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ABSTRACT

This research aimed to explore students perceptions of playing Mobile Legends:
Bang-Bang (MLBB) as a means to improve English vocabulary. Students had a
deficient English vocabulary, which negatively affected their learning, especially
in imperative statements. This research utilized a qualitative approach based
on the Miles and Huberman analytical framework. The data were gathered
from 150 ninth-grade students at Junior High School 10 Pematangsiantar.
Data were collected through closed questionnaires concerning content vocab-
ulary and perceptions (auditory and visual). The collected data were checked
according to the reactions from the 5 point Likert scale questionnaire, then
inputted into Ms. Excel and tabulated; afterward, the data were described de-
scriptively in a paragraph. This research discovered that a significant number
of students had reported positive outcomes for MLBB influence on their vocab-
ulary improvement. Specifically, 69.21% of students had responded positively,
comprising 13.88% who strongly agreed and 55.33% who agreed. Neutral
replies had constituted 19.38%, whereas negative comments had amounted to
11.42%, including 8.88% who disagreed and 2.54% who strongly disagreed.
Regarding auditory and visual perception, 74.34% had exhibited a favorable
response, 16.7% had maintained a neutral stance, and 9.6% had provided a
negative response. The researcher concluded that most students at Junior High
School 10 Pematangsiantar had regarded MLBB as an advantageous alternative
for improving their English vocabulary, with a significant majority expressing
favorable opinions of the game.
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1. INTRODUCTION
Language is a fundamental tool for communication, allowing people to express ideas, emotions, and

viewpoints [1]. Its importance lies in fostering social connections and dependency through clear interactions.
Language enables humans to exchange thoughts, seek assistance, and convey goals, making it essential for
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effective communication [2]. It operates as a structured system of symbols, sounds, and gestures within social
and cultural contexts [3].

Communication involves transmitting messages from a sender to a receiver, ensuring alignment be-
tween the intended and received meanings. It encompasses verbal and non-verbal methods, contributing to
personality development and knowledge transfer, particularly in education [4]. Thus, communication is crucial
for human interaction, fulfilling needs for connection and information exchange [5].

English has grown significantly in Indonesia due to globalization and advancements in technology
[6]. As a global language, it is integral to education, particularly in junior high schools where it is a mandatory
subject. The curriculum covers essential skills such as vocabulary, grammar, and sentence structure to enhance
students’ listening, speaking, reading, and writing abilities [7].

This study focuses on speaking skills, which are vital for effective communication. Speaking involves
pronunciation, fluency, intonation, grammar, and vocabulary [8]. It serves functions such as interaction, trans-
action, and performance, encompassing vocabulary as a key element for expressing thoughts and emotions [9].
Vocabulary is critical for mastering all language skills, forming the foundation for listening, speaking, reading,
and writing [10, 11].

During teaching practice at Junior High School 10 Pematangsiantar, several issues were observed [12].
First, students lacked vocabulary, leading to passivity and repetitive use of words [13]. Second, they struggled
with polysemy, failing to grasp multiple meanings of words like ”head” or ”fair”. Third, low enthusiasm for
learning resulted in reluctance to write and pronunciation errors [14]. Fourth, students lacked confidence when
speaking English due to fear of mistakes. Finally, teachers used monotonous methods, failing to motivate
students effectively [15].

Figure 1. Modelling results

The rapid growth of science and technology has greatly benefited humanity, with Indonesia’s internet
penetration reaching 79.5% in 2023. Figure 1 highlights the influence of internet-based technology, particularly
in entertainment, where Indonesia ranks third globally for video game usage, with 94.5% engagement in 2022.

Online games, including action, simulations, RPGs, and sports, provide users with challenges and
opportunities for interaction, often fostering online communities [16]. These games also enhance English
proficiency, as players encounter scenarios requiring active language use.

Games like The Sims, Hangman, and Manor Matters support vocabulary and grammar development.
Popular genres such as Battle Royale, MOBA, MMOFPS, and simulation games offer immersive experiences
that facilitate English learning [17].

This research focuses on MOBA online games like Mobile Legend: Bang Bang. This game involves
players in an interaction between one player and another player through battle in the game, team strategy,
and communication. In addition to interacting with other players, online game users engage with the game
through its controls and mechanisms, including verbal and non-verbal communication. Online MOBA games
involve players interacting with each other, building a sporty attitude, teamwork, improving strategic skills,
and learning a language like English [18]. Mobile Legends Bang-Bang (MLBB) is a popular mobile game in
Indonesia, with 5 million downloads on Google Play and Apple App Store. It is a variant of the MOBA genre
and features two teams with five players each. Players communicate using voice chat or text messages, using
English phrases in gameplay and instructions. The game allows players to pair with individuals from foreign
nations and acquire new vocabulary without burdening them [19]. MLBB is the most popular mobile game in
Indonesia, with a user rate of 67%.
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Some studies have been conducted that are related to the same media. Study on English as a Foreign
Language (EFL) students perceptions of using the online game Mobile Legends for vocabulary development.
The study used questionnaires and interviews with 20 participants, including 8th-semester students at Uni-
versitas Muhammadiyah Purwokerto. The results showed a 74% positive perception, indicating that the game
enhances vocabulary knowledge [20]. The study attributed this to the game online multiplayer aspect, exposing
players to foreign languages and the motivation to improve their English proficiency for effective team com-
munication. Studied students perspectives on using MLBB as a medium to learn English. The study involved
31 STMIK Multicom Bolang Mongondow students specializing in Information Technology [21]. MLBB sig-
nificantly improved vocabulary, listening, reading, spelling, writing, English pronunciation, and oral commu-
nication skills. The study employed qualitative methodologies. This study is similar to the earlier studies
because it uses the game Mobile Legend: Bang-Bang to help students learn English, significantly improving
their vocabulary. Distinctions between previous studies and this study exist in the research fields, the research
participants, and the number of samples chosen. Examined the impact of MMORPG on improving students’
English proficiency and reducing their anxiety levels [22]. The outcome demonstrates a notable implication
since it has been proven to enhance the respondents confidence and reduce nervousness when speaking. Online
game was utilized to enhance speaking proficiency. The outcome demonstrates that an internet-based game can
impact students speaking abilities, as observed through linguistic and non-linguistic factors [23].

2. LITERATURE REVIEW
The literature review section explores the relationship between digital gaming and educational bene-

fits, particularly in language acquisition. While several studies have established the potential of digital games in
improving English vocabulary and communication skills, this section has been expanded to include a broader
range of research to provide a stronger theoretical background for this study [24].

2.1. The Role of Digital Games in Language Acquisition
language acquisition. Games provide an immersive, interactive environment where learners can en-

gage with language in contextually meaningful ways. For instance, The role of multiplayer online games in
fostering language learning by encouraging communication and collaboration among players. Additionally,
Digital games provide opportunities for situated learning, where vocabulary and grammar are learned in au-
thentic contexts [25].

Demonstrate that digital games can improve not only vocabulary acquisition but also pragmatic com-
petence, as players learn to navigate social interactions in the target language. These findings underscore the
value of integrating digital games into language learning frameworks, especially for learners who benefit from
experiential and interactive learning environments [26].

2.2. Comparative Studies on Game-Based Language Learning
Several studies have examined the effectiveness of different types of digital games for language learn-

ing. For example:

• The use of role-playing games (RPGs) and found that they promote narrative engagement and vocabulary
retention [27].

• Studied massively multiplayer online role-playing games (MMORPGs) and noted that these games en-
hance collaboration and negotiation skills, which are critical for language acquisition.

• Rhythm-based games like karaoke can improve learners pronunciation and listening skills [28].

These comparative studies suggest that the choice of game genre significantly influences the types
of language skills developed, offering educators insights into selecting appropriate games based on learning
objectives [29].

2.3. Criticisms and Limitations of Gaming in Language Education
While digital games hold promise, their use in language education is not without challenges. Critics

argue that:

• Lack of Direct Instruction: Digital games often focus on incidental learning, which may not align with
structured curricular goals.
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• Access and Equity Issues: Not all students have equal access to the technology required for gaming,
potentially widening the digital divide [30].

• Distractions and Misuse: Games designed for entertainment may not always be suitable for educational
purposes, as students can become distracted by gameplay mechanics rather than focusing on language
learning.

Addressing these limitations requires careful integration of games into language curricula, along with
teacher support and monitoring to ensure alignment with educational goals [31].

2.4. Implications for the Current Study
By situating this research within the broader literature, it becomes evident that digital games like Mo-

bile Legends: Bang Bang could be leveraged effectively for vocabulary acquisition. However, recognizing the
criticisms discussed above, this study acknowledges the need for structured implementation and teacher-guided
activities to maximize the educational potential of gaming.

3. RESEARCH METHOD
3.1. Research Design

The research design is a series of techniques and methods used to examine and collect data to define
the study topic’s variables. It involves building a strategy that connects research components systematically to
ensure the analysis and study are more effective and efficient [32]. Research design as the systematic approach
that encompasses several procedures in the research process, including data collection, data analysis, and report
writing. This research employed a qualitative design, which was complemented by the Miles and Huberman
analytical framework.

The revised methodology provides a more comprehensive explanation of the research processes and
techniques. Specifically, it elaborates on how data were analyzed beyond the use of a Likert scale and includes
additional qualitative techniques for interpreting open-ended responses [33].

Data were analyzed using a multi-step qualitative approach based on the Miles and Huberman frame-
work [34], which includes data reduction, data display, and conclusion drawing. Each stage was conducted as
follows:

• Data Reduction:

1. The data collected from the Likert scale responses were tabulated and summarized to identify pat-
terns and trends.

2. For open-ended responses, thematic analysis was employed. Recurring themes were identified and
coded manually to capture the context of student perceptions accurately. This approach ensured
that nuanced opinions were not overlooked [35].

• Data Display:

1. The results were presented not only in numerical format but also as narrative descriptions. Graph-
ical representations, such as charts and figures, were utilized to provide a clear visualization of
trends and insights.

2. A thematic map was created to illustrate the connections between identified themes and the research
questions derived from the open-ended responses [15].

• Conclusion Drawing and Verification:

1. Conclusions were drawn through triangulation of quantitative data (Likert scale) and qualitative
data (open-ended responses).

2. To enhance the validity of findings, peer debriefing and member checking were conducted. Selected
participants were asked to verify the interpretations of their responses, ensuring the credibility and
reliability of the conclusions [36].
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3. By integrating these additional qualitative techniques for analyzing open-ended responses, the re-
vised methodology strengthens the robustness of the research design. It also ensures that the qual-
itative nature of the study is better represented and provides a deeper understanding of student
perceptions [37].

3.2. Data Source
The researcher required a suitable research subject as the data source, directly addressing the research

issue and questions. Data sources are measurable, accessible, and versatile information that, when substantial,
provide greater insights [38].

The population, defined as a collection of individuals with common traits, was the ninth-grade students
of Junior High School 10 Pematangsiantar, totaling 192 students during the 2024-2025 academic year. From
this population, a sample of 150 students was selected through specific procedures to represent the group [39].
Table 1 presents the breakdown of the sample into six classes, each comprising 25 students.

Table 1. Research Subject Table for the Questionnaire Participants
Number Class Number of Students
1 IX-1 25
2 IX-2 25
3 IX-3 25
4 IX-4 25
5 IX-5 25
6 IX-6 25
Total 6 Classes 150 Students

The participants were chosen to provide responses regarding their perspectives on using MLBB to
enhance their English vocabulary. The selection was based on the researcher familiarity with the students
and their environment from prior teaching practice at Junior High School 10 Pematangsiantar. Additionally,
the researcher observed that many students actively played MLBB, making data collection more feasible and
relevant. The selected sample offered optimal insights into the subject matter due to the researcher’s knowledge
and experience [40].

A research object refers to individuals, entities, locations, or phenomena under investigation [41].
This study explored students perspectives on the impact of MLBB in improving their English vocabulary.

3.3. Research Instrument
The researcher has the option to employ several instruments for data collection, including test ques-

tions, observation sheets, questionnaires, interviews, and other similar tools. Research instruments are im-
plements utilized to quantify observable or investigated natural and social phenomena. For this study, the
researcher employed a closed questionnaire as a data collection instrument in the field. This questionnaire
enabled students to offer more structured responses and facilitated a thorough analysis. The questionnaire
comprised 26 items that encompassed the range of speech components, as well as two types of perception:
auditory and visual.

The details of the questionnaire items are outlined in Table 2, which provides a comprehensive
overview of the statements used in the research. Specifically, there were 16 items of vocabulary, with items
1–16 related to the kind of vocabulary known as content vocabulary. Meanwhile, items 17–26 encompassed
the range of two distinct forms of perception, specifically auditory and visual. These questionnaire items were
designed to capture various aspects of students’ learning experiences with Mobile Legends: Bang-Bang and its
impact on their English vocabulary acquisition.

Table 2. Research Questionnaire Parameters
No Statements
1 Playing MLBB helps me learn new nouns in the game.
2 I can easily recognize the nouns used in MLBB dialogues.
3 MLBB increases vocabulary of terms related to items in the game.
4 I feel comfortable using the new nouns I found from MLBB in my English class.
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5 MLBB improves my understanding of the action verbs used in the game.
6 I can identify verbs in MLBB that show character movement.
7 Playing MLBB helps me learn verbs related to game strategies.
8 I utilize the verbs learned from MLBB in my daily English conversation.
9 I find new adjectives in the character descriptions of MLBB.
10 I can recognize the adjective terms used in MLBB to describe the game items.
11 MLBB improves my understanding of adjectives related to character abilities in the game.
12 I feel more confident using the adjectives I found from MLBB in my daily English conversation.
13 I find an adverb that explains how the actions in the MLBB game work.
14 I can recognize adverbs that modify verbs in MLBB discussions.
15 MLBB expands my vocabulary of adverbs related to game strategy.
16 I utilize the adverbs from MLBB to articulate actions throughout my English-speaking practice.
17 The character voices in this game improve my English skills.
18 The game’s sound instructions improve my English comprehension and application.
19 I usually mimic the English expressions of the characters’ phrases in the game.
20 The quick chat voice in the game helps me understand the meaning of English vocabulary.
21 I feel more confident speaking English while playing because of the voice guidance.
22 Hero icons, skills, and status effects help me grasp information quickly.
23 The visuals in this game improve my ability to memorize English vocabulary.
24 I believe that this game offers an engaging experience that improves my spoken English.
25 Visual notifications on the game screen help me understand the context in English better.
26 The tools and items provided in this game help me acquire and understand English vocabulary.

3.4. Technique of Data Collection
Researchers employ methodical strategies for data collection, emphasizing accurate techniques using

structured and open-ended items. Closed questionnaires, distributed in Indonesian to avoid language barriers,
ensured accurate responses, which were later translated into English for analysis.

Theoretical validity and reliable data were crucial for this study. Respondents answered predefined
options or provided written responses, with closed questionnaires designed for structured data collection. This
approach allowed comprehensive data gathering, efficiently processed using Ms. Excel software.

Table 3. Likert Scale Table for the Questionnaire
No. Statements Symbol Score Meaning
1 Strongly Agree SA 5 Very Positive
2 Agree A 4 Positive
3 Neutral N 3 Neutral (middle)
4 Disagree D 2 Negative
5 Strongly Disagree SD 1 Very Negative
Source: https://www.researchgate.net/publication/276394797LikertScale ExploredandExplained

To assess students perspectives on the impact of MLBB on English vocabulary development, the
researcher used a Likert scale to measure agreement for each questionnaire item. Table 3 outlines the Likert
scale, which standardized responses and enabled a thorough analysis of the collected data.

3.5. Techniques of Data Analysis
Analysis refers to the process of carefully examining something. In other word, analysis is the process

of scrutinizing and evaluating anything. Data analysis, in the context of research, refers to the systematic
examination and comprehension of data to derive significance, interpretations, and definitive conclusions from
the acquired research data. Data analysis in qualitative research as the systematic process of gathering and
organizing data from many sources, such as field notes and interviews, to enhance comprehension and facilitate
effective communication of the findings.

In this study, the researcher proposed that data analysis necessitated conceptualization, which referred
to generating ideas before conducting fieldwork. Subsequently, the data was classified and elucidated within
the domain.

https://www.researchgate.net/publication/276394797_Likert_Scale_Explored_and_Explained
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The researcher utilized the Miles and Huberman model. This model identifies three main stages in the
processing of qualitative data, as explained by Sugiyono, namely:

• Data reduction Data reduction refers to reducing the data in a dataset while preserving its essential infor-
mation. During this stage, the acquired data was condensed, prioritizing the most significant elements,
identifying recurring themes and patterns, and eliminating unnecessary information.

• Data Display The next phase was to present it in a more precise format. The data was presented in tables
with a clean format, graphs, charts, pictograms, and the like. This phase was easier to grasp because it
was structured and put into a relationship pattern.

• The final phase, involving conclusion drawing and verification, initially treated results as provisional but
deemed them credible upon obtaining reliable and consistent evidence during further data collection.

The stages of data analysis as outlined by the Miles and Huberman model are illustrated in Figure
2, which emphasizes the iterative nature of data reduction, data display, and conclusion drawing in qualitative
research.

Figure 2. Modelling results
Source: https://www.researchgate.net/figure/Mile-and-Hubermans-1994-model-of-data-analysis-components-Data-reduction-This fig1 305740381

This research meticulously and comprehensively documented the data obtained from the participants,
specifically the class IX students of Junior High School 10 Pematangsiantar. Subsequently, the findings from
the recording were condensed and concentrated on the salient aspects, ensuring that the data reduction yielded
a lucid representation, facilitating the process of drawing conclusions. Following data reduction, the informa-
tion was displayed in concise summaries and graphical representations such as charts, flowcharts, and similar
formats. The data was then analyzed, conclusions were drawn, and verification was conducted. This research
provided findings, validation, and conclusions in the form of a narrative text, elucidating students’ perspectives
on playing the MLBB game to enhance English vocabulary.

4. RESULT AND DISCUSSION
4.1. Result

The data generated from the research is presented in greater detail in Figure 3, which illustrates the re-
sults of students responses regarding content vocabulary in the MLBB game and its impact on their vocabulary
improvement. The preliminary information is sourced from content vocabulary, and the additional information
is derived from auditory and visual perceptions. Data collected from 150 students has been analyzed and is
displayed below.

Figure 3 depicts 16 statements generated and linked with sub-indicators by the researcher. These
16 statements include four sub-types: nouns, verbs, adjectives, and adverbs, with each sub-type consisting of
four statements. The data highlights that students predominantly provided favorable responses, particularly for
statements 1–6 and 8–10, which featured a high frequency of ’agree’ responses ranging from 70 to 109.

Despite some ’neutral’ responses nearly equaling the ’strongly agree’ option, this does not undermine
the finding that the MLBB game positively influences students’ English proficiency, particularly in improv-
ing vocabulary through new terms acquired during gameplay. The limited negative responses, particularly in
statements 2, 3, and 4–9, collectively ranged from 1 to 9 responses, further validate this claim.
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Figure 3. The Result of Students Questionnaire (Content Vocabulary)

Based on the data analysis obtained from the questionnaire completed by 9th-grade students at Junior
High School 10 Pematangsiantar, it was concluded that students generally had positive perceptions regarding
the use of MLBB in improving their vocabulary, specifically content words (nouns, verbs, adjectives, and ad-
verbs). The majority of students either strongly agreed (13.88%) or agreed (55.33%) with the statements given,
indicating a favorable response. A neutral stance was taken by 19.38% of students, while only a small percent-
age disagreed (8.88%) or strongly disagreed (2.54%). These findings suggest that MLBB is well-received and
effective in enhancing students’ vocabulary, as negative perceptions were minimal

Figure 4. The Result of Students Questionnaire (Auditory and Visual Perception)

Figure 4 illustrates the aggregate results of student responses on auditory and visual perception re-
garding the MLBB game. The data includes assertions about sounds, words, pictures, symbols, icons, and
game-related elements, analyzing their influence on vocabulary enhancement in English.

The figure categorizes ten statements into two sub-indicators: auditory and visual, each comprising
five statements. Students predominantly provided positive feedback, especially for propositions 1–6 and 8–10,
with favorable responses ranging between 70 and 109. This highlights students recognition of MLBB auditory
and visual elements as beneficial for vocabulary improvement.

While some neutral responses were comparable to ’strongly agree’, they did not diminish the conclu-
sion that MLBB enhances English proficiency, particularly vocabulary acquisition during gameplay. Minimal
negative feedback, with only 2–5 responses for specific assertions, further supports this finding.

In conclusion, Figure 4 shows that approximately 69.21% of students had favorable responses, demon-
strating that most students at Junior High School 10 Pematangsiantar perceive MLBB as an effective tool for
enhancing their English vocabulary. Neutral replies showed slight ambivalence, while negative feedback was
minimal, affirming the game overall benefits for vocabulary development.
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Figure 5. The Result of Students’ Questionnaire (Content Vocabulary)

Figure 5 illustrates the overall percentage of student responses regarding content vocabulary improve-
ment attributed to playing MLBB. The data reveals that, out of a total percentage of 100%, student responses
are distributed as follows:

• 13.88% strongly agreed, indicating that a significant portion of students believe MLBB substantially
helps in improving their vocabulary.

• 55.33% agreed, showing that more than half of the students found MLBB to have a positive impact on
their vocabulary acquisition.

• 19.38% were neutral, reflecting that a considerable number of students neither agreed nor disagreed about
the game impact on their vocabulary learning.

• 8.88% disagreed, indicating that a minority of students did not perceive MLBB as beneficial for their
vocabulary learning.

• 2.54% strongly disagreed, representing a very small percentage of students with a negative perception of
MLBB influence on vocabulary acquisition.

The minimal negative responses highlight that the majority of students respond favorably to the content vo-
cabulary statements, which encompass nouns, verbs, adjectives, and adverbs. These findings, as visualized in
Figure 5, underline MLBB effectiveness in improving English vocabulary among junior high school students,
particularly at Junior High School 10 Pematangsiantar.

Figure 6. The Result of Students’ Questionnaire (auditory and visual perception)

Figure 6 illustrates the results of students responses regarding auditory and visual perception in the
MLBB game. The data demonstrates that, out of a total of 100%, student responses on auditory and visual
perception are as follows:
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• Approximately 31.33% of the total responses showed strong agreement, illustrating that a significant
number of students regarded the auditory and visual elements of MLBB as beneficial for vocabulary
improvement.

• Approximately 47.13% of the agreement responses suggest that nearly half of the students derived posi-
tive benefits from the auditory and visual elements of MLBB.

• Approximately 4.60% of the responses were neutral, indicating that a small portion of the students
showed indifference towards their vocabulary acquisition of auditory and visual components.

• Approximately 8.27% of the replies reflected disagreement, indicating that a minority of students did not
perceive the auditory and visual elements of MLBB as advantageous.

• Approximately 3.93% of the total responses strongly disagreed, suggesting that a negligible percentage
of students have a negative perception of the aural and visual elements of MLBB.

Overall, responses indicating positivity for auditory and visual stimuli reached 78.46%, emphasizing that the
majority of students primarily perceive MLBB as a valuable tool to improve their English vocabulary through
auditory and visual elements. These findings, as depicted in Figure 6, underscore the efficacy of employing
online games to enhance vocabulary acquisition among junior high school students, particularly at Junior High
School 10 Pematangsiantar.

4.2. Discussion
The survey results indicate that a majority of students expressed positive views on the use of MLBB

for vocabulary acquisition, as illustrated in Figure 4. Specifically, 69.21% of students agreed or strongly agreed
that MLBB improved their English vocabulary. However, the analysis of neutral and negative responses, which
together account for approximately 30.79%, reveals critical insights into the challenges of educational gaming.

• Neutral Responses As shown in Figure 5, 19.38% of students provided neutral responses, reflecting a
degree of ambivalence. This group may not have fully perceived the educational value of the game.
Possible explanations include:

1. Disconnect Between Gameplay and Learning Goals: Students might have struggled to connect the
fast-paced, action-oriented gameplay with language learning objectives.

2. Limited Engagement with Language Content: The competitive nature of the game may have over-
shadowed opportunities for focused language practice.

For instance, Figure 1 highlights that students with less gaming experience were more likely to respond
neutrally, suggesting that familiarity with the game mechanics plays a role in their perceptions of its
educational value.

• Negative Responses 11.42% of students provided negative feedback, indicating dissatisfaction with the
gaming context for learning, as shown in Figure 5. Further thematic analysis of open-ended responses
suggests the following reasons:

1. Overwhelming Gameplay: Many students reported that the rapid decision-making required in the
game left little room for reflection on language use.

2. Complex Language Use: Specialized in-game terminology (e.g., “jungle”, “gank”, “buff”) posed
challenges for students with limited English proficiency, as highlighted in Figure 1, which correlates
language proficiency levels with perceived difficulty.

3. Lack of Structured Guidance: Students noted that without teacher support or instructional scaffold-
ing, they struggled to extract meaningful language learning from their gaming experience.

• Implications for Educational Gaming These findings underscore the need for strategic integration of
games like MLBB into educational settings. Educators could adopt the following approaches to address
the challenges highlighted by the neutral and negative responses:
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1. Structured Vocabulary Activities: As suggested by the strong positive feedback, the game vocabu-
lary can be effectively leveraged in the classroom. For example, students could create glossaries of
in-game terms and discuss their meanings and usage.

2. Guided Gameplay: Teachers can moderate gameplay sessions to emphasize language goals, such
as by pausing to discuss key vocabulary or assigning tasks related to the game.

3. Tailored Support for Diverse Learners: Simplifying gameplay for less proficient learners or pairing
them with more experienced peers can help bridge the gap in understanding and engagement.

These strategies align with the high levels of agreement observed in Figure 4, where students who felt
guided during gameplay reported higher satisfaction and perceived learning outcomes. By addressing
the issues raised in the neutral and negative responses, educators can maximize the potential of gaming
as a tool for language acquisition.

• Future Research Directions
Future studies could:

1. Investigate whether similar findings emerge with other game genres (e.g., RPGs or simulation
games).

2. Compare the vocabulary acquisition outcomes of MLBB with other digital learning tools.
3. Explore the impact of teacher-mediated gameplay on learning outcomes.

5. MANAGERIAL IMPLICATIONS
The findings of this study offer actionable insights for educational institutions, game developers, and

policymakers, aiming to integrate gaming as a tool for language acquisition. These implications are detailed as
follows:

5.1. Educational Institutions
Educators can leverage the engaging nature of games like MLBB to design vocabulary-building ex-

ercises aligned with the curriculum. Structured gameplay sessions integrated into English classes can enhance
students learning experiences, promoting both language acquisition and critical thinking. Moreover, schools
should provide professional development programs for teachers to equip them with the skills needed to effec-
tively integrate gaming into their teaching strategies.

5.2. Game Developers
Game developers should collaborate with educational stakeholders to incorporate language-learning

features into gaming platforms. Interactive glossaries, real-time feedback, and targeted language objectives
can address the challenges of incidental learning, making games more effective as educational tools. These
enhancements can create a seamless blend of entertainment and education, optimizing the learning potential of
digital games.

6. CONCLUSION
This research explores students perceptions of how playing Mobile Legends: Bang-Bang (MLBB)

impacts their English vocabulary improvement. The study evaluated 26 statements, with 16 focusing on content
vocabulary and 10 on auditory and visual perceptions, among ninth-grade students at Junior High School 10
Pematangsiantar.

In today society, learning English often requires engaging mediums. Online games like MLBB offer
a platform for independent vocabulary acquisition. Although MLBB is not an educational game, it provides
English language exposure through sounds, textual elements, symbols, and gameplay. The game also enhances
communication skills, introduces new vocabulary, improves pronunciation, and helps students understand word
meanings.

Research findings indicate that students have positive perceptions of MLBB impact on vocabulary
improvement. While practice is essential, MLBB or similar online games can support vocabulary development
outside the classroom. Ninth-grade students at Junior High School 10 Pematangsiantar view MLBB as a
beneficial tool for enhancing their English vocabulary.
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