga pembelajaran terkesan monoton dan
membosankan menyebabkan minat sisswa keterampilan berbicara dalam bahasa arab
menjadi rendah sehingga dilakuk nerapan permainan.

Tujuan penelitian ini adalah(1)Menge emampuan maharah kalam siswa kelas XI

Madrasah Aliyah Miftaﬁqulub (2)Meng ES pembelajara*asa arab menggunakan
permainan tantangan berkalam (3)Meng as permainan tantangan berkalam untuk
meningkatkan maharah kalam sisya ke sah_Aliyah miftahul qulub Mojokerto.Jenis
penelitian ini menggunakan pene de (non-equivalent control group
design ).Populasiiam peaelitia ab Aliyah miftehul qulub.Sampel
diperoleh dengan menggu swa kelas XI A3 dan XI A2
yang berjumlah 21 sigWa. [ peneliti gunakan adalah
observasi,wawancara,doku 5 data menggunakan Uji
validitas,Uji T danglji N-ga

ar posttest kelas eksperimen dengan
skor 69.71 dan kelas control dengan skor jaran dengan menggunakan permainan
tantangan berkalam dilakukan pen an meminta siswa mengambil satu
kartu kemudian siswa diperin t e lima juk yang ada pada setiap kartu yang
mereka pilih dan melakukamgﬁgifwtunjuk yang ada pada kartu
tersebut (3)berdasarkan hasil uji T yang diperoleh adalah nilai sig.(2-tailed)<0,05 yaitu 0,00< 0,05
maka Ha diterima dan i 1amwm@“ﬁ as eksperimen 30,28%
dan n-gain kelas control sebesar 50% dengan kategori cukup efektif maka dapat disimpulkan bahwa

penggunaan permainan tantangan berkalam cukup efektif untuk meningkatkan maharah kalam
siswa kelas XI madrasah Aliyah miftahul qulub



