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Keywords Abstract

This study investigates the relationship between online gaming and
English vocabulary mastery among Mechanical Engineering students.

Mobile gaming; Through semi-structured interviews and a vocabulary test, the study
reveals that students who play online games, such as Mobile Legends,
English vocabulary demonstrate improved English vocabulary mastery compared to those
mastery; who do not. The findings suggest that online games can provide
students with a unique opportunity to engage with English vocabulary
Language learning; in a real-world context, leading to improved language skills. The study
challenges prevailing negative perceptions of online games and
Gamification; highlights the importance of considering the students' perspective in
language learning. The results have implications for language
Educational instruction and learning, suggesting that online games can be a
technology; valuable resource for language learners and a useful tool for improving

vocabulary mastery. The study's findings contribute to a more nuanced
understanding of the role of online games in language acquisition and
have implications for the development of language learning materials
and resources.

1. Introduction

Vocabulary is one of the most important elements. It is used by people in writing as well as
speaking activities (Brooks etal., 2021). Zou et al. (2021) state that one of the learning media that can
be used to implement vocabulary is games. Games can help students learn English vocabulary, in
other words, games can indirectly increase students' motivation to learn, as well as help students
expand their English vocabulary.

One of the games that is currently popular and widely played by all groups from children,
teenagers to adults is Mobile Legends (Delos e at., 2020). Based on the results of observations in
English courses in the second semester of the Mechanical Engineering Department regarding mastery
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of English vocabulary, it is known that vocabulary mastery is still low, this can be seen from students
who have not been able to mention the vocabulary requested by the lecturer according to the
meaning, students have not been able to master English vocabulary in terms of writing words
according to the correct spelling, this is based on when the lecturer gives questions, students write
their answers, there are still some missing letters and are not right, students have not been able to
read English vocabulary. From this it can be seen that the problem lies in the low vocabulary of
students.

To solve this problem, researchers provide motivation through various interesting or non-
monotonous ways to improve English vocabulary. One of the learning tools that can be used to
implement vocabulary is games. Through games, learning will be more creative in presenting learning
materials. In addition, games can also display innovative learning, are not boring, and make it easier
for students to understand English subject material.

2. Theory and Methods
The Role of Language in Games

The use of language is an integral part of gaming, as it enables users to understand the rules and
explanations of the game. The language used in games can vary, depending on the creator's preference
for using their native language or a translated language. However, English is the dominant language
used in most games, as it is a universal language that facilitates global communication. This
widespread use of English in games encourages users in Indonesia to develop their English language
skills, which in turn has a positive impact on their overall language proficiency (Cf. Hanghgj et al.,
2022).

The Impact of English in Games on Indonesian Players

The widespread use of English in games has a significant impact on Indonesian players,
particularly in terms of their language skills. As Indonesian players engage with English-language
games, they are exposed to a vast array of vocabulary, phrases, and grammatical structures that they
may not encounter in their daily lives. This exposure can help them develop their listening, reading,
and comprehension skills, as well as improve their pronunciation and speaking abilities (Prihandini et
al., 2021). Moreover, the interactive nature of games provides players with opportunities to practice
their language skills in a fun and engaging way, which can be more effective than traditional language
learning methods.

The Benefits of English Language Skills for Indonesian Players

The benefits of developing English language skills through gaming are numerous. For Indonesian
players, improved English language skills can open up new opportunities for education, career
advancement, and social interaction. In the digital age, English is the language of the internet, and
being proficient in English can provide access to a vast array of online resources, including
educational materials, job opportunities, and social media platforms. Furthermore, English language
skills can also enhance Indonesian players' ability to participate in global online communities,
connect with players from other countries, and engage in cross-cultural exchange.
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The Potential for Language Learning through Games

The potential for language learning through games is vast, and it is an area that is increasingly
being explored by researchers and educators. Games can provide a unique and engaging way to learn
languages, as they offer an interactive and immersive experience that can be tailored to individual
learners' needs and interests (Li & Lan, 2022). Moreover, games can also provide instant feedback
and assessment, which can help learners track their progress and identify areas for improvement. As
the use of English in games continues to grow, it is likely that we will see more innovative and effective
language learning tools and resources being developed, which can benefit Indonesian players and
language learners around the world.

Understanding Vocabulary

Vocabulary is a fundamental aspect of language, and it refers to a collection of words that convey
meaning when used in context. According to Schmitt & Schmitt (2020), vocabulary is a collection of
words in English, while Zhang & Graham (2020) defines English vocabulary as a collection of words
that have meaning when used. English vocabulary can be classified into various types, including Word
Classes, Word Families, Word Formation, Multiword Units, Collocations, and Homonyms.
Understanding these different types of vocabulary is essential for effective communication in English.

Research Methodology

This study employed a mixed methods research approach, which combines the strengths of both
quantitative and qualitative methods. Mixed methods research involves the use of two distinct
methods, namely quantitative and qualitative research methods, in a single study. This approach is
more complex than other research designs, as it requires the collection and analysis of two types of
data, as well as the integration of the functions of both quantitative and qualitative research. The
study was conducted in the Mechanical Engineering Department, where the population of interest
was identified (Shan, 2022).

Sampling and Data Collection

To ensure that the sample was representative of the population, the researchers selected 27
students from the 11th semester of the Mechanical Engineering Study Program. This sample size was
deemed sufficient to investigate the impact of the Mobile Legends Game on students' English
vocabulary. The data collection techniques used in this study included interviews, questionnaires, and
tests. Interviews were conducted face-to-face with the 27 selected students to gather information
about their experiences and perceptions. Questionnaires were distributed to the students to collect
data on their responses to the Mobile Legends Game and its impact on their English vocabulary
mastery. Additionally, a test was administered to assess the students' English vocabulary mastery and
to analyze the differences in learning outcomes between traditional English learning and learning
through playing the Mobile Legends Game.

Data Types and Sources
The study utilized two types of data: primary data and secondary data. Primary data were

collected directly through observation techniques, interviews, focused discussions, and
questionnaires. The primary data sources used in this study were obtained through questionnaires
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and interviews. Secondary data, on the other hand, were obtained from existing sources, such as
literature reviews and previous studies.

3. Results and Discussion
Findings from Semi-Structured Interviews

The semi-structured interviews conducted with 30 second-semester students majoring in
Mechanical Engineering revealed several key findings. Firstly, the students' vocabulary mastery was
found to be lacking. Observations in English courses indicated that students struggled to recall
vocabulary words when prompted, and their written responses often contained spelling errors.
Furthermore, students experienced difficulties in reading English vocabulary due to the differences
in pronunciation between English and Indonesian. The lecture process was also perceived as
monotonous and unengaging, which may have contributed to the students' low vocabulary mastery.

Intensity of Online Gaming and its Impact on English Vocabulary

The interviews also revealed that the students were avid online gamers, with 27 out of 30
participants admitting to playing Mobile Legends daily. The intensity of their gaming habits was
notable, with students spending between 1-6 hours per day playing online games. Interestingly, all
27 students reported a positive impact on their English vocabulary development as a result of playing
online games. However, they also acknowledged negative consequences, including eye strain,
dizziness, and addiction. Notably, the students perceived online games as a viable alternative means
of learning English vocabulary.

Reevaluating the Impact of Online Games

The prevailing negative perceptions of online games held by parents and lecturers may be
overstated. By examining the issue from the students' perspective, this study found that online games
can have a positive impact on English vocabulary development. While acknowledging the potential
drawbacks, the students' experiences suggest that online games can be a valuable learning tool. This
finding highlights the need for a more nuanced understanding of the role of online games in language
learning, one that takes into account the complexities of the students' experiences.

Next, in this study, the test conducted was a test of English vocabulary mastery questions
conducted to analyze the differences in student learning outcomes between English learning
outcomes and learning outcomes by playing games, one of which was playing the Mobile Legends
game. Based on the results of the test conducted on English vocabulary mastery are as follows;
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Diagram 1. Test Score Results Based on English Vocabulary Mastery Indicators
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Analysis of English Test Scores

An examination of the English test score table, categorized by the English vocabulary mastery
indicators, reveals notable trends. The scores for the Meaning indicator ranged from a high of 100 to
a low of 70, with an average score of 78. This suggests that while some students demonstrated a
strong understanding of vocabulary meanings, others struggled to comprehend even the most basic
words. Similarly, the scores for the Pronunciation indicator ranged from 85 to 75, with an average
score of 83. This indicates that students generally performed well in terms of pronunciation, but there
was still room for improvement. The Writing indicator scores ranged from 85 to 70, with an average
score of 79. This suggests that students were able to write coherent sentences, but may have struggled
with spelling, grammar, and syntax.

The Impact of Mobile Legends on English Vocabulary Mastery

The data collected suggests that playing Mobile Legends has a significant impact on English
vocabulary mastery. A substantial proportion of respondents (60%, n = 27) reported benefiting from
improved English vocabulary mastery, often unintentionally acquiring new vocabulary while playing
the game. This acquired vocabulary can, in turn, enhance their overall English skills. Notably, all
instructions within the online Mobile Legends game are in English, necessitating players to
understand vocabulary to navigate the game. This exposure to English vocabulary in a real-world
context may have contributed to the students' improved vocabulary mastery.

Furthermore, the data suggests that the frequency and duration of Mobile Legends gameplay may
also play a role in vocabulary acquisition. Students who played the game for longer periods of time
and more frequently reported higher levels of vocabulary mastery. This correlation suggests that the
more students engage with the game, the more opportunities they have to acquire new vocabulary.
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Reevaluating the Influence of Online Games

Contrary to the prevailing negative perceptions of online games held by parents and lecturers,
this study's findings suggest that online games, such as Mobile Legends, can have a positive impact on
English vocabulary mastery. By examining the issue from the students' perspective, it becomes
apparent that online games do not always have a negative influence. In fact, the data collected reveals
that online games can still have a positive impact, including the acquisition of vocabulary through
gameplay.

This study's findings have implications for language instruction and learning. Rather than
viewing online games as a distraction or a waste of time, educators and parents may need to
reconsider their role in language acquisition. Online games, such as Mobile Legends, can provide
students with a unique opportunity to engage with English vocabulary in a real-world context,
potentially leading to improved language skills.

Moreover, this study's findings highlight the importance of considering the students' perspective
in language learning. By examining the issue from the students' point of view, educators and
researchers can gain a more nuanced understanding of the complex relationships between language
learning, motivation, and technology. This understanding can inform the development of more
effective language instruction strategies that take into account the role of online games and other
digital technologies in language acquisition.

4., Conclusions

In conclusion, this study's findings suggest that online games, such as Mobile Legends, can have
a positive impact on English vocabulary mastery. By examining the issue from the students'
perspective, it becomes apparent that online games can provide students with a unique opportunity
to engage with English vocabulary in a real-world context, potentially leading to improved language
skills. This is because online games, unlike traditional language learning methods, offer an immersive
and interactive environment where students can practice their language skills in a more enjoyable
and motivating way.

Moreover, the study's findings highlight the importance of considering the students' perspective
in language learning. By understanding how students perceive online games as a learning tool,
educators and researchers can develop more effective language instruction strategies that take into
account the complexities of the students' experiences. This may involve incorporating online games
into language learning curricula, providing students with opportunities to engage with English
vocabulary in a more interactive and immersive way.

The study's findings also have implications for language instruction and learning more broadly.
They suggest that online games can be a valuable resource for language learners, providing a unique
opportunity to practice language skills in a real-world context. This challenges the prevailing negative
perceptions of online games held by parents and lecturers, and highlights the need for a more nuanced
understanding of the role of online games in language acquisition.

Furthermore, the study's findings have implications for the development of language learning
materials and resources. By incorporating online games into language learning curricula, educators
and researchers can create more engaging and interactive learning materials that cater to the needs
and preferences of modern language learners. This may involve developing language learning apps
and games that are specifically designed to improve vocabulary mastery, or creating online language
learning platforms that incorporate game-like features and mechanics.

Overall, this study's findings suggest that online games, such as Mobile Legends, can be a valuable
tool for improving English vocabulary mastery. By considering the students' perspective and
incorporating online games into language learning curricula, educators and researchers can develop
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more effective language instruction strategies that cater to the needs and preferences of modern
language learners.
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