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Abstract— Game-based learning is certainly very favored by students, especially nhowadays games in learning do not
need to be done in the classroom using a cellphone. One application that can be developed to improve student
achievement is the Educandy platform. The purpose of this research is to develop the Educandy platform as a learning
media in improving Arabic language learning achievement. The method used in this research is research and
development method with ADDIE model. The results of this study indicate that the Educandy platform is able to
improve student achievement so that students are happy in learning Arabic. The conclusion of this study can be seen
that the use of the Educandy platform as an educational game in learning Arabic can support the learning and teaching
process. The limitation of this research is that researchers only make Arabic language games at the junior high school
level so that the game cannot be developed as a whole, for that the researcher hopes that the next researcher can do the
same research and be practiced at boarding schools where there is more knowledge about Arabic lessons.
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I. INTRODUCTION impact where in science students are taught about

In this era of global technological natural phenomena and facts, and technology
advancement, it has impacted many components of allows people to use it in science (Korol et al.,
life, both politically, economically, culturally, arts 2021). Technology can help everyone around the
and education (de Reuver et al, 2018). world, to perform the daily activities that people do
Technological progress is closely related to at work and in education (Saleem et al., 2019).
scientific progress, so evolution over time is Technology is included in the scope of science and
inevitable in life (von Uexkull & Buhaug, 2021). In is used to develop systems contained in online
the field of education, technology has a significant media. This technology is used to create network-

53


mailto:melisarezi.fah@uinib.ac.id
mailto:jacobquintana@gmail.com
mailto:walkerdominic@gmail.com
mailto:liudarius@gmail.com
https://doi.org/10.55849/jiiet.v2i1.445

installed tools or applications to help or facilitate
people's daily activities (Kobayashi et al., 2019).
With the development of increasingly modern
technology, technology is also increasingly
advanced and sophisticated. So that schools can
also improve the learning media available to create
worksheets/assessments ~ for  students  when
completing assignments by applying various
technologies (Mahdavinejad et al., 2018). During
this time, technological developments are
increasingly advanced, and all parties in the world
of education must be able to balance and keep up
with existing technological advances. We found
that the influence of the environment on technology
is strongly supported by the availability of the
internet network. This can have implications for
other development (Hussain et al., 2018), especially
in the field of Education (Scherer et al., 2019) In
the world of education, the internet is used as a
support for learning media (Greenhow et al., 2009).
Education needs to improve schools and
educational progress through positive innovation
(Lortie-Forgues & Inglis, 2019). Therefore, many
believe that technology makes things easier, more
effective, and more convenient. (S. Li et al., 2018)
From children to adults, there is no age limit in the
use of technology (Lawton et al., 2019).Schools are
expected to keep up with significant technological
developments by providing electronic tools that
support the learning process (Dwivedi et al., 2021).
Good and complete facilities and infrastructure
ensure that learning activities are carried out
effectively and efficiently so that students can find
a conducive and pleasant learning environment.

The success of the educational process is the
main goal when implementing education in schools
(Algahtani & Rajkhan, 2020). Dalam proses
pendidikan, aspek utama adalah guru dan siswa
(Carless & Boud, 2018). Agar proses In order for
education to be successful, teachers must guide
students to the formation of knowledge in
accordance with the structure of the subjects they
study (Strelan et al., 2020). The use of media in
education is one of the efforts to achieve this goal.
Because the advantages of media, along with the
development of technology and information, is an
increase in success in conveying information and
attitudes (Garzon & Acevedo, 2019). Multiple
learning environments for platform learning
activities can increase student engagement in
learning (de Reuver et al., 2018). The learning
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environment is an element of teaching and learning
that plays an important role in learning. Using
technology and social media is the right and most
reliable way to spread social media (H. Li et al.,
2018). Learning media can be created only with
Educandy, but also from other platforms (Kiili,
2005). Especially in Arabic language learning,
Arabic language learning becomes more interesting
when presented in the form of quizzes and puzzles
with Android applications (Elnagar et al., 2020).
Teachers should consider this when using media in
all educational activities (Basar et al., 2019).
Therefore, teachers must know and master teaching
tools before distributing them to students.

Educational media  refers to  the
communication and interaction between teachers
and students (Makransky et al., 2019). Media is
used intentionally so that learning takes place well
and consistently. Two-way communication between
teachers and students is necessary to achieve certain
goals or competencies developed by the school
(Young et al., 2018). Media has various aspects in
the student's environment and can stimulate student
learning (Wang et al., 2020). With the advancement
of science and technology, educational media is
also developing (Korol et al., 2021). Based on the
explanation above, it can be concluded that
communication is essentially a mediator that
connects learning media between teachers and
students through an interactive process (Théry et al.,
2018). Education is also a communication process,
so educational media is a means of communication
(Lortie-Forgues & Inglis, 2019; Wang et al., 2020).
In the world of education, especially in the
education  process, communication is very
important (Huang et al., 2019). Because without
communication there can be no reciprocal
relationship between teachers and students (Elgrishi
et al., 2018). Teachers and students are expected to
develop a communicative relationship with each
other, and communication is essential for successful
learning.

Learning media is an important part of the
learning system (Kamilaris & Prenafeta-Boldu,
2018). Using the learning environment can facilitate
and plan the teaching and learning process (C.
Zhang et al., 2019). because the material taught by
the teacher must be in accordance with the learning
environment. In addition, teachers must match the
media used for student understanding so that
learning occurs optimally (Elgrishi et al., 2018).



The purpose of learning media is to enhance
students' creativity and performance in learning
methods (Bers et al., 2019). Each student has
different characteristics to understand and digest the
material delivered by the teacher (Anderson & Dron,
2011). Educational media is an important benefit
for teachers and students, because the existence of
educational media can facilitate student and teacher
learning so that the desired goals are achieved
(Bond et al., 2018). The learning environment must
evolve with the times. Therefore, learning always
requires teachers to update the Ilearning
environment for the progress of their students. The
way to use the Educandy application is to click
www.educandy.com then select sign in and select
register under the box Next click create your first
activity then open the email, click the inbox and
click the message from Educandy after it opens,
click the one as given the red box in the picture
above. Enter the new password, then click reset
password. Then return to the educandy page. Here
there are three choices of game types that we can
create, namely words, matching pairs, and quiz
questions. This time the researcher will explain the
tutorial for making a matching game. Please click
matching pairs. In number one fill in the name of
the subject, for example Arabic, in number two fill
in the title of the quiz. Next, in number one, fill in
the question. In number two fill in the answer. Then
the third step is to click add pair. Then scroll down
until you find the section as shown above. To try
playing the game that has been made please click
one of the images. After it is deemed appropriate,
then please share the game link with students.

This gives the teacher an additional burden to
present the lesson in a way that engages students
(Korol et al., 2021). The solution to overcome these
problems is to use media that can increase student
motivation and learning outcomes (Theobald et al.,
2020). Educandy is a web-based application used to
create quizzes. Everyone has access to create or
play these quizzes. The slogan "making learning
sweeter" educandy screen is made with sweet colors
to look happy. Educandy has three main game
features: words, matching pairs and quiz questions
(Nurjanah et al.,, 2022). However, these three
functions can be transformed into several other
types of games such as word search, hanger,
anagram, space and cross, crossword, matching,
memory and multiple choice. This game can be
useful for students to reduce boredom in learning
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(Hu et al., 2018). Educandy is an online educational
game that allows teachers to create quizzes (Kiili,
2005). Educandy has 3 main game features which
are words, matching pairs and quiz questions.
Teachers can create three game functions for
several game types, such as word search, hangman,
anagram, space and cross, crossword, matching,
memory and multiple choice. Education can be
applied in subjects such as Arabic, English and
Civics (Hussein et al., 2019). Students can complete
this Educandy quiz using a mobile phone, laptop or
computer, so it is very practical and can increase
student learning motivation.

This media can be designed to enhance group
learning activities and involve students actively in
the design of the quiz (Hussein et al., 2019). The
low ability and skills of students greatly affect the
learning outcomes of students. This requires
teachers to innovate in the production of learning
media in order to quickly overcome the problems
and difficulties that arise today (Young et al., 2018).
As a solution to this problem, the provision of
interactive learning is needed (Liao et al., 2019).
With the need for learning media that dances and is
easy to use for everyone, researchers are therefore
interested in conducting research related to
interactive learning media that can be used for
learning (Garzon & Acevedo, 2019). Using the
Educandy platform can create useful dialogs for
students (Mozaffari et al., 2019). Educandy is an
application that can be used both as a learning
medium and as an interesting assessment tool for
online learning students (S. Zhang et al., 2020). The
Educandy app is perfect for classroom use. Based
on previous findings, Educandy is a word game app
that can be played by everyone, including students,
because Educandy's features are easy to us
(Radianti et al., 2020). Other findings show that
educational games are very effective in improving
student learning outcomes (Subhash & Cudney,
2018). It is concluded that the Educandy app can
help increase the enthusiasm for learning in
students. The colorful screen can also arouse
students' interest in playing games while learning.
So that it will cause student motivation to learn and
facilitate student understanding of the material
provided, and students can achieve high learning
outcomes.

(Ulya, 2021) Teachers can design and create
question banks related to the material taught in
lectures to be reused later when teachers make



assessments, quizzes or exercises. Interesting and
interactive assessments are very helpful to increase
students' interest and enthusiasm in dealing with
questions. The use of online quizzes to learners is
expected to increase learning motivation, so that
students acquire material in such a way that it is
expected that their learning outcomes are good,
because the training provided is suitable for using
for learning. Like quizzes are not boring. Since the
quiz contains a lot of word games, this study
material is suitable for learning Arabic (Al-Zoubi et
al., 2018). Educandy can be used as a tool to
capture students' attention during distance learning.
Educandy can also be played individually, duel
against the computer or duel with friends, all of
which can be customized to suit your needs.

This research seeks to revisit the development
of the Educandy platform as a student learning
enhancement for Arabic language learning in
schools. Educandy is an application that can be
used to create interactive learning media. We hope
that this research can improve student achievement
in learning, improve student grades, make learning
Arabic more fun and not boring students. This
application can be accessed through smartphones
making it easier for students to work through
worksheets / quiz-based assessments or questions in
this application. On the Educandy page there are
also examples of the teacher's work, so that even
beginners can get an idea of what the work will be
like. Educandy educational game can be defined as
a web application used to create fun trivia games.
This web application is suitable for increasing
students' interest in learning.

Il. RESEARCH METHODS

The educandy platform as an educational
game is an educational game to improve student
achievement in learning Arabic (Castro & Tumibay,
2021). The Educandy platform was developed in
accordance with research procedures that apply the
development method (Research and Development)
with the ADDIE model (Trust & Pektas, 2018). At
this stage, researchers obtain information through
observation and structured interviews (Baharuddin,
2018). Observation by directly seeing the Arabic
language learning process using the educandy
platform so that students feel comfortable and not
easily bored during learning (Kim et al., 2020).
Furthermore, interviews were conducted and finally

the theoretical basis. When developing the
Educandy Platform as an educational game for
learning Arabic which is able to motivate students
that in the process of learning Arabic they can also
play using the Educandy Platform (Nurjanah et al.,
2022). The development model is an activity
carried out by researchers to obtain relevant
research results as expected, based on the
explanation above, researchers apply the following
development steps:

Stage Activity

Analysis Analysis is the element of
gathering data about what is
needed. Here teachers will
gather every possible piece of
information they can before they
consider the next step in the

process.

Design Designing learning objectives,

tasks and assessment criteria

Development | This development step will be
carried out by creating and
combining the material content
that has been made in the design
step. At this stage teachers will
create storyboards, write the
content and create the graphics
needed in the learning that will

be given to students.

Implementation | Focus on objective achievement

Evaluation is used to measure
how well the learner meets the
objectives set out in the material
that has been given to the
learner.

Evaluation
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This research model is systematic in
developing learning. ADDIE model research was
developed for educandy platform-based learning
media in several ways (1) analysis, at this stage an
analysis was carried out on how much interest
students have in learning Arabic (2). Planning, at
this stage the initial planning of learning is carried
out, such as a questionnaire of students' responses
and designing the learning process, (3) development,
at this stage a practicum module is developed (4)
implementation, at this stage testing the media to be
developed to students (5) evaluation, this stage aims
to evaluate the learning outcomes of the previous
stages, as well as provide conclusions on the media
that has been developed. The research was
conducted at State Junior High School 1 Lubuk




Alung in October 2022. The subjects and objects of
this research are media validators, materials,
language, educators, and students. The research is
aimed at the feasibility of Educandy Platform
learning media to determine the ability of students
in learning Arabic. Data collection techniques in
this study used non-participant observation
techniques, researchers were not on site to directly
examine students in Madrasah, and media
feasibility test questionnaires, materials, language
were carried out by distributing questionnaires to
students with the aim of knowing the response of
students to the development of media developed.

I1l. RESULT DISCUSION

This study uses the ADDIE model which is
used to analyze the development of the Edycandy
platform as an achievement enhancer for students in
Arabic language learning at school. This study was
prepared to fulfill the UTS assignment for the
Learning Media course. It is developed and made in
the form of an assessment of improving student
achievement in Arabic language learning at school.
In addition, researchers conducted a learning media
analysis by creating learning media on the
Educandy platform using quiz templates as the
learning media used. The learning media created
using the quiz template on the Educandy platform is
effective and Equipped with attractive images to
encourage efficient learning. That's what students
need. This educandy platform is interactive. This
learning media is analyzed by filling three
validation questionnaires: media, application, and
language validation. Based on the development of
the Educandy platform to increase student
achievement for Arabic language learning at school,
the results of the media, material and language

feasibility tests on the learning media are as follows:

Media Feasibility Validation Sheet

The results of the media expert experiment
were used to verify the feasibility of the media
under study to find deficiencies in Educandy media
made by researchers as Arabic language learning
media. The data obtained in this study consisted of
students. Evaluation or data collection from the
results of the Media Feasibility Check Sheet in the
form of Educandy Learning Media evaluation.
Validation of the assessment by students is done by
filling out a questionnaire. The purpose of this
research is to get learning media that is easy for
students to find the desired vocabulary and suitable
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for use. Therefore, researchers provide suggestions
for improvement. Data on the results of Educandy
media research on the media feasibility validation
sheet can be seen in the table below.

feasibility tests on the learning media are as
follows:

Media Feasibility Validation Sheet

The results of the media expert experiment
used to verify the feasibility of the media under
study to find deficiencies in Educandy media made
by researchers as Arabic language learning media.
The data obtained in this study consisted of students.
Evaluation or data collection from the results of the
Media Feasibility Check Sheet in the form of
Educandy Learning Media evaluation. Validation of
the assessment by students is done by filling out a
questionnaire. The purpose of this research is to get
learning media that is easy for students to find the
desired vocabulary and suitable for use. Therefore,
researchers provide suggestions for improvement.
Data on the results of Educandy media research on
the media feasibility validation sheet can be seen in
the table below.

The data on the results of the language
validation feasibility trial can be described as
follows: shows that responses based on 42 learners
who are presented as testers & assessors in this
study, the highest research results of learners on the
validation of the feasibility of educandy platform
development learning media language to improve
students in learning Arabic, obtained the highest
percentage of 45.5% which is included in the
criteria Strongly Agree (SS). The results of the
second highest evaluation of the validation of the
feasibility of the language of the learning media
development of the educandy platform to improve
student achievement in Arabic language learning,
obtained the highest percentage of 35.7% which is
included in the Agree (S) criteria. The third highest
evaluation result on the validation of the feasibility
of educandy platform development learning media
language to improve student achievement in Arabic
language learning, obtained the highest percentage
of 36.6% which is included in the Disagree (TS)
criteria. And according to the results of student
evaluations of the validation of the feasibility of the
language of learning media development of the
educandy platform to improve student achievement
in Arabic language learning, obtained the highest
percentage of 14.3% which is included in the
criteria Strongly Disagree (STS).



Assessment Criteria

Aspect

Strongly
Agree
(S9)

Agree | Disagree

(T9)

Strongly
Disagree
(STS)

(=}

Strongly
Agree
(SS)

the Educandy
platform is
equipped  with
attractive images
Educandy

22,5% 25% 12,5%

40%

Strongly
Agree
(SS)

platform is an 25% 35% 7,5%
educational game
application
Educandy
platform is
suitable for use as
Arabic language
learning media
Educandy
platform
functions as a
medium to
improve students'
learning abilities
Educandy
platform as an
online learning
media

Learning Media
with the
Educandy
Platform is
needed in Arabic
language learning
The suitability of
the material
provided by
researchers with
Arabic language
learning

32,5%

20% 33,3% 10,3% Disagree

20,5% (TS)

32,5% 25% Strongly

Agree

37,5% (SS)

29,3% 7,3% Strongly
Agree

(SS)

39% 24,4%

14.6% 9,8% Strongly

Agree
(SS)

51% 24,4%

36,6% 7,3% Disagree
(Ts)

31,1% | 24,4%

36,6% 9,8% Strongly
Agree

(SS)

36,6% | 17,1%

Image and
writing
compatibility
The time to do
the questions is
flexible

Material Validation Feasibility Sheet

The results obtained after conducting material
feasibility trials conducted by several experts
concluded that the learning media material was
suitable for use in schools in Arabic language
subjects. The purpose of media validation is to find
out the shortcomings of this application and correct
errors and deficiencies in this Educandy platform
learning media. This Educandy platform-based
learning media that researchers make aims to
develop Arabic learning media, so that learning
takes place fun and students are enthusiastic about
learning. And replace the learning atmosphere that
only uses monotonous learning media based on
books and pens as learning media. This application
is in the form of a game with many types of games
that can be selected at will, the media here is used
as increasing student interest in learning, students
as a test material for this competency. The data
obtained on this material feasibility validation sheet
are;

9 26,6% 31% 26,2% 14,3% Agree

1
0

21,4% Strongly
Agree

(SS)

40,5% | 35,7%
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The data on the results of the language
validation feasibility trial can be described as
follows: shows that responses based on 42 learners
who are presented as testers & assessors in this
study, the highest research results of learners on the
validation of the feasibility of language learning
media development of the educandy platform to
improve students in learning Arabic, obtained the
highest percentage of 45.5% which is included in
the criteria Strongly Agree (SS). The results of the
second highest evaluation of the validation of the
feasibility of the language of the learning media
development of the educandy platform to improve
student achievement in Arabic language learning,
obtained the highest percentage of 35.7% which is
included in the Agree (S) criteria. The third highest
evaluation result on the validation of the feasibility
of educandy platform development learning media
language to improve student achievement in Arabic
language learning, obtained the highest percentage
of 36.6% which is included in the Disagree (TS)
criteria. And according to the results of student
evaluations of the validation of the feasibility of the
language of learning media development of the
educandy platform to improve student achievement
in Arabic language learning, obtained the highest
percentage of 14.3% which included the criteria
Strongly Disagree (STS).

Material Validation Feasibility Sheet

The results obtained after testing the
feasibility of the material conducted by several
experts concluded that the learning media material
is suitable for use in schools in Arabic language
subjects. The purpose of media validation is to find
out the shortcomings of this application and correct
errors and deficiencies in this Educandy platform
learning media. This Educandy platform-based
learning media that researchers make aims to
develop Arabic learning media, so that learning
takes place fun and students are enthusiastic about
learning. And replace the learning atmosphere that
only uses monotonous learning media based on
books and pens as learning media. This application
is in the form of a game with many types of games
that can be selected at will, the media here is used
as increasing student interest in learning, students
as a test material for this competency. The data
obtained on this material feasibility validation sheet
are;



Strongly Criteria
Agree

(SS)

Disagree
(TS)

Strongly
Disagree
(STS)

No Assessment
aspect

Agree

1 | The Educandy
platform
application
makes it easier
for students to
understand
Arabic
language
learning

2 | Educandy
application as a
medium to
improve
students' ability
to understand
learning
material

3 | Educandy
application is a
form of
technological
progress in the
world of
education

4 | The advantage
of the
Educandy
application is
that it is easily
accessible
anywhere,
anytime and by
students

5 | Educandy
application as a
medium of
encouragement
in learning

6 | Educandy
application is
suitable for use
in Arabic
language
learning media
7 | Educandy
application is
very suitable
for use in
Arabic

The data on the feasibility of this language
validation can be described as follows: shows that
the response based on 40 students who are
presented as testers & assessors in this study, the
highest research results of students on the validation
of the feasibility of the language of learning media
development of the educandy platform to improve
student achievement in Arabic language learning,
obtained the highest percentage of 40% which is
included in the criteria Strongly Agree (SS). The
second highest research result on the validation of
the feasibility of educandy platform development
learning media language to improve student
achievement in Arabic language learning, obtained
the highest percentage of 47.5% which is included
in the Agree (S) criteria. The results of the third
highest evaluation of the validation of the feasibility
of the language of the learning media development

30% 20% Strongly
Agree

(S9)

32,5% 17,5%

37,5% | 30% 22,5% 10% Agree

475% | 22,5% 25% Agree

Strongly
Agree
(S9)

25% | 37,5% 25% 7,5%

25% 40% 15% 20% Strongly

Agree
(SS)

35% 20% Strongly
Agree

(S9)

32,5% 12,5%

32,5% 25% 10% Strongly

Agree
(S9)

32,5%

of the educandy platform to improve student
achievement in Arabic language learning, obtained
the highest percentage of 25% which was included
in the Disagree (TS) criteria. And according to the
results of student research on the validation of the
feasibility of the language of learning media
development of the educandy platform to improve
student achievement in Arabic language learning in
junior high school, obtained the highest percentage
of 17.5% which is included in the criteria Strongly
Disagree (STS).
Language feasibility sheet

The results obtained after validating the
feasibility of language. can be concluded that the
learning media is suitable for use in schools. The
goal is to find out the shortcomings of this
application and correct the mistakes and
shortcomings of this educandy platform learning
application. This learning media in the form of
educandy platform aims to develop Arabic learning
media, so that learning takes place fun and can
motivate students to be active in learning. And
change the atmosphere of learning that only uses
monotonous learning media based on books and
pens as media. learning. This application is in the
form of a game with many types of interactive
games and can be used as media, the media here is
used as a competency test material for students. The
data obtained on this media feasibility validation
sheet are;
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Table 4. Language validation sheet

process. Using the Educandy platform is a useful
option to create learning media that can be used by

Assessment aspect Agree Strongly Kriteria

Agree (SS)

Disagree
(TS)

Strongly
Disagree
(STS)

achers and students, and the end result is that
pachers can measure and test their students'

Appropriateness of
the use of Arabic
words

34.1% 29,5% 27,3% 9,1% Agree

bilities in learning Arabic. The Educandy platform

The language used

is easy to understand 43,2% 22.7% 20,5% 13,6% Agree

s an online learning media that requires students to
se Android to support this learning media. The

The language used
is in accordance
with the emotional
level of students

31,8% 36,4% 25% Strongly Agree

(S8)

dvantage of this application is that it has a large
election of interesting games that can be used for

The language used
is common in
everyday life

43.2% 27,3% 20,5% 9,1% Agree

nteresting and fun learning for students. In addition,

Provisions in the use
of Arabic language
rules

43.2% 27,3% 22,7% Agree

—~ =N ) = = o |+ o+

e application is flexible rather than monotonous
nd creative so that it can increase students' interest

The language used
is effective for
learning Arabic

56,8% 20,5% 15,9% Agree

n learning. Due to the uniqueness of this

The sentence
structure is
standardized

31,6% 36,4% 22,7% 9,1% Strongly Agree

©9)

pplication, students will not get bored quickly
vhen answering teacher questions. Moreover, this

Accuracy in Arabic Strongly Agree
(S9)

27,8% 39,5% 35,6% %

pplication can be easily accessed by anyone

The language used
is in accordance
with the emotional
development of
students

50% 36,$% 11,4% Agree

nywhere.  This research uses interactive
omponents and processes to develop learning

DO DD g Qf =

10 | Accuracy in Arabic

45% 34,1% 20,5% Agree

The data on the feasibility of this language
validation can be described as follows: shows that
the response based on 40 students who are
presented as testers & assessors in this study, the
highest research results of students on the validation
of the feasibility of the language of learning media
development of the educandy platform to improve
student achievement in Arabic language learning,
obtained the highest percentage of 39.5% which is
included in the criteria Strongly Agree (SS). The
second highest research result on the validation of
the feasibility of educandy platform development
learning media language to improve student
achievement in Arabic language learning, obtained
the highest percentage of 56.8% which is included
in the Agree (S) criteria. The third highest research
result on the validation of the feasibility of
educandy platform development learning media
language to improve student achievement in Arabic
language learning, obtained the highest percentage
of 35.6% which is included in the Disagree (TS)
criteria. And according to the results of student
research on the validation of the feasibility of the
language of learning media development of the
educandy platform to improve student achievement
in Arabic language learning, obtained the highest
percentage of 13.6% which is included in the
criteria Strongly Disagree (STS).

As one of the factors that can affect the
quality of education, the utilization of evolving
technology has a significant impact on the learning
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edia based on the Educandy platform based on the
ADDIE model.

The first step before conducting research is to
analyze the development of teaching materials in
learning. analyze performance, at the stage where it
is necessary to analyze, especially the problems that
arise in learning. student analysis, at this stage what
will be analyzed is the characteristics of students
based on their knowledge, skills and development.
analysis of the learning material process, at this
stage what will be analyzed is the method of
studying the material, the purpose of analyzing the
learning material is to clarify what parts will be
taught. analysis of learning objectives, at this stage
it is necessary to analyze the skills that students
have. in the analysis of a study will be used to
develop the Educandy platform in Arabic language
learning later. The first is the analysis of learning
materials that will be taught to students at SMP N 1
Lubuk Alung. This stage is intended to determine
the level of understanding of students in learning
Arabic. The main focus is on the content of the
learning material itself. Therefore, it can be
concluded that analyzing teaching materials is the
first step before conducting research.

The next step after analyzing the development
of teaching materials in learning, the next step is to
design teaching materials, specifically as follows
Arrange teaching materials systematically with
basic and fundamental skills to define teaching
materials based on facts, processes, learning time
and student assessment tools. , learning time and
student assessment tools. Develop a good learning

S




strategy for selecting teaching material skills that
are suitable for students. design subject-based
learning materials so that students can achieve their
learning goals. Evaluate student learning outcomes
after using the Educandy application as a dukative
game to improve student achievement in Arabic
language learning. The varying levels of expertise
among the teachers participating in the ADDIE
process required maintaining a line of sight
throughout the process. The design management
team and its development activities were influenced
by ideas from this Line of Sight. This line of sight
is biased by activities unrelated to the scope of
filling performance gaps. Therefore, the teacher
must have a strong relationship in order to cover the
gap between his students by giving confidence to
the students during the meeting.

The next step after designing educational
materials is to develop research. The development
of this research includes activities that produce
teaching materials. At this stage teaching materials
have been prepared, at this stage teaching materials
have been developed which are then realized as
teaching materials that are ready to be implemented
in accordance with the objectives. In developing
teaching materials, there are two very important
objectives, including reviewing teaching materials
used to achieve learning objectives, selecting
interesting teaching materials used to achieve
learning objectives. The results of this stage are
expected to produce a complete set of learning
resources, such as all content, learning strategies,
and other lesson plans. To support the learning
module, educational media and a comprehensive set
of directions for each lesson and independent
activities are required that provide a means of
building students' knowledge and skills. Teachers
will also be helped by a comprehensive set of
directions in guiding students during the interaction
in the planned teaching. Furthermore, during the
development stage teachers develop a formative
evaluation design and validate it resulting in a
revision. The teacher should be able to focus on
communicating the learning well and giving
confidence to the learners during the learning with
the learning resources presented, so as to fill the
gaps in learning performance regarding the
students' lack of knowledge and skills.

The next step after designing teaching
materials is to implement the developed learning
media. The goal is for students to achieve their
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learning objectives, minimize student errors and
ensure that at the end of their studies, students are
more motivated to learn. At this stage the researcher
implements the learning aids that have been
developed. The media that has been developed is
distributed in accordance with Arabic language
learning. After completion in the next lesson,
evaluate the learning media. The result of this phase
is the implementation strategy. The common
components of the implementation strategy are the
student plan and the facilitator. Teachers need to
actually manage the learning program in order to
successfully communicate the implementation
strategy.

The final step is evaluation, which is the final
stage of the ADDIE development model. At the
stage where researchers evaluate the teaching
materials that have been developed, the aim is to
find out the final results of the teaching materials
developed. Below are the objectives of the media
assessment, to find out the students' response to the
developed media, to find out the students' level of
understanding in learning Arabic, and finally to find
out the students' level of interest in learning. Arabic
language using the Educandy application and
knowing the benefits felt by Madrasah Tsanawiyah
after developing learning materials. The outcome of
this phase is the evaluation plan. A summary
outlining objectives, data collection tools, timelines,
and the individual or group responsible for a
particular level of assessment, a summary set of
assessment criteria, and a set of assessment tools in
the general component of the assessment plan.
Teachers focus on measuring the assessment plan
with their students during the learning process. The
academic performance gap serves as a reference
point for evaluation and evaluation decisions.

The purpose of this study is to improve
student achievement in learning Arabic, as well as
assess the level of student ability in using the
Educandy application as a means of learning Arabic
at the Junior High School. The steps described
above are intended to help and expedite the
achievement of learning objectives and put forward
each step of the ADDIE model. The purpose of
making teaching materials in the form of the
Educandy application is to increase students'
interest in learning Arabic. Motivate students to
learn Arabic and assess students' ability to achieve
their learning goals. The development model
created during the development of the Educandy



application is the ADDIE model which aims to
increase participants' interest in learning.
Sample image of Educandy &B
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The picture above is an example of educandy
application media as an educational game to
improve student achievement in learning Arabic.
Educandy is used to create educational games that
are very accessible to everyone, teachers and
students, across devices such as cell phones, laptops,
computers and other devices. This online
application is suitable for improving Arabic
language learning achievement because it is
equipped with interesting features. And educators
are also more creative in developing Arabic
learning materials so that learners are more active.
This educandy application is an educational game
that makes it easier for educators to convey
knowledge that cannot be conveyed verbally. The
advantage is that it can be easily accessed by
anyone and anywhere.

Technology that is developing rapidly in this
day and age makes it easier for students to access
learning materials, one of which is the educandy
learning material application. The purpose of
making this teaching material is so that students can
improve student achievement in learning Arabic.
The main objective is to improve students'
understanding of the material provided by educators.
The model used in the development of the
educandy platform as a digital game is the ADDIE
model. The developed model includes analysis,
design,  development, implementation and
evaluation. The search for time and place was
carried out at the Negri 1 Lubuk Alung Junior High
School. The goal is to find out whether or not a
learning media is used.

The utilization of Educandy as an educational
media gives a new touch. The use of educational
game platforms like this is also rarely used by most
educators, so students will be enthusiastic about this
new face as well. Student enthusiasm is an
incentive for students to actively participate in

learning. Students' activities in learning, such as
responding to the teacher and asking questions that
are not well managed, deepen and broaden students'
understanding. Another reason why this educandy
IS necessary in learning, especially in Arabic, is that
it not only provides new colors, but also makes
learning fun.

The variety of games available in educandy
makes it easy for educators to create quizzes to
review material. With as few as nine questions,
educators can present students with eight quiz
variations. Start with regular quizzes or match
formats like multiple choice, Noughts & Crosses,
Match-Ups, and Memory. Also find words like
word search, hangman, anagram. Up to crossword
puzzle models. By changing the nature of the game
with the same problem and material, students will
be able to fully understand. This is because students
get other types of games. Students can answer
correctly because they already know from the
previous type of game. By repeating the same
question and answer, learners will eventually
understand it by heart. So. So repeating questions in
different games is very effective in checking
students' understanding.

Therefore, educandy is suitable to be applied
and developed in Arabic language learning. Some
of the advantages of educandy based on the data
above include having many types of word games
that can be played, making it easier for educators to
make varied educational games, effective for testing
students' understanding and making question
practice more fun. Educandy can be used when
learning in the classroom such as opening it
together through each smartphone or various layers
by using a projector, so that only the teacher /
educator accesses and students pay attention.
Educandy can also be used in Distance Learning
(PJJ) by accessing it yourself at home and must be
observed by the teacher\educator.

IV. Conclusions

Based on the results of the study, it can be
concluded that the educandy application learning
media that supports learning as an educational game
to improve student achievement in learning Arabic
is suitable for use. The purpose of this learning
material is to improve student achievement and
motivate students to learn. And the results of
research by filling out a questionnaire for 40
students confirming the feasibility of media,

62



documents and language obtained the highest score
of 56%, indicating that the educandy platform can
be used in learning, aiming to make students able to
improve learning achievement, interest in learning
and motivation to learn Arabic to achieve their
learning goals.
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