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STUDE
NT PERCEPTION OF PLAYING ONLINE RPGS TO

IMPROVE VOCABULARY MASTERY
ABSTRACT

English :
I : .
proficiency is crucial for effective communication, yet

Indonesian
students often face challenges in using English due to limited

vocabul
ary and classroom-only learning approaches. Online games,

articul -dri
p arly story-driven RPGs, offer an engaging alternative for enhancing

vocab i : ;
ulary through immersive, context-rich environments. This study aims to

evaluate the impact of story-driven online RPGs on students' vocabulary

mastery. Using a descriptive quantitative approach, data were collected through

an online questionnaire and vocabulary test distributed to purposively sampled
English Department students at Muhammadiyah Malang University who play
RPGs regularly, specifically 22 students from the Introduction to Literature

class. The questionnaire was adapted from validated instruments and employed

a 4-point Likert scale to assess perceptions and engagement. Descriptive

statistical analysis was used to interpret
into the effectiveness of RPGs for vo
story-driven RPGs provide a uniqu
enhances vocabulary learning ¢
MOBAs. Students reported greater
complexity and varied languag
story-driven RPGs are a valua
students’ daily lives, promotin
immersive way.
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