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STUDENTS’ PERCEPTIONS ON MOBILE GAMES APPLICATION IN
IMPROVING THE COMMUNICATION SKILLS.

ABSTRACT

This study explores students' perceptions of using the mobile game Mobile Legends
Bang Bang (MLBB) as a tool to enhance communication skills. With the increasing popularity
of mobile games among students, the research examines how such platforms can contribute to
the development of essential c’ommunication abilities. Employing a qualitative descriptive
research design, data were collected through questionnaires and semi-structured interviews
with students from the Engllsh Language Educatron Department at the University of
Muhammadlyah Malang Fmdmgs reveal that MLBB fosters improved communication
through m-game mteractrons teamwork and exposure to drverse llngurstrc and cultural
contexts Part1c1pants reported enhanced clarrty, conﬁdence and adaptabrlrty in their

commumcatxon both m the game and -'real-hfe.scenarros The study hlghlrghts the potential of

: _ameworks to support skill development and

] QIOgXlef?V?n approaches to learning.

KeyWords:' Communica_t‘ion‘:s‘kills, Students' Perceptlons, Game-Based Learning
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