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Abstract: The utilization of digital platforms is one of the key factors in the success of learning activities. This 

applies to Arabic language learning activities for specific purposes for students. Instructors and teachers can  

leverage digital platforms to provide students with new experiences in the learning process. One digital 

platform that can serve as an alternative medium is Blooket. This study aims to explore Arabic language 

classes for specific purposes with the aid of an educational game platform. Therefore, the researcher employs 

qualitative research to gain an in-depth understanding of the various phenomena occurring during these 

activities. The researcher uses observation techniques to monitor the atmosphere and interactions among 

students during the class. Documentation is also used to gather data in the form of supporting documents for 

these activities. The data is then analyzed using the Miles, Huberman, and Saldana analysis model, which 

consists of three stages: data condensation, data presentation, and conclusion drawing. The results of the study 

indicate that Arabic language classes for specific purposes consist of several activities. First, the instructor 

begins with an introduction to the Arabic language for the purpose of pilgrimage by inviting a pilgrimage 

guide. The skill focus of the learning is vocabulary mastery related to the conduct of the pilgrimage. Next, the 

instructor uses the educational game platform Blooket to motivate students and provide them with a new and 

engaging learning experience in Arabic. Students enthusiastically participate in the series of class activities. In 

addition, they gain new experiences regarding the use of the Blooket digital platform in Arabic language 

learning.  
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1. Introduction 

Instructional professionals aspire to facilitate learning that follows a predetermined 

plan (Maturedy, 2022). Educators must adequately prepare numerous auxiliary elements 

of learning activities. Learning media is a component that assists the learning process 

(Hidayanti & Taufiq, 2023)  The selection of learning material is a considerable challenge 

for educators. Optimal choice of learning material enhances the efficiency of learning 

activities (Maturedy et al., 2021). Hence, an educator must possess a comprehensive 

understanding of the instructional course content and the specific attributes of the 

students. Teachers' media engagement may not necessarily translate into attractiveness 
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among students. Therefore, it is crucial for an educator to take a prudent approach while 

choosing learning media (Rahmadita et al., 2023). 

Effective learning media are instrumental in enabling teachers to give lessons. That 

is to say, students can readily comprehend the topic matter with the aid of such media. 

Such media aids in enhancing students' understanding of the subject matter under 

instruction (Suaibah & Rahman, 2020). Given that in ancient times educators depended 

exclusively on a single learning medium, it is imperative for educators in the present 

day to adjust to the swift progress in learning technology (Arviansyah & Shagena, 2022). 

Numerous educators are demonstrating this by striving to innovate in the creation of 

technology-driven learning materials. 

Proficiency in technology-based learning mediums has become an essential need 

for all subject matter instructors. Professional proficiency in the domains of technology, 

information, and communication is advantageous for educators as a method of personal 

growth to facilitate the process of learning (Haniefa & Samsudin, 2023). This principle 

also extends to Arabic language instructors at several tiers of Islamic education, ranging 

from primary school to university. As a result, Arabic language instructors must use 

technology in the classroom to teach Arabic (Tsany et al., 2022). 

The fact that there are Arabic language teachers who are lacking in technological 

proficiency is an undeniable truth. Learning technology and ICT are essential in the era 

of the 4.0 revolution (Dariyadi, 2019). Therefore, if the educational institution has 

provided all the essential resources and accommodating facilities, it is only appropriate 

for Arabic language instructors to fully utilise those facilities. This is due to the fact that 

there are still institutions that have not completely maximised the delivery of learning 

support resources. Indeed, an Arabic language instructor must possess expertise in 

effectively using several technologies for teaching the Arabic language (Ritonga et al., 

2020). In fact, many teachers have started to use digital platforms, such as games, to 

support Arabic language learning in both classroom and remote settings. This is because 

these platforms can facilitate the learning activities without being hindered by distance 

or time (Ritonga et al., 2022). 

There are many studies related to the use of gaming platforms in Arabic language 

learning. Research conducted by Ghofur regarding the use of gaming platforms 

emphasises that these platforms are effective for use in the context of learning Arabic 

vocabulary (Ghofur et al., 2023). Kenali and colleagues then emphasized through their 

research that the use of gaming platforms has a positive impact on learning Arabic in 

terms of speaking skills (Kenali et al., 2019). Kholis et al.'s research emphasizes the use of 

the Wordwall platform for mastering the Arabic language. This experimental study on 

students concludes that the use of Wordwall media in speaking skills learning can 

enhance students' proficiency in Arabic (Kholis et al., 2022). The next research was 

conducted by Al Ahqaf et al. regarding the use of the Kahoot! platform in daily 

evaluations of Arabic language subjects. This experimental study concluded that using 

this platform effectively improves students' learning outcomes in Arabic language 

subjects (Al Ahqaf et al., 2022).  

Based on the researcher’s review of the previous studies, it can be concluded that 

there are quite a few platforms that teachers can utilize in Arabic language learning, 

such as Kahoot! and Wordwall. These platforms are generally used for teaching Arabic 

vocabulary. Thus, the researcher recognizes the similarity between this study and those 

previous studies, particularly in the use of digital platforms and their application in 

Arabic vocabulary learning. However, the researcher attempts to propose an alternative 

use of the Blooket platform in Arabic language education, as it has not been widely used 

in this context. Additionally, this activity is expected to provide Arabic language 

students with insights into the use of game platforms in foreign language learning, 

especially Arabic. Consequently, when they eventually enter the teaching profession, 

they will be equipped to manage game platforms to support Arabic language education. 
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Therefore, the researcher aims to explore Arabic language classes for specific purposes 

using the Blooket platform. Arabic language learning for specific purposes generally 

focuses on vocabulary mastery in particular fields, making the use of Blooket an 

alternative for Arabic teachers beyond popular platforms like Kahoot!, Wordwall, and 

Quizziz. The utilization of digital platforms in Arabic language learning also represents 

a new experience for university students in the Islamic boarding school environment. 

This research provides significant contributions to the field of Arabic language 

education, especially in teaching vocabulary through gamified digital media. The use of 

Blooket as a learning aid not only introduces a more engaging and interactive approach 

compared to traditional methods but also enhances student involvement and offers new 

insights into the integration of technology in the Arabic language learning process.  

 

2. Materials and Methods 

This research adopts a qualitative approach. Qualitative research aims to 

emphasise the most important aspects found in goods or services. "That important 

thing" refers to the significance of the event, which can provide a valuable lesson for the 

advancement of theory (Sidiq & Choiri, 2019). This study focusses on the learning 

activities for special guests in the Arabic language course at Miftahul Ulum Islamic 

College in Lumajang. As a result, the researcher intends to describe the behaviours and 

meanings behind the activities undertaken by the research subjects during the learning 

process. 

This research involves all students of the Arabic Language Education Study 

Program, totalling nine individuals (Table 1). In addition to the students, the lecturer 

responsible for this course is also a subject of study. They have declared their 

willingness to voluntarily participate in this research. This means that the researchers 

have already established a personal connection with them. In addition, the researchers 

maintain their privacy by not mentioning their full names (Ferdiansyah et al., 2020). This 

is a critical consideration so that the research subjects can provide information without 

any pressure.  

 

Table 1. Student and background 

Subject Semester Background 

Subject 1 IV 
Students are actively involved in learning Arabic at the 

Language Course in Pare, Kediri. 

Subject 2 IV Students are actively involved with experiences in learning 

Arabic at the Ramadhan Dalwa Bangil course. 

Subject 3 IV Students are actively involved with experiences in learning 

Arabic at the Pare Kediri language course. 

Subject 4 IV Students are actively involved in using Arabic in their daily 

lives 

Subject 5 IV Students are actively involved, using Arabic as their 

everyday language. 

Subject 6 IV Students are actively involved and interested in improving 

their speaking skills in Arabic. 

Subject 7 IV Students are actively involved and interested in enhancing 

their critical thinking skills. 

Subject 8 IV Students are actively involved and interested in enhancing 

their critical thinking skills. 

Subject 9 IV Students are actively involved and have an understanding of 

diniyah madrasah education and pesantren. 
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We carried out the data collection process using observation, interviews, and 

documentation techniques. For specific purposes, we use the observation technique to 

gather data on student interactions with the Blooket platform in Arabic language 

courses. Additionally, this technique aims to gather data on the lecturers' involvement in 

the course. Then, the researchers conducted interviews with students to understand 

their responses regarding the use of Blooket in this course activity. The interview took 

place in a fairly relaxed atmosphere, so the participants would not feel tense and could 

provide information comfortably (Hastowahadi et al., 2020). The instructors employ 

activity documents encompassing course planning and reflection outcomes as a means 

of collecting data. Three phases of analysis ensue after the acquisition of adequate data. 

These are the processes of data condensation, data presentation, and forming 

conclusions. During this phase, researchers must thoroughly analyze the data, eliminate 

any irrelevant information, and concentrate on data that is pertinent to the study. 

 

 3. Results 

 

3.1 Platform Blooket  

Blooket is a fun educational game platform that supports the learning process. It 

can be used as an interactive medium in the classroom, while students can also practice 

independently through the questions provided in the Blooket game (Figure 1). 

Additionally, Blooket automatically records responses and displays them on the screen, 

allowing students to answer quizzes at their own pace. This platform also helps students 

recognize their achievements and efforts during their learning process (Sartika et al., 

2023).  

 

 

 

 

 

 

 

 

 

 

Figure 1. Blooket Platform Opening Page 

 

Blooket combines social gamification with education. As a unique learning 

platform, Blooket serves as a strong example of a learner-centered revolution, promoting 

engagement, independence, collaboration, and personalization in the learning process. 

This platform provides students with opportunities to actively engage in their education 

and encourages them to take responsibility for their own learning journey (Blooket LLC, 

2023).  
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3.2  Stage of Teacher Preparation  

Before starting the learning activities, the instructor first provides an introduction 

to the course. This aligns with the learning steps outlined in the semester lesson plan 

document. Through this introduction, students gain an overview of the course process 

they will undergo. According to the instructor, it is clear that the Arabic language course 

for specific purposes focuses on the practice of pilgrimage (hajj). 

Next, the instructor invites a pilgrimage guide to provide insights on the 

importance of using Arabic correctly and appropriately, especially in a new social 

environment. Learning the language is crucial for becoming part of the community of 

language users. This is what differentiates the material for Arabic for specific purposes 

from the general Arabic language materials found in textbooks. The Arabic for specific 

purposes curriculum is tailored to the needs of the learners (Ghani et al., 2019). The 

presence of the pilgrimage guide plays a key role in advising the instructor on important 

topics that may be necessary for those undertaking the pilgrimage. The needs analysis 

process is crucial to ensure that the learning process is effective (Imperiale et al., 2023). 

In this session, the instructor focuses on vocabulary mastery related to the pilgrimage. 

The preparation of materials using the Blooket platform is done by opening a web 

browser such as Google Chrome or Mozilla Firefox. A brief description, along with the 

features and advantages offered by the platform, will appear. Users are then directed to 

the registration page. If they do not have an account yet, they should click "Sign Up" to 

register. If they already have an account, they should click "Login." Registration can also 

be done directly by choosing the "Sign Up" option using a Google account (Figure 2). 

After registering, users will be asked to enter their name, and they can view the results 

in the "Discover" menu. If teachers or instructors wish to create materials, they must go 

to the "Create" menu. This platform allows for manual material creation or uploading 

documents in CSV format. Before entering the material, instructors must provide an 

image and description of the content so that it can be understood by the students. Next, 

the instructor can input the material in the form of questions or images. This process can 

be done using a smartphone or a computer/laptop. This means that if the instructor 

already has an account on this platform, they can easily connect directly. 

 

 

Figure 2. Preparation of Materials Using The Blooker Platform 

 

The next step is to choose one of the games as a trial. The presence of this game is 

one of the advantages offered by Blooket. However, before using it in class activities, the 

instructor needs to try it out first. This is to ensure that there are no mistakes in the text. 
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Once no errors are found, the instructor can choose to share it as an assignment or 

conduct it live via a special link or QR code. 

 

3.3  Utilization of the Blooket Platform in Class Activities 

The learning process using Blooket as an interactive medium in the course "Al-

Arabiyah Lil Aghradh Al-Khashah" is designed to provide a deep learning experience 

and help students respond more quickly to the meanings of the vocabulary being used. 

This approach emphasizes the integration of technology in education, as the web-based 

media is particularly effective in enhancing students' understanding of Arabic 

vocabulary (Figure 3).  

The description of the implementation and steps in this learning process: the 

learning process begins with an introduction from the instructor, similar to typical 

classes, referring to the course syllabus that has been prepared, where the topics and 

learning objectives are clearly presented at the beginning of the class. At this stage, the 

instructor emphasizes the importance of mastering Arabic vocabulary in specific 

contexts relevant to the students' fields of study or professional interests. To support an 

interactive learning atmosphere, as this course is practice-based, the instructor 

introduces Blooket as an alternative media to be used during the class session. This 

introduction is conducted in a way that encourages student engagement, for example, 

through a brief question-and-answer session or initial discussion aimed at gauging 

students' prior understanding of the topics to be discussed. 

Next, the material is presented with a structured explanation of the specific 

vocabulary that is the focus of the learning. The material outlined in the course syllabus 

includes Arabic vocabulary related to tourism, the purposes of hajj and umrah, higher 

education, Arabic for elementary schools, the labor sector, the creative economy sector, 

and the international relations sector. The instructor uses supporting media such as 

whiteboards or relevant reading materials to clarify the concepts being taught. Students 

are given the opportunity to ask questions and engage in open discussions about the use 

of vocabulary in sentences and real situations, allowing them to understand the practical 

application of the material. 

 

 

 

 

 

 

 

 

 

 

Figure 3. Arabic Language Material for Specific Purposes related to the theme of Hajj that 

has been prepared by the instructor 
 

After the material presentation, the interactive session using Blooket begins. In this 

phase, during the third, fourth, fifth, and sixth meetings, students are instructed to use 

their electronic devices (such as laptops or smartphones) to connect to the internet and 

use a web browser like Chrome, Mozilla, or Microsoft Edge to join the quiz game 
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prepared by the instructor on the Blooket platform (Figure 4). This quiz game is 

designed with questions that test students' understanding of the vocabulary they have 

just learned. The competitive format of the game, as offered by Blooket, helps enhance 

responsiveness and student engagement. The instructor plays an active role in 

monitoring the learning process, providing guidance, and ensuring that all students 

participate. At the end of the session, scores and quiz results are automatically analyzed 

by Blooket, and the instructor provides immediate feedback on both correct answers and 

mistakes made. Students are seen opening their computers and quickly accessing the 

shared link to register. They complete this process online and enter their names into the 

Blooket system. 

 

 

 

 

 

  

 

 

 

 

Figure 4. Student Activities During Arabic Language Classes for Specific Purposes Using 

the Blooket Platform. 
 

After the learning activity with Blooket is completed, the session continues with a 

group discussion. Students are divided into several small groups, each discussing the 

application of the vocabulary they have learned and practicing it in various specific 

contexts. These groups can be directed to create dialogues, scenarios, or short texts that 

utilize the vocabulary. This discussion provides an opportunity for students to exchange 

ideas, share understandings, and reinforce their knowledge through collaboration. The 

instructor moves among these groups, offering guidance and encouragement for active 

participation from each student to engage in dialogue using the learned vocabulary. 

At the end of the session, each group presents the results of their dialogues and 

scenarios in front of the class. This presentation allows students to practice their 

speaking skills in Arabic and receive feedback from the instructor and their peers. The 

instructor assesses and evaluates the presentations, highlighting strengths and offering 

suggestions for improvement on aspects that still need enhancement. This presentation 

session also serves as a moment of reflection for the entire class to evaluate their 

understanding of Arabic vocabulary and reinforce the learning practices that have taken 

place. 

The session concludes with a summary of the key points that have been discussed. 

The instructor summarizes, reconnecting the material with the initial learning objectives, 

and announces assignments or activities that students need to complete for the next 

meeting. This follow-up may include writing dialogues, short essays, or preparing for 

discussions in the next session. Thus, the use of Blooket in the Arabic language learning 

process becomes more than just a technological aid; it serves as a means to deepen 

understanding, enhance student engagement, and create an interactive learning 

environment. Additionally, Blooket automatically compiles the results of the students' 

quiz responses for further evaluation in the next meeting (Figure 5). 
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Figure 5. The final results of student scores in the Arabic Language for Specific Purposes 

course on the Blooket platform 

 

 4. Discussion 

Vocabulary mastery in the context of language learning and acquisition plays a 

crucial role (Lukman et al., 2024; Marx et al., 2024). In fact, vocabulary mastery serves as 

a support for other language skills, such as listening, speaking, reading comprehension, 

and writing (Denston et al., 2024; Qasem & Asaad, 2024; Riwanda & Ridha, 2021). This 

aligns with the goals set by the instructor, where students are encouraged to actively use 

the vocabulary during the learning process. 

Based on the researcher’s findings, it is evident that the instructor attempts to 

utilize an interactive game platform. The use of gaming platforms can motivate learners 

to actively engage in learning activities (Ilhami et al., 2022; Li et al., 2023; Mohammed et 

al., 2024). Educational gaming platforms are quite varied, including Kahoot!, Edmodo, 

Wordwall, Blooket, Duolingo, Classdojo, MonsterKit, Gimkit, and many others (Araújo 

& Carvalho, 2022; Bratel et al., 2021; Dahalan et al., 2023; Jaffar et al., 2022). However, the 

most commonly used platforms in Arabic language learning are Kahoot!, Quizziz, and 

Wordwall (Al Munawaroh, 2021; Shiddiq et al., 2024). The platform chosen by the 

instructor is Blooket, considering its ease of access and flexibility, as stated on the 

platform's website (Blooket LLC, 2023).   

The use of gaming platforms has proven to motivate students to be more active in 

learning activities (Bräuer & Mazarakis, 2024; Saleh et al., 2022; Triswanto & 

Patmanthara, 2024). Previous studies by the researcher indicate that the utilization of 

gaming platforms is an alternative for Arabic language teachers to present learning 

material in an engaging way (Ghofur et al., 2023; Kenali et al., 2019; Shiddiq et al., 2024). 

This condition provides students with a new experience that learning Arabic can be 

conducted through engaging and enjoyable approaches (Almelhes, 2024; Dindar & Ren, 

2021). In fact, Sumie reported that the use of gaming platforms in education is nearly 

unavoidable (Chan & Lo, 2022). However, it is important to remember that there must 

be a balance between entertainment and achieving learning objectives. Tarnowska warns 

that educational gaming platforms should not disrupt the learning process (Mokwa-

tarnowska & Tarnowska, 2024). Therefore, discretion is needed in using these gaming 

platforms. If not used appropriately, students may end up playing more than learning, 

which is far from the instructor's intended goals. Gaming platforms in learning do not 

always enhance student engagement and learning outcomes (Bouchrika et al., 2019). 
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The presence of the internet, with all its conveniences, opens up various 

opportunities and challenges in the realm of Arabic language learning (Tsegaw et al., 

2024). Consequently, students are challenged to adapt their learning methods to align 

with the times. It is noteworthy that students in this institution are typically students 

from pesantren (Islamic boarding schools). When they need to teach Arabic, they should 

be equipped with knowledge regarding the operation of digital learning platforms. 

Moreover, the use of digital games has become increasingly popular in today's era 

(Mohtar et al., 2023). Therefore, the ability to operate digital platforms is one of the 

adaptations to the rapid advancement of technology (Sholihin et al., 2020). In fact, many 

educators are already utilizing these platforms as alternative activities within their 

teaching practices (Rojabi et al., 2022).  

 

5. Conclusion 

Based on the explanation above, it can be understood that there are two 

conclusions related to the learning activities in the Arabic Language for Specific 

Purposes course at the Miftahul Ulum Islamic College. These activities begin with an 

introduction by the instructor regarding the Arabic language material for specific 

purposes. At this stage, the instructor involves a Hajj group companion to provide 

insights to students about the importance of using Arabic correctly and appropriately. 

Next, the instructor emphasizes the mastery of vocabulary related to the Hajj 

pilgrimage. At this stage, the instructor uses an educational game platform to optimize 

student participation and engagement. The platform chosen by the instructor is Blooket. 

Each student appears enthusiastic and motivated to actively participate in this course. 

Additionally, students gain a new experience of enjoyable Arabic language learning 

facilitated by a digital platform. This represents a new perspective that opens their 

minds to the idea that learning Arabic can be conducted in a fun atmosphere. The 

researcher recommends further studies on modifying the Blooket platform for teaching 

Arabic listening skills and grammar mastery.  
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