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ABSTRACT 

 

Massive Multiplayer Online Role-Playing Games (MMORPGs) are increasingly 
used to improve language learning. Many games have been created as 
products to help players improve their learning abilities. This research 
explores the execution of the MMORPGs to improve their vocabulary. The 
information was gathered through observation, documentation, and interview. 
There are seven chosen experienced players of MMORPG in worldwide servers 
who meet the requirements. Results demonstrated that implementing 
MMORPG can assist the EFL learners with acquiring new vocabulary from the 
aspect of the game like socializing, guild, mission, storyline, trading market, 
and things depiction assist the EFL learners with learning new vocabulary. The 
results of the study were expected to help the EFL learner gamer learn English, 
especially vocabulary, since the game has many aspects that help the EFL 
learners who play this game to enrich their vocabulary. 
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Introduction 

Vocabulary is the core of languages. Various methods and strategies have been examined by 

scholars seeking to propose an appropriate way to facilitate vocabulary acquisition for foreign 

language learners (Lestari, 2015). According to Hornby (2006), a person's vocabulary is made 

up of all the words he or she knows, as well as all the terms in a specific language. By 

mastering vocabulary, a foreign language learner can communicate in the target language and 

find it easier to study other aspects of the language, such as reading, writing, listening, and 

speaking. We can deduct from this definition that learning vocabulary is more important than 

learning other aspects of the language. There are a variety of approaches of acquiring new 

vocabulary, including the use of passive media; on the other hand, the consumption of passive 

media is on the decline, while the consumption of interactive media (digital or online games) 

is on the increase (Williams et al., 2008).  
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Nowadays, foreign language learner seeks different and new ways of learning 

language, such as using interactive media. One interactive media is video games. Learners of 

a language may benefit from learning the language more as a tool for communication rather 

than as a collection of rules when they use video games as a learning medium. The motivation 

of language learners is increased, and they develop more favourable attitudes and feelings 

toward others who are learning a foreign language when they are in a setting that is pleasant 

for them (Nadia et al., 2021). Online games offer a suitable safe environment for EFL learners 

to practice language skills and transfer knowledge (Smeets, 2005). Massive Multiplayer Online 

Role-Playing Games (MMORPGs) are increasingly used to improve language. Many games 

have been created as products to help players improve their learning abilities. Learning new 

vocabulary occurs in a relaxed, motivating and enjoyable environment where the learner is 

comfortable and concentrates on the new word and how to use it in a particular context. Online 

games offer a suitable safe environment for EFL learners to practice drill skills and transfer 

knowledge (Smeets, 2005). MMORPGs are increasingly used to improve language learning. 

Many games have been created as products to help players improve their learning abilities. 

Modern MMORPG incorporates some aspects made by advanced technology. The 

usage of chat is the major method through which players communicate with one another while 

they are engaged in the game. The use of MMORPGs allows for players in the same guild to 

speak with one another directly. This kind of communication needs active negotiation of EFL 

learners to improve their language skills, especially vocabulary. Peterson (2012) said that, 

nowadays, Massive Multiplayer Online Role-Playing Games (MMORPGs) are large-scale 

permanent virtual fantasy worlds that provide high-quality 3D visual interfaces that are 

distinguished by high levels of realism and immersion. MMORPG needs communication 

between the players to form a group or party to complete a quest. MMORPG in this era 

provides some symbolic features such as (1) virtual worlds based on a fantasy and narrative 

plot, (2) a chat and voice chat; (3) controllable avatars, goal-based communication 

environment; (4) the ability to customize many parts of the game (modding); and (5) 

participation in a game-based social group or Clan. 

The learning potential of MMORPGs is enormous because they allow players to 

practice real-world communication skills in an interactive and immersive setting while also 

requiring them to read, write, speak, and listen in the target language with other people. Using 

technology as a media to assist language learning is helpful to make foreign language learners 

enjoy learning some language. If those conditions support our language learning process, it is 

expected to improve foreign language learners' performance and objective learning. One of 

the technologies that the learner can use is online games. Based on the explanation above, 
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this research aims to learn about the implementation of MMORPGs to enrich the vocabulary 

of foreign language learners. 

Method 

This research method is qualitative which relates with the phenomenon. In this qualitative 

method, we use the collection of material variety, personal experience, life story, and interview 

throughout the length of observational, interactional, and visual text which describe 

problematic moments and meaning in individual lives. Each individual has a unique 

perspective on life, and in order for the researcher to appreciate this fact, she or he has to dig 

deeper and make an effort to really analyse and comprehend the users' perspectives (Creswell, 

2009). Phenomenology is a qualitative research approach that focuses on the analysis of 

phenomena as they are experienced by real people in their everyday lives. The unit of analysis 

is comprised of a phenomenon's intended interpretation, or meaning (Vagle, 2018). The 

researcher used phenomenology to investigate the phenomenon that happened in MMORPGs, 

which is the vocabulary acquisition in the game and describe it to explain the results. 

Concerning the research objective, the researcher conducted interviews, observations, 

and documentation with the participants to identify their English proficiency and experiences 

while playing MMORPG using a global server. The researcher performed the interview in order 

to provide a comprehensive answer. Qualitative interview is done when the researcher conduct 

interview with participants face to face by telephone, internet, or in a group interview with six 

to eight participants in each group (Creswell, 2014). Sugiyono (2015) said that interviewing 

provides the researcher deeper understanding of the participant that interpret situation and 

phenomenon which can be obtained through observation. The interview was conducted after 

the observation to figure out how the implementation of MMORPGs affects their vocabulary. 

The researcher used triangulation to verify the data in this research. Researchers use 

different sources, methods, investigator and theories to make provision of corroborating 

evidence to validate the study's accuracy (Creswell, 2014). Moreover, when the researcher 

discovers evidence to document a pattern in different data resources, the researcher 

triangulates information to provide validity to the result. 

Result  

The first is about the implementation of MMORPG with various benefits based on EFL learners' 

feelings. In this research, there are eleven questions given to respondents to answer. 

According to the interview results, most EFL learners thought implementing MMORPG as a 

tool to enrich vocabulary was fascinating.  
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All respondents said that they enjoyed learning English because of playing, having fun, 

and easy to learn vocabulary from the game. All respondents said that almost every aspect in 

the game help them to learn a new vocabulary because there was a new vocabulary they can 

learn while playing the game. The EFL learner’s responses prove that implementing MMORPG 

can enrich their vocabulary. They mentioned that MMORPG has many vocabularies that he did 

not know before. 

 

“MMORPG has a lot of vocabulary which can enrich our vocabulary that we didn’t know 

before. This is a brand-new method for students to learn English. I personally did the 

same way in learning new English vocabulary” (R7 001, July 2022) 

“Yes, for some reasons. Because there are a lot of item names, jobs, descriptions, and 

many more. Actually, it is similar to our daily lives’ vocabularies” (R6 001, July 2022) 

The researcher also finds that MMORPG helps the EFL learners’ study not only 

vocabulary but also accent, slang, and writing. 

“It is helping to learn new vocabulary, some can be applied to real life, either the game 

and dialogues or the online community’s slangs” (R1 001, July 2022) 

“Yes, it helps people at least learn English vocabulary. In my few years of playing 

MMORPG, I'd encounter different tones and writings of English. Also, one of the 

essences of MMORPG is social interaction which means socializing is inevitable in 

this game whether it's player or NPC where I have to understand what that person or 

NPC just said” (R2 001, July 2022) 

Based on the observation, interview, and documentation of the MMORG which is used 

to enrich EFL learners' vocabulary, the researcher answered the research questions. From the 

interview, seven players responded to the researcher's questionnaire. The findings from these 

interviews and observations have shown that there are five different methods by which a 

player might increase the amount of vocabulary they have via the use of the game.  

The socializing and guild 

This photograph, which the researcher shot while monitoring one of the participants, 

demonstrates that the EFL learners were engaged in discussion with another player at the 

same party as the EFL learners. They were discussing the strategy to defeat particular 

monsters. 
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Figure 4.6 Screenshot of player communication during the game 

R2 (008) Mentioned that chatting with another player are helpful to learn vocabulary, 

he said that there is heavy sentence that respondent must research and understanding the 

context. 

“I think the interaction with people, NPCs and mobs are helpful to learn some 

vocabulary. As I said before, there are heavy English sentences that sometimes people 

said, even the NPCs or bosses that you have to research and understand what they 

said. There's how classes in works in MMORPG, you can literally learn Vocabulary in 

their skill description or visually” (R2 008, July 2022) 

The researcher also finds that joining a guild helps them gain a new vocabulary by 

socializing in the guild by making conversation with the guild member. 

 

“I think so, because we must communicate with the member of the guild” (R3 007, July 

2022) 

R6 007 mentioned that joining a guild and socializing with the members of the guild 

help the respondent learn new vocabulary and find another style of communication since he 

met another player from a different country. 

“Yes. Another person, another place, and another style of communication. You will find 

a lot of vocabularies just getting talking with your guild” (R6 007, July 2022) 

The responder believes that they found a lot of terminology via contact with another 

person from different areas and that they found another style of communication by joining a 

guild, as shown by the data in R6 (007) and R3 (007). Through the interaction in guild, EFL 

learners are exposed to the language forms and functions in communication. 
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Questing and NPC instruction 

 

Figure 4.7 Screenshot of a player when she got instruction from NPC 

In the picture above, the researcher found that NPC instruction contains many vocabularies 

that are easy to learn by EFL learners, by this communication with NPC the EFL is able to learn 

new vocabulary and when they do not understand the meaning of the words, they can search 

it on the dictionary or translate it. R2 (004) and R3 (004) mentioned that the instruction from 

NPC helped respondents get a new vocabulary and also helped them know where they should 

go next to finish the quest. 

“Well yeah. I mean sometimes I skip the instructions from the tutorial. I learn 

Vocabulary in the language of the game, like in every MMO games, there are names 

of the map/zone/area with different languages from other races. Well I also learn 

some terms in the instructions, Like Targeted attack, AOE, slash attack and so on, Oh 

Ailments too. I did say I learn new vocabulary from the NPC instructions” (R2 004 July 

2022) 

“Well it helps me to understand the story and helps me what should I do next by 

searching on it meaning of this and that” (R3 004, July 2022) 

 

Figure 4.8 Screenshot of Quest/Mission 
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To complete the quest in MMORPG EFL, you need to read the description given by 

NPC and read it to understand how to finish the quest. R4 and R6 (004) Mentioned that NPC's 

instruction helped respondents get a new vocabulary. Quest usually gets from the NPC or 

Non–Playable Character. By reading the instruction given by NPC. EFL players must read it to 

understand the description, goal and what the player had to do to finish the quest; EFL players 

get the chance to learn vocabulary from it by reading the description.  

“Most of the time, yeah. There are new words I learn especially those related to quest, 

like sometimes there's a story in a quest and I might find a new word in it I learn the 

word of "devastation" from MMORPG” (R4 004 July 2022) 

 

“Yes, it does. There are some instructions or step to follow. Sometimes they use 

various vocabularies to increase the quality of language as NPC. And of course, to 

increase our vocabularies” (R6 004, July 2022) 

 

From those opinions, the researcher finds out that the quest in MMORPG gives them 

opportunities to learn new vocabulary.  

Trading market 

 

Figure 4.9 Screenshot of players in the trading market 

In the picture above, the researcher found the communication between players in bargaining 

some items, there is dedicated chatting for trading, where the player can announce buying and 

selling. There are many opportunities for learning new vocabulary in this system when players 

socialize, and interaction opens when they negotiate the item they want to buy or sell. R2 and 

R1 (003) mention the marketplace. 

 

“Yes, well I need to talk to other people when it's needed, like for party or in the market” 

(R2 003, July 2022) 
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“I used to chat a lot with other players because the more you use the language to chat, 

the more you learn new vocabulary” (R1 003, July 2022) 

 

There is an MMORPG that offer a chatting channel for trading, where players could 

make the announcement for buying and selling, it’s only appeared when players come to 

specific area/town. The opportunity for language learning in interaction available when players 

read the announcement and negotiate the price of the item they are buying or selling. 

Storyline 

The storyline which appears in the game became an important thing to EFL learners who study 

vocabulary in MMORPG. 

 

Figure 4.10 The Screenshot of the storyline in Toram Online MMORPG. 

The storyline contains many vocabularies and EFL must read it to understand the story 

in-game. R7 (005) mentioned about the storyline and that it was helpful.  

 

“Those are very helpful to us in studying English, so we know how to pronounce this 

word. Because learning English while playing the game in my opinion is fascinating. 

You just need notes, a pen, and a dictionary to write down the vocabulary and find out 

the meaning of each vocabulary” (R7 005 July 2022) 
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Some of the stories also hint at the quest the player wants to finish, which is why 

reading the storyline is helpful to the player in completing the quest and at the same time, they 

learn vocabulary as well. 

 

 

Figure 4.11 Screenshot of storyline within the game 

“Well it helps me to understand the story and helps me what should I do next by 

Searching on it meaning of this and that” (R3 005, July 2022) 

According to R3-005, it was said that if a responder had a solid grasp of the narrative, 

it would be easier for them to figure out what actions they should do next in the game. 

Items description 

The item description also helps the EFL to learn a new vocabulary, different from the quest 

and storyline that have a hint to finish the quest, the item description does not have much 

vocabulary, usually the player who reads the description of the items. 

 

Figure 4.12 Screenshot of items description 
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Figure 4.13 Screenshot of item description 

R6 (008) Mentioned that the items' description help respondents learn new vocabulary 

and pick the best item and build a strategy to fight the enemy to get a special drop item from 

a specific monster. 

“The description of items, weapons, tools, and armour. It helps me so much to know 

my profile game. What must I need to do in the game? How to fight the enemies with 

special items. The description helps me so much” (R6 008, July 2022) 

Discussion 

Based on the results above, as well as the observation and interviews, it demonstrated that 

there are five ways for the EFL learner to enrich their vocabulary within the game; the 

socializing and guild, questing and non-player character (NPC) instruction, trading market, 

storyline and items description.  

When observing one of the participants who were active in the guild and making a 

conversation with another player who was in the same party. They were discussing the 

strategy to defeat particular monsters. Through the interaction, language learners would be 

exposed to the language forms and functions in communication. MMORPGs are designed to 

make social interaction and collaboration easier; players commonly develop communities 

based on their interactions inside the game.  

The explanation above is in accordance with Griffiths et al. (2011), which stated that 

the interaction between EFL and the games would increase their language competence, like 

language vocabulary and mechanics like grammar. Nevertheless, aspects of the language 

function and usage of the language in the social context, such as language performance, are 

rarely taught in those single-player games. However, in MMORPG, the interactions happen at 

two distinct levels: between players and the game and between players and other players. 

Nevertheless, the aspects of language function and usage in the social context, such 

as language performance are rarely taught in those single-player games. However, in 
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MMORPG, interactions happen at two distinct levels: between players and the game and 

between players and other players. According to Peterson (2010), The usage of fantasy 

elements is maintained in MMORPGs via the use of character role-play, real-time conversation 

with other players, interaction with non-player characters, and advancement through the 

fulfilment of missions. Similar to older forms of networked gaming, MMORPGs demand 

players to collaborate and communicate with one another as they establish alliances essential 

to fulfil required tasks. 

The communication between players in bargaining some items is also giving the EFL 

learner chance to gain a new vocabulary; there is dedicated chatting for trading, where the 

player can announce buying and selling. There are many opportunities for learning new 

vocabularies in this system when players socialize, and interaction opens when they negotiate 

the item they want to buy or sell. The explanation above is the same as Suznjevic (2013) found 

that trading happened between players and game shops or between players and players. A 

particular item could be traded with in-game money or be traded with another item. MMORPG 

offers a chatting channel for trading, where players could make announcements for buying 

and selling. It only appears when players come to a specific area/town. The opportunity for 

language learning in interaction is available when players read the announcement and 

negotiate the price of the item they buy or sell. 

Quest usually gets from the NPC or Non–Playable Character by reading the instruction 

given by NPC. EFL players must read it to comprehend the description, objective, and what 

they must do to complete the quest; by communicating with NPCs, EFL players will be able to 

acquire new terminology, and if they do not even understand a word, they may look it up in a 

dictionary or translate it.  

The explanation above is in accordance with Suznjevic (2013) that questing involves 

extra assignments in reciprocation with rewards. In the matter of MMORPG, almost all quests 

are done to obtain in-game money, experiences point, rare equipment, rare items, specific 

skills, or access to special maps that offer many more benefits. Simple quests might be done 

alone, meanwhile, more difficult quests need more players to unite in groups or parties that 

are made up of players with different skills and classes in order to finish the quest.  

The opportunity for language learning unveils via interaction within the game and 

interaction between players in that group/party when they propose to form a party and discuss 

the strategy to complete the special quest. According to Peterson (2010), MMORPGs continue 

to incorporate fantasy themes focused on character role-play, real-time connection with other 

players, interaction with non-player characters, and growth in the game via completing 

missions. As with previous networked games, MMORPGs need communication and 
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coordination between players in order to establish the alliances necessary to accomplish 

essential missions. 

The storyline appearing in the game became essential to EFL learners who enriched 

their vocabulary in MMORPG. The storyline contains many vocabularies, and EFL must read it 

to understand the story in-game. Some of the stories also hint at the quest the player wants 

to finish. The amount of motivation shown by pupils is a key factor in the effective acquisition 

of new language. They also presumed that students would find it simpler to acquire 

vocabulary if the learning media were more attractive and inventive, and that students would 

be more driven to study the material if the media were more fascinating if it was (Rahman & 

Angraeni, 2020). That is why reading the storyline is helpful to the player in completing the 

quest. At the same time, they learned vocabulary as well. The item description also allows 

helping EFL learners not only to learn new vocabulary but also to pick the best item and build 

a strategy to fight the enemy to get a special drop item from the specific monster. 

Conclusion 

Massive Multiplayer Online Role-Playing Games (MMORPGs) help the EFL to enrich their 

vocabulary. This is in line with the research results that MMORPG provides the vocabulary 

acquisition environment where the EFL can enrich their vocabulary while playing this game. 

Aspects such as socializing, NPC instructions, quests, trading market and items description 

become essential to learning new vocabulary in the game. All respondents agreed that 

learning vocabulary through MMORPG is helpful and fun because they were learning and 

playing at the same time, and most of the participants preferred the storyline in the game 

because it contains many vocabularies they had never heard or read before. 
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