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Abstract

Nowadays, teaching and learning activities are not only in the classroom. There are many resources
from the internet that can be used as learning tools outside the classroom. One of the activities is playing
online games. Even though it sounds like something usual, online games can help students to improve
their English skills, especially their vocabulary. Online games provide various vocabulary to the students
and help them to enhance their vocabulary knowledge from the in-game facilities. This research aimed
to explore students’ perceptions towards RPG online games enhancing their vocabulary knowledge.
This research’s results will find out; 1) How the students perceive the online RPGs in enhancing
students’ vocabulary knowledge? and 2) How do the students enhance their vocabulary knowledge other
than online RPGs? The participants of this research are students from Universitas Internasional Batam
who played any online role-playing games. By using descriptive quantitative, this research will gather
the data via questionnaire. This research gets positive feedback from the participants. They are agreed
that online RPGs is helping them to enhance their vocabulary knowledge from in-game features. There
are also some of other apps that participants’ use to enhance their vocabulary knowledge. Researcher
hopes this research can give new insights of online games to be used as a learning media for both students
and teachers.
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INTRODUCTION

Nowadays, technology keeps on arising and evolving within human civilization. Octaberlina &
Rofiki (2021) state that this era is marked by increasingly sophisticated technology. Those
technology’s advances are used for many kinds of importance and interest. Online games, as
one of technological advances creation with various creative and challenging games, are
currently increasing in demand by many users for various reasons and purposes (Firmannandya
et al., 2021). In teaching and learning activities, learning media is crucial in order to deliver the
materials properly and adequately to the students. According to Octaberlina & Rofiki (2021)
and Suryani et al. (2020), learning media is one of a learning source which used for assisting
students consciously and independently in the learning process and cannot be separated due to
its essential role in delivering messages and information for the students. Within this era,
teachers are retrieving many new benefits in teaching as technology keeps on evolving. In
learning vocabulary, the teachers need to pay attention to learning media selection to properly
deliver the meanings to the students. Octaberlina & Rofiki (2021) claims that learning media
that commonly used for learning vocabulary is picture in books, or flash card since using
pictures in books is not practical in getting the students to grasp the actual meaning from it.
Vocabulary learning need learning medias that considered interactive so that they can focus on
it and comprehend the meaning. Octaberlina & Rofiki (2021) state that vocabulary learning
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needs a more sophisticated media because vocabulary is way too important to be neglected.
Therefore, online game can be used as learning media for vocabulary learning. Qin & Hua
(2020) findings indicate that players of non-educational games can be motivated to expand their
vocabulary by using in-game instructions. Lin & Guo (2021) also revealed that in-class setting
activities for EFL adolescent vocabulary learners are effective by using online-single player
RPG method. Therefore, the researcher conducted this research to find out in which aspect the
online games would enhance students’ vocabulary knowledge and what are the students’
perceptions of online game to enhance their vocabulary knowledge. Game (in language
teaching) is defined as an organized activity that usually has the following properties: (a) a
particular task or objective, (b) a set of rules, (c) competition between players, and (d)
communication between players by spoken or written language (Richards & Schmidt, 2010 p.
239). However, there is no formal definition of online games. Online games are commonly
defined as any gaming activities that require an internet network in order to play smoothly.
There are some previous studies on a similar topic, such as findings by Rasti-Behbahani (2021)
about the reasons online games are advantageous in vocabulary learning, Bin-hady (2021)
findings about the role of games in enhancing EFL students' vocabulary acquisition, research
conducted by Lin & Guo (2021) about enhancing EFL adolescent learners’ vocabulary
acquisition via single online player role-play games, and many more. Online game that is going
to be discussed in this paper is RPG (Role-Playing Game). Online RPGs are able to create an
entertaining learning environment for students. While enjoying the game, the players could
obtain new vocabulary from it. For instance, there are sentences in the story with one or two
new vocabularies. Since the player is curious about the story, they would search up the new
vocabulary and then obtain the new words easily by frequent encounters with those words. In
addition, every word in in-game menu also could bring up the chance to players to learn a new
vocabulary, such as “evolve” or “ally” word in the hero menu.
However, Octaberlina & Rofiki (2021) findings suggest that more shots of the game (in this
case, SpellingCity) will help them more to acquire vocabularies, especially through clear
direction and instruction. In other words, the players also need to choose the most suitable game
for themselves in terms of its genres and in-game style. In Indonesia, especially in Batam, many
students play various online games, including online RPGs. Considering that Batam is near
some its neighbourhood countries such as Singapore, Malaysia, and so on, the students’ English
exposure might be little bit different compared to students in other provinces. However, that
doesn’t rule out the possibility that the students obtain new vocabulary from the online RPGs
that they play. Therefore, the researcher wants to know the view of students’ perception
regarding the online RPGs as a tool to enhance their vocabulary knowledge. With that being
said, the researcher would like to conduct the research under the title “Students’ Perceptions on
the Use of Online Role-Playing Games to Enhance their Vocabulary Knowledge”.
From the described background, games can help students in many aspects of their vocabulary
learning. Interactive online RPG video games are attractive from its own world and in-game
features. In the other words, the students also absorb the language from the game, mainly from
the lore. The following questions will be discussed in the study:
1. How do the students perceive the online RPGs in enhancing students’ vocabulary
knowledge?
2. How do the students enhance their vocabulary knowledge other than online RPGs?
The purpose of this research is to identify students’ perception towards online RPGs in
enhancing their vocabulary knowledge and to find out other tools that are being used by students
to enhance their vocabulary knowledge other than online RPGs. Nowadays, learning English is
not limited to books. There are many sources for learning outside the classroom resources,
especially from internet, such as E-books, articles, journals, educational websites and blogs,
and even online games. Therefore, we can take this advantage to use online RPGs as learning
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media for students. The aspect of language that can best be enhanced by online RPGs is
vocabulary. With online RPGs, students can unconsciously enhance their vocabulary
knowledge. Learning vocabulary from the online games makes the students unconsciously
enhance their vocabulary knowledge by simply searching up any new words that they have
found in the game. Vocabulary is crucial in any language acquisition. Saputro & Rusli (2020)
stated that vocabulary is like a brick used for building a house. Just like a house, a language
also needs words to build it. Awalludin et al. (2019) stated that those who want to be competent
in language should have sufficient vocabulary to communicate with that particular language.
Without mastering vocabulary, communication will be misleading and will create a
misunderstanding between the speakers. Hasnine & Wu (2021) stated that vocabulary is an
integral part of language development since people cannot read, write, and communicate
without good vocabulary commands. Vocabulary indeed plays a vital role to helps every
individual to communicate in order to improve their language skills. Vocabulary is the central
of English language teaching since students rely to the vocabulary the most to understand others
and express their own ideas (Saputro & Rusli, 2020). Saputro & Rusli (2020) added that a lack
of vocabulary could lead into incomprehension, inarticulate English speaking skills and unable
to improve English. When reading or communicating with others without knowing specific
word or many words, it may be a hindrance to be able to understand or be understood (Hynam,
2021). The communication between speakers will get distracted if they don’t get the meaning
from the incomplete or wrong vocabulary selection. From some statements above, it can be
concluded that vocabulary is the most important point in English language learning in order to
produce proper communication, understand others and express one’s ideas. Suryani et al. (2020)
and Octaberlina & Rofiki (2021) point out that learning media is one of the learning sources
that can consciously and independently support learners in the learning process. Learning media
is the medium for the teachers to deliver the learning materials to the students properly in order
to realize the learning objectives. Without the media, knowledge and materials cannot be best
communicated to students, in more dangerous conditions it can create a misunderstanding when
the students absorb it (Octaberlina & Rofiki, 2021). The most common media for students to
learn vocabulary is an image, picture in books, etc. since those can help the students to
memorize the words. However, Octaberlina & Rofiki (2021) stated that the students will not
understand and comprehend what they are learning fully if the teacher use picture in books.
Learning vocabulary is not an easy matter for students. According to Octaberlina & Rofiki
(2021), one of the most complicated problems in teaching vocabulary is the media. Similarly,
Bin-hady (2021) claims the grammar translation method (and any other old teaching method),
which usually requires the students to memorize lists of words belonging to a reading text with
their meanings in L1, are considered no more relevant to the students and can easily make them
feel bored. The teachers can help the students to acquire and enhance their vocabulary by
engaging the teaching and learning process (Awalludin et al., 2019). With that being said, the
proper learning media is needed to be considered for the students.

Research conducted by Octaberlina & Rofiki (2021) investigated the outcome of using an
online game named SpellingCity to enrich vocabulary, which is a part of modern gamification.
The research design is to have 22 students finish one turn game of SpellingCity and then fill
out a survey and interview for the data collection process. The result was that all of the
participants (students) agreed that using SpellingCity increase their vocabulary acquisition as
well as learning pronunciation. The simple interface design of SpellingCity is also found to be
one of the factors why SpellingCity is considered interesting and easy to play by these students.
Another study was conducted about online game towards the students’ vocabulary at University
in Sorong, Indonesia by Saputro & Rusli (2020). The research was quantitative with a pre-
experimental research design. The population was the student of technology and Information,
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and the sample were first, third, and fifth semesters. The researchers used tests (pre-test and
post-test) as the instrument for collecting data. The test consisted of 20 questions, which were
divided into multiple choice, matching, gap in the filling and making sentences form. The result
shows a significant influence of using game online to improve the students’ vocabulary at
University in Sorong, Indonesia. Similar research conducted by Bin-hady (2021) which
explores the advantages of (digital) games for developing EFL students' vocabulary acquisition
and discusses some of the most widely games used to enhance students' vocabulary acquisition
and introduces them to EFL instructors so they can be widely used in their classroom teaching
practices. The results revealed that games make lessons' enjoyable to students, minimize
students' anxiety, help students recall vocabulary easily and naturally, and bring context to the
classroom. The review also revealed that games such as The Sims, and Semantic Boggle are
amongst the most widely used games for vocabulary retention. From the previous studies above,
they commonly revealed how the games would help students to improve their learning skills,
such as Octaberlina & Rofiki (2021) who point out that one particular game can increase
students’ vocabulary acquisition besides also learning the pronunciation. However, there are
only a few findings that focused on the perceptions of students about online games enhancing
their vocabulary knowledge. Therefore, this research intended to find the answers by
conducting this research.

METHOD

This research used quantitative with descriptive research. According to Kothari, (2004 p.30),
the quantitative method applies to the phenomena that can be expressed in terms of quantity
since it is based on the quantity for the measurement. In addition, quantitative research usually
emphasizes quantification in the collection and analysis of data (Bryman, 2012 p.715).
Meanwhile, Kothari (2004) stated that descriptive research includes surveys and fact-finding
enquiries of different kinds in order to state the affairs as it exists at present. The researcher
collected the data quantitatively and served it with SPSS descriptive statistics. The data
collection of this research is using questionnaire. The questionnaire contained both close-ended
questions and open-ended questions by using Likert scale. According to Bryman (2012), the
Likert scale is a widely used format developed by Rensis Likert for asking attitude questions to
measure the intensity with which respondents feel about an issue since the respondents are
typically asked their degree of agreement with a series of statements that together form a
multiple-indicator or -item measure. The target population of the research’s participants is
students from Universitas Internasional Batam, while the accessible population is Universitas
Internasional Batam students from 1st semester - 7th semester from all departments. This
research used random sampling in order to get as many suitable participants as possible, which
are those who actively play any kind of online RPG for 2-3 hours or more per day. The number
of participants is depending on how many of those who are suitable for the prerequisites. As
mentioned before, the research instrument is a questionnaire with a combination of close-ended
questions and open-ended questions. These questions led students to explain how they would
use the online games on a daily basis, what they feel about the game’s usability and access, and
so on. Then, the researcher sorts those who met certain requirements with what the researcher
needs (e.g., Playing RPG online games for more than 3 hours, interactions with the entire in-
game aspects, etc.). With that being said, the researcher could gather clear data about how the
students would use online games in helping them learn vocabulary and how online games would
play a role to help them enhance their vocabulary knowledge. There are some steps that
occurred in order to collect the data. First, the researcher compiled the data and concluded the
opinions from the questionnaire. Next, the researcher served the results from the questionnaire
in the form of SPSS descriptive statistics to know about the students’ perception of online RPGs
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to enhance their vocabulary knowledge. Some questions about other possible tools for
enhancing vocabulary knowledge will also include in the questionnaire.

The data was analysed from the questionnaire, and the researcher served the questionnaire data
in the form of SPSS descriptive statistics. The statistics were served in the form of charts and
conclude mean, median, and modus from each the of question’s results.

RESULTS AND DISCUSSION
Results

The data are collected from the questionnaire and calculated by using SPSS. There are total of
113 participants from Universitas Internasional Batam, consisting of 34 students from the 1st
semester, 23 students from the 3rd semester, 20 students from the 5th semester and 36 students
from the 7th semester. The age of participants ranged from 17 to 25 years old. As for
departments, the participants’ department are shown in table 1 below.

Table 1. Participants’ Department

Department
Frequency Cumulative
Percent
Valid Teknik Sipil 8 7.1

Arsitektur 5 11.5
Sistem Informasi 30 38.1
Teknik Informasi 19 54.9
Manajemen 24 76.1
Akuntansi 6 81.4
Pariwisata 3 84.1
[Imu Hukum 7 90.3
Pendidikan Bahasa Inggris 11 100.0
Total 113

From table 1, there are 8 participants (7.1%) from the civil engineering department, while 5
participants (4.4%) are from the architecture department. Most are from the system information
department with 30 participants (26.5%). The information techniques department has 19
participants (16.8%), the management department has 24 participants (21.2%), the accounting
department are having 6 participants (5.3%), and the tourism department has 3 participants
(2.7%). Other 7 participants (6.2%) are from the law department, and 11 participants (9.7%)
are from the english language education department.

There are 4 languages that participants use when playing online RPGs. The details and
calculations are shown below.

Table 2. Participants’ in-game Language
Language used in-game

Frequency Percent
Valid Indonesian 12 10.6
English 84 74.3
Japanese 11 9.7
Others 6 5.3
Total 113 100.0
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From table 2, 84 participants (74.3%) are using English as their in-game language, while 12
participants (10.6%) are using Indonesian, 11 participants (9.7%) are using Japanese, and 6
participants (5.3%) are using others. From these results, it can be concluded that most of the
participants are using English as their in-game language.

Table 3. Participants’ Online RPGs
Online RPGs that being played

Frequency Percent Valid Cumulative
Percent Percent

Valid Genshin Impact 73 64.6 64.6 64.6

Tower of 9 8.0 8.0 72.6

Fantasy

Arknights 3 2.7 2.7 75.2

Azur Lane 2 1.8 1.8 77.0

Others 26 23.0 23.0 100.0

Total 113 100.0 100.0

Table 3 shows that 73 participants (64.6%) are playing Genshin Impact, while 9 participants
(8%) are playing Tower of Fantasy. There are 3 participants (2.7%) who are playing Arknights,
2 participants (1.8%) are playing Azur Lane, and 26 participants are playing other games. For
cumulative percent, Genshin Impact’s cumulative percent is 64.6%, while Tower of Fantasy is
72.6%, 75.2% for Arknights, 77% for Azur Lane, and 100% for other games. In this category,
mean, median and mode will also be discussed using the statistics table below:

Table 4. Mean, Median and Mode for Online RPGs

Statistics
Online RPGs that being played
N Valid 113
Missing 0
Mean 2.11
Median 1.00
Mode 1

From table 4, it can be concluded that the mean for the online RPGs that participants played is
2.11 while the median and mode is 1 (refers to the first option, “Genshin Impact” in table 3).
Therefore, from this table, it can be concluded that the majority of the participants are playing
Genshin Impact.

Table 5. Participants’ Playing Time in a Day
Playing time in a day

Frequenc Percent Valid Cumulative
q y Percent Percent

Valid Less than an hour 27 23.9 23.9 23.9

More than an 53 46.9 46.9 70.8

hour

More than 3 14 12.4 12.4 83.2

hours

More than 5 15 133 133 96.5

hours

Others 4 3.5 3.5 100.0
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Total 113 100.0 100.0
From table 5, there are 27 participants (23.9%) are playing for less than an hour a day, while
53 participants (46.9%) are playing for more than an hour, 14 participants (12.4%) are playing
for more than 3 hours, 15 participants (13.3%) are playing for more than 5 hours, and 4
participants (3.5%) are choosing others. They might be playing for more than 5 hours.

For cumulative percent, it is started with 23.9% for those who play for less than an hour, 70.8%
for those who play for more than an hour, 83.2% for those who play for more than 3 hours,
96.5% for those who play for more than 5 hours, and 100% for those who choose others as their
playing time. In this category, mean, median and mode will also be discussed using the statistics
table below:

Table 6. Participants’ Mean, Median and Mode for Playing Time in a Day

Statistics
Playing time in a day
N Valid 113
Missing 0
Mean 2.26
Median 2.00
Mode 2

From table 6, it can be concluded that the mean for participants’ playing time in a day is 2.26
while both median and mode are 2 (refers to the second option, “more than an hour” in table
4). Hence, it can be concluded that most of the participants are playing online RPGs for at least
more than an hour a day.

Table 7. Participants’ Preference with In-game Story
Reading lore/story in-game

Frequency Percent Valid Cumulative
Percent Percent
Valid Yes 92 81.4 81.4 81.4
No 21 18.6 18.6 100.0
Total 113 100.0 100.0

From table 7, there are 92 participants (81.4%) are reading the lore/story in the game, while 21
participants (18.6%) are not reading the story. For cumulative percent, it is 81.4% for those who
read the story and 100% for those who are not reading the story. In this category, mean, median
and mode will also be discussed using the statistics table below:

Table 8. Participants’ Mean, Median and Mode for In-game Story’s Preference

Statistics
Reading lore/story in-game
N Valid 113
Missing 0
Mean 1.19
Median 1.00
Mode 1

The mean is 1.19 while the median and mode are 1 (refers to the first option, “yes” in table 6).
In conclusion, most of the participants are reading the lore/story in the game.
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As mentioned in the previous chapter, this research adopts the questionnaire questions from
(Chen et al., 2019) to answer the first research question. There are three main categories in the
questionnaire: potential effectiveness (of online RPGs), usability, and satisfaction. Each of the
categories is going to be elaborate in the form of the table below, along with the statements.

Table 9. Participant’s Percentage Answers on First Category
Potential Effectiveness

St.rongly Disagree Neutral Agree Strongly
Statements Disagree (%) (%) (%) Agree Mean
(%) (%)

Online RPGs that I 1 1 10 58 43 4.25
played are (0.9%) (0.9%) (8.8%) (51.3%) (38.1%)
effective for
learning
vocabulary
Online RPGs 1 1 21 45 45 4.17
motivates me for (0.9%) (0.9%) (18.6%) (39.8%) (39.8%)
learning
vocabulary
Online RPGs 5 16 29 42 21 3.51
allows me to (4.4%) (14.2%) (25.7%) (37.2%) (18.6%)
accomplish
learning tasks
more efficiently
Online RPGs help 1 0 11 42 59 4.40
me to enlarge (0.9%) (0%) (9.7%) (37.2%) (52.2%)
vocabulary size
Online RPGs 2 14 27 42 28 3.71
entitles me to (1.8%) (12.4%) (23.9%) (37.2%) (24.8%)
greater control
over learning
process
Mean Total 4.0071

According to table 9, the first statement of the category (Online RPGs that | played are effective
for learning vocabulary) has each 1 participant (0.9%) who answered strongly disagree and
disagree, while 10 participants (8.8%) answered neutral, 58 participants (51.3%) answered
agree, and 43 participants (38.1%) answered strongly agree. The mean for the first statement is
4.25.

The second statement (Online RPGs motivates me for learning vocabulary) also has each 1
participant (0.9%) who answered strongly disagree and disagree, 21 participants (18.6%)
answered neutral, and each of 45 participants (39.8%) answered agree and strongly agree. The
mean for the second statement is 4.17.

In the third statement (Online RPGs allows me to accomplish learning tasks more efficiently),
5 participants (4.4%) answered strongly disagree, 16 participants (14.2%) answered disagree,
29 participants (25.7%) answered neutral, 42 participants (37.2%) answered agree, and 21
participants (18.6%) answered strongly agree. The mean for the third statement is 3.51.
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Meanwhile, in the fourth statement (Online RPGs help me to enlarge vocabulary size),
surprisingly, only 1 participant (0.9%) answered strongly disagree and no one answered
disagree. However, 11 participants (9.7%) answered neutral, 42 participants (37.2%) answered
agree, and 59 participants (52.2%) answered strongly agree. The mean for this fourth statement
is 4.40.

In the last statement (Online RPGs entitles me to greater control over learning process), only 2
participants (1.8%) answered strongly disagree while 14 participants (12.4%) answered
disagree, 27 participants (23.9%) answered neutral while 42 participants (37.2%) answered
agree and standing as a majority. The rest of the 28 participants (24.8%) answered strongly
agree. The mean for the last statement is 3.71 and the mean for this category is 4.0071. The
scale range of this category (already counted from the mean of each participant’s answer using
SPSS) is shown in the table below.

Table 10. Participant’s Scale Range of First Category

Options Total
1 (Strongly Disagree) 1 (0.9%)
2 (Disagree) 4 (3.6%)
3 (Neutral) 37 (32.8%)
4 (Agree) 61 (53.9%)
5 (Strongly Agree) 10 (8.8%)

From table 10, it can be concluded that the majority of participants by 53.9% agrees that online
RPGs have potential effectiveness in terms of helping them enhancing their vocabulary while
32.8% are neutral, 8.8% are strongly agree, 3.6% are disagree, and 0.9% are strongly disagree.

Table 11. Participant’s Percentage Answers on Second Category

Usability
Strongly Disagree Neutral Agree Strongly Mean
Statement Disagree (%) (%) (%) Agree
(%) (%)
Online RPGs’ 1 2 22 51 37 4.07
resolution is (0.9%) (1.8%) (19.5%) (45.1%) (32.7%)
adequate in
terms of overall
use
Online RPGs’ 2 3 19 51 38 4.06

pixel is adequate (1.8%) (2.7%)  (16.8%) (45.1%) (33.6%)
in terms of
overall use

Learning to 2 2 16 42 51 4.22
operate online (1.8%) (1.8%) (14.2%) (37.2%) (45.1%)

RPGs for

learning

vocabulary is

easy

Interaction with 4 7 18 46 38 3.95
online RPGs (3.5%) (6.2%)  (15.9%) (40.7%) (33.6%)

Students’ Perceptions on The Use of Online Role-Playing Games to Enhance Their Vocabulary
Knowledge |81



PRE] J ECT Volume 7, No. 1, January 2024 pp 73-89

PROFESSIONAL JOURNAL OF ENSLISH EDUCATION

requires little

mental effort

Generally 2 1 12 48 50 4.27
speaking, online (1.8%) (0.9%) (10.6%) (42.5%) (44.2%)

RPGs is easy to

use

Mean total 4,1133

From table 11, it is shown that the first statement (Online RPGs’ resolution is adequate in terms
of overall use) have 1 participant (0.9%) who answered strongly disagree, 2 participants (1.8%)
answered disagree, 22 participants (19.5%) answered neutral. In contrast, 51 participants
(45.1%) answered agree and 37 participants (32.7%) answered strongly agree. The mean for
this first statement is 4.07.

In the second statement (Online RPGs’ pixel is adequate in terms of overall use), there are 2
participants (1.8%) who answered strongly disagree, 3 participants (2.7%) answered disagree,
19 participants (16.8%) answered neutral, 51 participants (45.1%) answered agree, and 38
participants (33.6%) answered strongly agree. The mean for the second statement is 4.06.

Meanwhile, in the third statement, Learning to operate online RPGs for learning vocabulary is
easy, there are each 2 participants (1.8%) who answered strongly disagree and disagree while
16 participants (14.2%) answered neutral, 42 participants (37.2%) answered agree, and the rest
of 51 participants (45.1%) answered strongly agree. The mean for the third statement is 4.22.

However, in the fourth statement (Interaction with online RPGs requires little mental effort),
there are 4 participants (3.5%) who answered strongly disagree, 7 participants (6.2%) answered
disagree, 18 participants (15.9%) answered neutral, 46 participants (40.7%) answered agree,
and 38 participants 33.6%) answered strongly agree. The mean for this fourth statement is 3.95.

In the last statement (Generally speaking, online RPGs is easy to use), there are 2 participants
(1.8%) who answered strongly disagree, 1 participant (0.9%) answered disagree, 12 participants
(10.6%) answered neutral while 48 participants (42.5%) answered agree and 50 participants
(44.2%) answered strongly agree. The mean for this last statement is 4.27 while the mean for
this category is 4.1133. The scale range of this category (already counted from the mean of each
participant’s answer using SPSS) is shown in the table below.

Table 12. Participant’s Scale Range of Second Category

Options Total
1 (Strongly Disagree) 1 (0.9%)
2 (Disagree) 4 (3.6%)
3 (Neutral) 27 (23.9%)
4 (Agree) 66 (58.4%)
5 (Strongly Agree) 15 (13.3%)

From the table above, it can be concluded that this category has positive feedback from the
participants, with the majority of 58.4% are agree that online RPGs has relevant usability in
terms of helping them enhance their vocabulary. The remaining 23.9% are neutral, 13.3%
strongly agree while 3.6% disagree, and 0.9% are strongly disagree.
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Table 13. Participant’s Percentage Answers on Third Category
Satisfaction

Strongly Disagree Neutral Agree Strongly Mean
Statement Disagree (%) (%) (%) Agree
(%) (%)
I think it is 2 2 15 44 50 4.22
interesting (1.8%) (1.8%) (13.3%) (38.9%) (44.2%)

while using

online RPGs for

vocabulary

acquisition

[ am satisfied 2 0 10 52 49 4.29
with the (1.8%) (0%) (8.8%) (46.0%) (43.4%)

functions

offered by

online RPGs

[ am satisfied 2 5 13 52 41 4.11
with online (1.8%) (44%) (11.5%) (46.0%) (36.3%)

RPGs as a

vocabulary

learning tool

[ am willing to 2 8 17 43 43 4.04
keep using (1.8%) (7.1%) (15.0%) (38.1%) (38.1%)

online RPGs

for English

vocabulary

learning

[ am willing to 3 5 22 40 43 4.02
keep using (2.7%) (44%) (19.5%) (35.4%) (38.1%)

online RPGs

for

vocabulary

acquisition

Mean total 4.1345

From table 13 above, it can be noted that the first statement of this third category (I think it is
interesting while using online RPGs for vocabulary acquisition) is having each 2 participants
(1.8%) answering strongly disagree and disagree while 15 participants (13.3%) answered
neutral. However, there are 44 participants (38.9%) who answered agree and 50 participants
(44.2%) answered strongly agree. The mean for this first statement is 4.22.

In the second statement (I am satisfied with the functions offered by online RPGs), there are 2
participants (1.8%) who answered strongly disagree while surprisingly, no one answered
disagree. Even so, there are 10 participants (8.8%) who answered neutral, 52 participants
(46.0%) answered agree, and 49 participants (43.4%) answered strongly agree. The mean for
the second statement is 4.29.
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In the third statement (I am satisfied with online RPGs as a vocabulary learning tool), there are
2 participants (1.8%) who answered strongly disagree, 5 participants (4.4%) who answered
disagree, 13 participants (11.5%) answered neutral while 52 participants (46.0%) answered
agree and 41 participants (36.3%) answered strongly agree. The mean for this third statement
is4.11.

For the fourth statement (I am willing to keep using online RPGs for English vocabulary
learning), there are 2 participants (1.8%) who answered strongly disagree, 8 participants (7.1%)
answered disagree while 17 participants (15.0%) answered neutral and ended with a tie between
each of 43 participants (38.1%) that answered agree and strongly disagree. The mean for this
fourth statement is 4.04.

In the last statement, | am willing to keep using online RPGs for vocabulary acquisition, 3
participants (2.7%) answered strongly disagree, 5 participants (4.4%) answered disagree, 22
participants (19.5%) answered neutral while 40 participants (35.4%) answered agree and 43
participants (43.1%) answered strongly agree. The mean for this last statement is 4.02, and the
total mean is 4.1345. The scale range of this category (already counted from the mean of each
participant’s answer using SPSS) is shown in the table below.

Table 14. Participant’s Scale Range of Third Category

Options Total

1 (Strongly Disagree) 2 (1.8%)

2 (Disagree) 5 (4.5%)

3 (Neutral) 23 (20.4%)
4 (Agree) 67 (59.3%)
5 (Strongly Agree) 16 (14.2%)

From the table above, this category has the majority of 67 participants (59.3%) who are agree
with the statements, while 23 participants (20.4%) are neutral, 16 participants (14.2%) strongly
agree while 5 participants (4.5%) disagree, and 2 participants (1.8%) are strongly disagree.
Therefore, it can be concluded that this third category also has positive feedback from the
participants. Overall, all three categories have positive remarks and are in line with the expected
answer for the first research question. As for the second research question, the researcher is
using another close-ended question and open-ended questions that can be seen in the table
below.

Table 15. Participant’s Other Platforms to Enhance Their Vocabulary
Do you use/access any other platforms that is specified to enhance your
vocabulary?

Frequency Percent Valid Cumulative
Percent Percent
Valid Yes 68 60.2 60.2 60.2
No 45 39.8 39.8 100.0
Total 113 100.0 100.0

From table 15, there are 68 participants (60.2%) are using other platforms to enhance their
vocabulary, while 45 participants (39.8%) are not using another platform. For cumulative
percent, it is 60.2% for those who use another platform and 100% for those who are not using
another platform. In this category, mean, median and mode will also be discussed using the
statistics table below:
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Table 16. Participant’s Mean, Median, and Mode for Other Platforms that Use for Enhancing

Vocabulary

Statistics
Do you use/access any other platforms that is specified to enhance your
vocabulary?
N Valid 113

Missing 0
Mean 1.40
Median 1.00
Mode 1

The mean is 1.40, while the median and mode are 1 (refers to the first option, “Yes”). In
conclusion, most of the participants are using other platforms to enhance their vocabulary.

For those who answered “yes” to this question, the majority of the participants are using
Youtube, followed by online dictionaries, movies, online language learning apps and other
online games. These are some of the reasons of why they chose said platforms.

“As it is a platform for people to upload their fan or original written works, I find myself having
the opportunity to read a lot of works across different genres. This, in turn, allows me to know
more 'new' words to add to my vocabulary.” (Participant A)

“I played Harvest Moon and The Sims (I hope this is counted as RPG also) because this
platforms storyline / tutorial is the easiest one to learn english. They use daily words that will
be common to use in life.” (Participant B)

“In Youtube, the usage of the words is pretty much broad and sometimes, using English caption
in Indonesian videos and Mandarin is really helping to deepens vocabulary. Besides, reading
comics or online English webtoons is very useful, aside from want to know about its plot, the
words in panels need to be conceived.” (Participant C)

From the questionnaire, most of the participants also feel that their vocabulary is improved after
using said platforms. Therefore, the platforms being used from the participants are mostly
effective to help them enhancing their vocabulary size. However, some of the participants who
answered “no” to the question felt like they already had enough with obtained vocabularies
from online RPGs that they already played and felt like it is not necessary to add source of
vocabulary learning media.

These are some of the answers from them regarding not using any other source to enhance their
vocabulary.

“I only prefer RPG games such as reading the lore of the story, because I think it has so many
vocabulary that we have never seen it before.” (Participant A)

“Because it's difficult to use all of the platform at once, so 1 only played one and stay on track
of this one. it will be easy to be consistent in enhancing my vocabulary.” (Participant B)

The majority of them also do not have a plan to add any other platforms other than online RPGs.
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Discussion

From the first category (potential effectiveness), most of the participants are agreed that online
RPGs that they played is effective for vocabulary learning and motivate them to learn
vocabulary. This is in line with Octaberlina & Rofiki (2021) that state that learning media
commonly used for learning vocabulary is picture in books, or flash card since using picture in
books is not effective to get the students grasp the actual meaning from it and also similar to
Qin & Hua (2020) findings that indicates players of non-educational games can be motivated
to expand their vocabulary by using in-game instructions. It can be concluded that online RPGs
are effective and can be used as one of learning media for learning vocabulary. This result is
similar with Lin & Guo (2021) findings that revealed that the use online-single player RPG
method worked effectively in in-class setting of vocabulary learning of EFL adolescent
learners.

In the second category (usability), most of participants agreed that online RPGs graphics (pixel
and resolution) are adequate for the use of learning vocabulary. Most of the participants also
agree that online RPGs provide ease of access for them as a player to learn vocabularies. This
result is similar with Lin & Guo (2021) findings that revealed that the use online-single player
RPG method worked effectively in in-class setting of vocabulary learning of EFL adolescent
learners. This result is align with Avisteva & Halimi (2021) point about the implementation of
technology that tends to help learners in their process of acquiring vocabulary and beneficial in
creating a learner-centred environment and improving their vocabulary. This result is also
similar to Karraske et al. (2018) and Saputro & Rusli (2020) findings about the use of games
could create some atmosphere to push the student’s hopes to learn the language.

In the third category (satisfaction), most of the participants agreed that it is interesting to use
online RPGs while using it for vocabulary acquisition. The functions and tools provided by
online RPGs are also satisfying for the participants to use it as a media for acquiring vocabulary.
Most of the participants are willing to use and keep online RPGs as media for learning
vocabulary. This result is aligned with Octaberlina & Rofiki (2021) statement about vocabulary
that is way too important to be neglected, so that vocabulary learning needs more sophisticated
media.

Therefore, the students are perceived that online RPGs are effective for them as a vocabulary
learning media and motivate them to do so. Furthermore, the usability of online RPGs tools
leads them to satisfaction so that they’re willing to use and keep online RPGs as their
vocabulary learning media. This is the result of the first research question. This result is in line
with Qin & Hua (2020) findings that indicate players of non-educational games can be
motivated to expand their vocabulary by using in-game instructions.

However, there are several other platforms that most participant use to enhance their vocabulary
size other than online RPGs, such as Youtube, online dictionary, movies and other online games
and even online language learning app. They are giving similar testimonies that they felt like
the vocabulary provided from those platforms could help them to enrich their vocabulary aside
from online RPGs and also have a positive benefit from it. However, some of the participants
did not feel like adding any other source of vocabulary learning media.

The rest of the participants believe that it is not necessary to use other platforms to enhance
their vocabulary. They prefer to stick to online RPGs and also not interested in adding any other
platforms. However, some of these participants are planning or might be planning to use other
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platforms in the future. Therefore, this research implicates that students perceive that online
RPGs are helping them to enhance their vocabulary knowledge, mainly from its effectiveness
in-game, usability from the game itself, and their own satisfaction towards the game.

It also should be noted that some of the participants also using other platforms to enhance their
vocabulary knowledge such as YouTube, online dictionaries, movies, other online games and
online language learning apps. These participants acknowledge that the app is also helping them
to obtain new vocabulary and improve their knowledge. On the other hand, there are also some
of the participants who only use online RPGs to enhance their vocabulary knowledge because
they think it is not necessary to have more than one app to learn new vocabulary. However,
some of these participants are planning to use other apps to enhance their vocabulary knowledge
if it is needed.

CONCLUSION

Based on the research findings and discussion in the previous chapter, the researcher concluded
that the perception of the students toward online RPGs are positive and reveals that online RPGs
help them to enhance their vocabulary knowledge. The ease of access provided by online RPGs
motivates the participant to learn about new vocabulary, not to mention the usability of the
game resolution and operation and the participants’ satisfaction as the player are the main points
that make the participants enhance their vocabulary knowledge.

Some of the participants have other apps to help them improve their vocabulary, while the rest
of the participants not using any other apps other than online RPGs. They believe that it is not
necessary to use other apps to help them enhance their vocabulary. However, it is does not rule
out their possibility of using other apps to enhance their vocabulary knowledge in the future.
After conducting this research, the researcher would like to give several recommendations for
English teachers, students, and other researchers.

1. For English teachers

It is suggested for English teachers to use online RPGs game as a learning media, especially in
speaking and writing activities in order to motivates the students to learn new vocabulary. By
using online RPGs, the teacher can encourage the students to learn more and create a
comfortable atmosphere in the classroom. However, the teachers need to choose the appropriate
online RPGs for student to get a suitable game for the students.

2. For students

It is suggested for students to use online RPGs game to enhance their vocabulary knowledge
outside the classroom activities from the story and/or in-game features. The students also need
to choose the suitable online RPGs to their preferences so that they could have a positive
experience while learning the vocabulary. By using online RPGs, the students can immerse
themselves in the story and able to write down new vocabularies that they found from the story
and/or in-game features. It should be noted that the students need to use the game moderately
since it is easy for students to lose track of time playing the games.

3. For other researchers

For other researchers with similar topics, it is suggested to explore other kinds of apps other
than online RPGs that have a potential to enhance students’ vocabulary knowledge and explore
more about the students’ reasons about choosing that particular app. Therefore, the research can
give more references for both English teachers and students and the researcher can have a
deeper result from the students.
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