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INTRODUCTION 

In the twenty-first century, technology have expanded, which enables 

learning to be done anywhere and anytime. Using the technology facilitated by the 

internet, students could easily access many things. They could learn English 

through English language media: reading English news, listening to English songs 

and even playing video games. Meanwhile, “a majority of people believe that 

games are engaging, that they can be effective, and that they have a place in 

learning” (Eck, 2006, p.2). To play a video game well, which generally uses 

English, people need to master the target language vocabulary. Remembering that 

the students of the English Language Education Program (ELEP) of the Faculty of 

Language and Arts (FLA) in Universitas Kristen Satya Wacana (UKSW) still 

learn English, playing a video game can be used to help them learn the English 

vocabulary. One of the various video games which are largely played by ELEP 

students is Dragon Nest (DN). DN provides several difficult words which are 

rarely used in everyday conversation, such as dungeons, talisman, revive, 

resurrection, etc. Thus, ELEP students need to apply some Vocabulary Learning 

Strategies (VLSs) to help them understand the vocabulary used, so that they can 

play this game well.  

Bytheway (2011) argued that to learn vocabulary, vocabulary learning 

strategies are important. “Vocabulary learning strategies are recognized as 

activities learners consciously choose “to regulate language learning” (Griffiths, 

2008, p. 87).  
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This study was conducted to investigate the role of a video game called 

Dragon Nest to enhance the ELEP students‟ vocabulary. Respectively, this study 

tried to discover the answers to the following research questions: 1) What 

Vocabulary Learning Strategies do the ELEP students use while playing Dragon 

Nest? and 2) What strategy is most frequently used by the students?  

This study is important for both lecturers and students because in formal 

education, playing video games is identified as an unimportant activity, and the 

potentials of games for learning were still undiscovered. Thus, this study wanted 

to show the vocabulary learning strategies used by the ELEP students in playing 

Dragon Nest. Hopefully, teachers could realize their students are actually exposed 

to the target language by playing DN and are implementing some vocabularies 

while playing DN. Teachers could then encourage other students to use VLS to 

learn English vocabulary while playing similar video games. At the same time, 

learning from the result of this study, students who do not play DN could try to 

play DN or other similar video games to facilitate them to improve their 

vocabulary.  

LITERATURE REVIEW 

Vocabulary and Its Importance 

To understand the meaning of a language, one of the important 

components is vocabulary. Rahmawati (2012) stated that vocabulary is the basic 

element of language capacity that consists of a set of lexeme, including single 

words, compound words, and idioms.  



3 
 

Vocabulary should be learned to master a certain language (Setiawan, 

2010). Students, teachers, material writers, and researchers agreed that vocabulary 

acquisition is a crucial part of adepting a second language (Schmitt, 2008). 

Furthermore, Setiawan (2010) also concluded that a language learner will not be 

able to master the language proficiencies without having a sufficient vocabulary. 

Vocabulary Learning Strategies 

Vocabulary learning is one of the major challenges for second language 

learners to deal with during the process of learning a language.  

In order to deal with the process of learning vocabulary, several 

vocabulary learning strategies (VLS) can be used. Vocabulary learning strategies 

are part of broad learning strategies (Nation, 2001 as cited in Ghazal, 2007). In 

1990, Rebecca Oxford published “Strategy Inventory for Language Learning” 

which is identified as SILL (Craven, 2014). From SILL, Schmitt identified fifty 

eight VLS, and he developed the taxonomy of second language (L2) VLS as 

shown in Figure 1. 

 

 

 

 

 

Figure1. Schmitt‟staxonomy of VLS. 
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Based on Figure 1, there are two main group categories in Schmitt‟s 

taxonomy of VLS: discovery strategies (finding out the meaning of new word) 

and consolidation strategies (remembering words once their meaning has been 

discovered) (Asgari and Mustapha, 2011). The discovery strategies contain 

determination and social strategies, while consolidation strategies contain 

cognitive, metacognitive, memory and social strategies (Riankamol, 2008).  

Schmitt (2000, as cited in Kafipour & Naveh, 2011) explained the 

strategies as follows. Social strategies can be defined as learners interacting with 

each other and learn from each other. Learning with other friends could be seen as 

the one example of social strategies. Next, in determination strategies the learners 

are trying to figure out the meaning of new words by themselves. Determining a 

word‟s meaning by using dictionaries and guessing the meaning from the context 

is included in this strategy. Cognitive strategies deal with the mechanical aspects 

of learning vocabulary. The examples of cognitive strategies are noticing the 

repetition of the word, note-taking, making a list of new words, etc. In 

metacognitive strategies, the learners are aware of their learning process and they 

try to overview it. Skipping or passing a new word and using English-language 

media are included in these strategies. The last strategies, memory, help learners 

to obtain new words by relating their background knowledge to the new words. 

Connecting a new word to a personal experience, identifying a meaning by seeing 

the picture that represents its meaning, etc are the examples of memory strategies. 

Schmitt taxonomy is the basis for the current study.  
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Video Games and Language Learning 

Claxton (2008) believed that games stimulate people and provide them 

with the opportunity for their self-study (as cited in Ghanbaran & Ketabi, 2014). 

Figure 2 shows how video game and language learning are related.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. How adults learn language independently. Adapted from 

“Sustaining Vocabulary Acquisition through Computer Game: A Case 

Study,” by Nadzrah Abu Bakar & Elaheh Nosratirad, Asian Social 

Science, 2013 (pp. 247), Canadian Center of Science and Education. 

 

Figure 2 suggests that adult learners have two main problems: many 

responsibilities at work and at home, and limited time. That condition encourages 

them to direct their own learning, and a self-study tool is required to 

accommodate the learning (Ausburn, 2004, as cited in Bakar & Nosratirad, 2013). 

One of the suggested self-study tools is Digital Game-Based Learning (DGBL), 

an instructional method that includes learning principles into video games which 



6 
 

the purpose is to engage the learners (Coffey, n.d). Using the DGBL as a self-

study tool, the adult learners could learn without any time restrictions, pressure, 

and they could choose what, when, where and how to study. Applying this 

mechanism might bring adult learners to become independent learners. 

Computer Games 

 Along with the increasing popularity of computer games, people basically 

stereotyped a game as a “play”. But, “a majority of people believe that games are 

engaging, that they can be effective, and that they have a place in learning” (Eck, 

2006, p. 2). Furthermore, Eck (2006) stated that “games are effective not because 

of what they are, but because of what they embody and what learners are doing as 

they play a game (p.4)”. Therefore, computer games might be a suitable 

instrument to enhance English skills as it provides a language learning 

environment (Mich, Betta, & Giuliani, 2004 as cited in Bakar & Nosratirad, 

2013).  

One of the game genres that could facilitate language learning is Massively 

Multiplayer Online Role-Playing Games (MMORPG). MMORPG is a genre of 

the game where people can involve more strategies to play them, such as how to 

kill different types of monsters in world map fields, dungeons, or nests like in 

Dragon Nest (Efendi, 2013). According to Dickey (2007), a MMORPG provides a 

flexible learning environment which provides scaffolding for problem solving 

along with elements which foster intrinsic motivation. He suggested that unlike 

the classic RPG (Role-Playing Game) that is played by only a single player, a 
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MMORPG is a persistent, interactive, narrative environment in which players 

could strategize, plan, and interact with other players.  

Dragon Nest  

First of all, DN is a kind of MMORPG whose main goal is to defeat the 

final boss, which is dragons which live in their own nests; that‟s why this game is 

called Dragon Nest. To reach the dragon‟s nest, the players have to go to the 

maximum level (Level 90). The player has to enter some dungeons to get the 

experience point (exp). To do so, the players have to enter some dungeons and 

collect the experience points by conquering quests until they reach the maximum 

level. According to MMOHut, the news source for online games (2010, as cited in 

Efendi, 2013), developed by Eyedentity Games, Dragon Nest (DN) is released to 

the Korean market by a Korean publisher, Nexon Co. Ltd in 2010. As a play-for-

free game, Dragon Nest also combines the interesting storyline and role playing 

aspects from classic RPG and MMORPG (CircleSen, 2013 as cited in Fendi, 

2013). 

Review of Previous Study 

In 2011, Julie Ann Bytheway conducted a research study entitled 

“Vocabulary Learning Strategies in Massively Multiplayer Online Role-Playing 

Games”. To conduct the study, six experienced gamers at Victoria University of 

Wellington (New Zealand) and the University of Twente (The Netherlands) were 

selected. Data was collected from interviews, in elicited email from six 

participants, observations of participants gaming, and three types of extant texts 

from World of Warcraft (WoW). This study collected the information by using 
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qualitative case study. The result in this study showed that gamers used a sort of 

vocabulary learning strategies in a variety of combinations for a broad range of 

purposes in MMORPGs. 

She has identified fifteen vocabulary learning strategies used by the six 

players in WoW and three aspects of MMORPG (play environment, culture and 

language use) that affect these strategies and how they affect the VLS. These 

fifteen strategies are reading in‐game information/pop‐ups, looking up words 

indictionaries/Google, noticing frequency/repetition of words, requesting/giving 

explanations, equating image/action to word, recognising knowledge gap, 

receiving/giving feedback, noticing in other contexts, guessing from context, 

using word to learn word use, observing players, selecting words for attention, 

adding to existing knowledge, interacting with players and playing in English. 

 

THE STUDY 

Research methodology 

This study is a qualitative study that investigated what VLS the ELEP students 

used while playing DN. Respectively, this study tried to discover the answers to 

the following research questions: 1) What Vocabulary Learning Strategies do 

ELEP students use while playing Dragon Nest? and 2) What strategy is most 

frequently used by the students? 
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Context of the Study 

The researcher conducted her study in English Language Education 

Program (ELEP) of the Faculty of Language and Arts (FLA) in Universitas 

Kristen Satya Wacana (UKSW) for three main reasons. First, it is easier for the 

researcher to collect the data. Second, DN is largely played by ELEP students, and 

third, it seems that ELEP students use VLSs while playing DN. 

Participants 

The participants in this study were five students from ELEP at SWCU. 

From these five participants, there were four male gamers and one female gamer. 

They were selected from three batches in ELEP and were still playing DN 

regularly when the data was collected. Three participants were from 2014 batch 

and the rest two participants were from 2013 and 2012 batches. Their first 

language was Indonesian, and they used English as a foreign language. The data 

was collected in different opportunities; depending on the participant‟s 

availability. They were chosen because they were experienced DN players and 

they had played DN for a long time, approximately for four until eight years. To 

maintain confidentially, the participants were given pseudonyms: Deny (2014), 

Adi (2014), Chandra (2014), Desi (2013), and Ricky (2012).  

Data Collection Instruments 

A set of open-ended interview questions was designed to gain information 

about what VLS are used by ELEP students while playing DN. To capture the 

data, the researcher combined the two methods: using tape recording and note-
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taking during the interview at the same time (Zacharias, 2013). To get a rich data 

and to avoid misunderstanding, the researcher used Indonesian during the 

interviews.  

Below is the list of the questions that the interviewer used to ask the 

interviewees: 

Opening phase 

1. How long have you been playing Dragon Nest? 

2. Why are you playing Dragon Nest? 

Expanding phase 

3. Did you find any difficult words while playing DN? 

4. a. What did you do when you found them? 

b. Please give examples. 

5. Which strategy was done the most often? 

 

In addition, to enrich the data, the researcher also made an observation. 

During the observation, the researcher also asked several questions related to the 

VLS. For example: “Did you use „guessing meaning from the context‟ strategy in 

this sentence? To observe the participants playing DN, the researcher used the 

observation protocol below. 

 

Observation Protocol 

Name of the participant  : 
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Play Duration                  : 

 Play time                        : 

Frequency Type of VLS Data Notes 

 Cognitive   

 Metacognitive    

 Memory    

 Determination    

 Social    

 

Data collection procedure 

Before an interview started, the interviewer informed participants about 

the purpose of this study, and why the participant has been chosen. During the 

interview, the interviewer recorded what the interviewee said and took notes 

based on their answers. After that, the researcher observed the participant playing 

games for one hour. During the observation, the researcher also video-recorded 

the participant‟s game plays. In the observation, the participants explained to the 

researcher during the game play whether they used some kind of strategies. And 

the researcher sometimes checked if they were using some certain strategies like 

“Did you use your background knowledge here?”, etc. 

Data Analysis Procedure 

For analyzing the qualitative data, coding and categorizing themes found 

in the data were needed (Zacharias, 2013). To begin with, the researcher did the 
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clean transcription of the interview data. Then, the researcher coded the findings 

into the themes. To code the data, the researcher used Schmitt‟s taxonomy of 

VLS: social, determination, cognitive, metacognitive, and memory strategies.    

To present the data, the researcher followed Zacharias‟ (2013) method, 

which consists of data description, data display, data analysis and data 

interpretation. Based on Zacharias‟ method, firstly, the researcher wrote the data 

description. Afterwards, the researcher displayed the data in the form of 

participants‟ interview excerpts. After that, for the data analysis the researcher 

highlighted the important findings which were found in the data display 

(Zacharias, 2013).  For data interpretation, the researcher highlighted how this 

study is similar to or different from the previous study (Zacharias, 2013).  

 

FINDINGS AND DISCUSSION 

This section reports and discusses the findings obtained from the 

interviews and observations to examine the VLS used by the participants, and 

most and least frequently used VLSs based on Schmitt‟s taxonomy: social, 

metacognitive, determination, memory and cognitive. During interviews, the 

participants realized that they did learn vocabulary while playing DN. The data 

from interviews were cross-checked with the observations protocol data to 

provide more thorough analyses.  

Table 1 “Vocabulary learning strategies used while playing DN”, shows 

ten VLS that the participants used while playing DN.  
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Table 1. 

VLS used while playing DN. 

Reported vocabulary learning strategies 

Strategies used by participants 

Numbers of 

participants (N=5) 

Schmitt‟s taxonomy 

Chatting with other friends using English  5 

Social 

Interacting with other friends 2 

Reading the game information 5 

Metacognitive 

Observing other players 1 

Guessing meaning from the context 4 

Determination Using dictionary/Google Translate 3 

Searching information from the internet 1 

Using background knowledge 4 

Memory 

Visualization 3 

Listings the new words and memorizing them 1 Cognitive 

 

From Table 1, it can be seen that chatting with other friends using English 

(social strategies) and reading the game information (metacognitive strategies) 

were used by all of the participants (N=5) to learn vocabulary while playing DN. 
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It can be interpreted that all participants found those two strategies very helpful in 

their attempt to learn the words used in the game. Meanwhile, only one participant 

used each of the following strategies: searching the information from internet 

(determination strategy), listing the new words (cognitive strategy) and observing 

other players (cognitive strategy). These strategies appeared to be the least 

frequently used strategies. In the following discussion, each of the strategies used 

by the participants will be more elaborately explained.  

Social Strategies 

Chatting with other players using English  

All participants reported using this strategy. When the researcher did the 

observation, Adi used this strategy. The screenshot in Figure 3 shows Adi chatting 

with another player.  

 

 

 

 

 

Figure 3. Chatting with another player.



15 
 

Shown in Figure 3, Adi asked his party via chat box which is available in 

DN. He asked what agility means and his party explained that agility is an ability 

to move and change direction quickly. Through chatting with other player, this 

game encourages writing and reading skills along with knowledge of vocabulary 

to communicate with each other. 

It can be seen on Figure 3 that Adi chatted using English. Actually, players 

could select what language to use, depending on the server. However, during the 

observations all the participants played DN in a global server, so the game was in 

English and most players communicated using English.  

Meanwhile, during interview, Ricky mentioned that he used English 

during playing DN.  

When I communicate (chat) with other players, I have to use English 

because DN is in a global server. Not all DN players speak 

Indonesian. (Interview, February 24, 2016) 

The participants recognized that while playing, they could practice and 

learn English as they communicated with other players. These participants chose 

playing DN in English in the global server so that they could interact with other 

players around the world (not only with Indonesian players). In addition, the 

English server allowed faster game play and up to date information.  

Because the participants were interacting with each other and learning 

from each other, this strategy is included in social strategy, in Schmitt‟s 

taxonomy. On the other hand, in the previous study which was conducted by 
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Bytheway (2011), this strategy was identified as metacognitive strategy, because 

the players use English-language media.  

Interacting with other friends 

Unlike chatting, interacting with other friends here refers to interacting 

with people outside the game play. They could ask their friends who sit next to 

them, send text messages, chat via other social media (facebook, twitter, etc), and 

many more.  

Deny and Ana used this strategy while the researcher did the observation. 

Deny asked his friend about what is Hybrid and what kind of class is that. 

However, he asked the questions using his native language, Indonesian. Then, 

Deny‟s friend described in Indonesian what Hybrid looks like and the skills that it 

have. From his friend‟s explanation, Deny understood that Hybrid in DN is a 

mixed creature between human and cat.  

Meanwhile, Ana asked her friend next to her orally about what is “OP”. 

She also asked the questions using her native language. Her friend explained that 

OP is an abbreviation of „over powered‟. It refers to the monsters which are 

difficult to kill. From her friend‟s explanation, Ana understand the meaning of 

OP. 

Bytheway (2011) also found that this strategy was used by her participants 

and she classified it into social strategies as they discovered new meanings with 

their friends.  
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Metacognitive Strategies 

Reading the game information 

All participants reported using the strategy reading game information to 

learn new words. Sometimes, the terms that are used in the game are different 

from those used in daily life. Therefore, DN provides the descriptions of some 

terms. Ana mentioned that she used this strategy while playing DN to learn the 

unfamiliar words.  

There are some words/phrases that I don‟t know. Sometimes I just 

read the description (Interview, February 23, 2016) 

 

The following screenshot is the game information that Ana read.  

 

 

 

 

 

 

 

Figure 4. A Screenshot of the Game Information while Ana is playing. 
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From Figure 4, by reading the game information, Ana knew what „rough 

alteum‟ means. It is a jewel which could be used for enhancing the weapon/armor.  

Reading the game information could help the participants more exposed to 

English words. In other words, by reading they are introduced to more words and 

they will be able to comprehend other words with similar root words or develop 

an understanding. The words then will be recorded in their mind as they will be 

used quite often while the game is played. Playing DN forces the participants to 

read carefully. The participants need to read carefully to get the information that 

will help them in making decisions, solving the problems, and so on. This strategy 

was also found in Bytheway‟s (2011) study. She also identified this strategy as 

metacognitive because the participants learn new words by using English-

language media.  

Observing other players 

One participant mentioned this strategy during the interview. In this 

strategy, the participant purposefully watched other players‟ chat. DN provides 

chat box between his friends, party friends, and guild (an organized group that 

consists of more than 10 players) so that the participants could then re‐read the 

conversation. Adi mentioned that he observed other players to learn some new 

words/terms.  

I have observed other players via chatting. I joined a guild, so I 

could read their chat in the chat box. At that time, someone in my 

guild asked what „raid party‟ mean. Then the other player explained 
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it. And now I know what „raid party‟ means, it‟s a party that consists 

of 8 or more people. (Interview, February 18, 2016) 

Adi explained that he observed the chat in his guild and he learned 

something from it. The participant explained that he did not know what „Raid 

Party‟ meant. Suddenly someone in the guild asked what the phrase meant and 

another member of the guild explained that it meant a party which consists of 8 or 

more players. Based on the chat, Adi could understand the meaning of „raid party‟ 

and use the term correctly.  

This strategy was included in metacognitive strategy because the 

participant learned a new word by using English language media. In Bytheway‟s 

(2011) study, this strategy was mentioned but she did not specify this strategy into 

any specific taxonomy. She only mentioned that this strategy could be seen as part 

of Schmitt‟s strategies using English language media. 

 

Determination Strategies 

Guessing meaning from the context 

Guessing meaning from the context is one of the techniques to understand 

the meaning of a new word using contextual clues. Four out of five participants 

used this strategy. From the interview, Ricky explained that he mixed this strategy 

with some other strategies.  

I tried to guess the meaning from the context. For example what 

does „enhance‟ mean. I start to guess.  Is it to strengthen the item? 
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To make sure, I check the meaning using dictionary. (Interview, 

February 24, 2016) 

Ricky explained that when he found a strange word, he guess the meaning 

by reading the whole sentence and got the main concept of that sentence. Then, 

when he got the concept, Ricky tried to guess what the meaning of the strange 

word is. After guessing, he checked his „own definition‟ using dictionary.  

However, different from Ricky, Ana explained how she ignored the 

difficult words to know the meaning of the whole sentence.  

Sometimes, there is a word that I don‟t know and I just ignore it. To 

know the meaning you don‟t have to know the meaning one-by-one 

right? After that, I guess what that word means(Interview, February 

23, 2016) 

To identify the meaning, Ana preferred to guess the meaning by skipping 

the new words for a while. She did not concentrate on the meaning of the new 

word, but she concentrated on the meaning of the whole text before she guessed 

the meaning of the new word. The new words in context help the readers to 

predict meaning from context, and readers saw how the new word was used 

grammatically in a sentence (Mart, 2012).  

In Bytheway‟s (2011) study, she did not classify this strategy into a certain 

taxonomy. She mentioned that this strategy was included in Schmitt‟s fifty eight 

discovered strategies which is identified as guess from textual context used for the 

discovery of a new word‟s meaning. Based on that consideration and because the 
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gamers tried to figure out the meaning of a new word by themselves, excluding 

other people, in this study this strategy is classified into determination strategies.  

 

Using dictionary/Google Translate 

Three participants used this strategy. By using the dictionary/using Google 

translate, they can follow the story line and do the quests. Chandra explained how 

he used Google translate while playing. To him, it was easier and more 

comfortable to use Google Translate than to use a printed dictionary as he played 

the game online.   

Because it is online game, the instant way is to use Google translate. I 

minimized my game and opened Google translate. (Interview, February 

18, 2016) 

Meanwhile, Adi mixed this strategy with another strategy. Adi explained 

how he mixed the strategies:  

I tried to guess the meaning first and then I opened the dictionary on 

my phone. (Interview, February 18, 2016) 

When Adi found difficult a word, he tried to guess the meaning from the 

context first. After he knew the meaning, Adi checked his understanding using 

dictionary. 

The participants used this strategy to find the meaning, not for any other 

purpose such as searching for synonym, spelling, and so on. It is because they just 

focused on how the word and its meaning will help them in playing the game. 
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However, the participants chose Google Translate or bilingual dictionary in their 

phone to translate the new words. The participants liked to search using electronic 

dictionary rather than the printed one because it is the fastest and easiest way, and 

it did not disrupt them while playing. Similarly, in Bytheway‟s (2011) study, this 

strategy was also discovered and classified onto determination taxonomy.  

Searching information from the internet 

Sometimes, searching the meaning of a new word using dictionary is not 

enough. Some words could be the parts of idioms, phrases, abbreviation, slang 

words, etc and they have the figurative meaning, not the literal one, so the words 

cannot be roughly translated.  For example:  grinding (a method that is used for 

making the character level up quickly by playing the same dungeon over and over 

at the fastest time possible), pvp (player versus player), DPS (damage per 

second), and so on. Therefore, one participant mentioned that he used this 

strategy. Chandra explained how he used searching information from the internet 

strategy as follows: 

Mostly I tend to search the information in internet by myself. If I ask 

someone, well it is quite difficult for me to understand what they 

mean. You know they often used some slang/abbreviation words. 

For example, the term GGWP. I don‟t know the meaning then I 

googled it. I found that GGWP means Good Game Well Play 

(Interview, February 18, 2016). 

When Chandra found a new word, he searched the keyword in Google. 

Google translate was also the part of internet, but the function of Google translate 
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is similar to dictionary. It cannot show the meaning of some abbreviation or slang 

words. Chandra explained that when other players wrote „GGWP‟, he could not 

find the meanings using dictionary or Google translate because it is an 

abbreviation. He needed to search the meaning by writing the keyword in Google. 

Then he found that GGWP means Good Game Well Play.  

In informal situations like gaming, the players are likely to use 

abbreviations and slang words. One of the reasons was because it saves time. 

Secondly in game, the number of characters that can be typed in the chat box is 

limited, and while playing the game, the players tend to focus on the game, not in 

the chat box because the participant‟s main aim playing DN was to play the game 

and get some fun.  

This strategy is included in determination strategy because participant 

identified the meaning of the new word by themselves. Additionally, this strategy 

was not discovered in the previous study by Bytheway (2011).  

Memory Strategies 

Using background knowledge  

Remembering that all participants were the students of ELEP, they had 

had general vocabulary of English as their background knowledge. Besides, all 

participants also played several other MMORPGs which have similar vocabulary 

to that in DN. Ana mentioned how her background knowledge could help her to 

understand the words she found in the game DN.  
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The English language used in DN is mostly universal, so I know the 

meaning. I often used my background knowledge here like enemy, 

inventory, defeat, lava, volcano, etc. (Interview, February 23, 2016) 

In contrast, Adi explained how their experience playing DN could help 

them in playing the other MMORPG games.  

 

While playing other games, there is the same word that is used in 

DN too, for example experience (exp), gold, equipment, the item‟s 

name, the abilities, and so on. (Interview, February 18, 2016) 

Based on Adi‟s experience, actually DN‟s vocabularies helped them in 

playing the other video games and vice versa because the games contain similar 

vocabularies, such as the words dungeon, hero, equipment, and etc.   

By using the background knowledge, the participants tried to recall their 

memories as they had previously stored the words in their mind. That is why this 

strategy was included in memory strategies. This strategy was also discovered in 

Bytheway‟s (2011) study but she named this strategy as „adding to existing 

knowledge‟ and she classified it into memory strategy because it connects words 

to a personal experience.  

Visualization 

Three participants were reported using visualization strategy. When the 

participants found the difficult words, the participants linked the word to the 

provided image. Deny explained how he got the new word by seeing the picture.   
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At first I didn‟t know what „Orc‟ mean. There is a mission that I 

must kill the „Orc‟ and I can see that „Orc‟ is a creature like a half 

bear and half something. It‟s a strange creature. (Interview, February 

18, 2016) 

Like Deny, on Figure 5, Ana mentioned how she linked the word to image 

during observation.  

 

 

 

 

 

 

 

Figure 5. A screenshot of Linking word to image while Ana is playing 

DN. 

When she played in some dungeon, she needed to shoot 3 „hounds‟ into 

the goal. She didn‟t know what „hound‟ meant and then the creature of „hound‟ 

appeared (in the red circle). Then she knew that a hound is the creature like a dog 

but it has two legs. After the participants knew the meaning by equating the 

image, they would memorize it and later when the same word appeared, they 

would know what it meant. That is why this strategy is included in memory 

strategy.  
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In Bytheway‟s (2011) study, she named this strategy as equating 

image/action to word as the participants would analyze any available pictures or 

gestures to understand a word‟s meaning. For example, her participant Alex, said 

“I didn‟t really understand | when I tried the ability | I saw what it did (Alex, 

interview, 19 Aug 2010)”. Alex explained that he knew the meaning of a certain 

word by doing some action. However, Bytheway did not specify this strategy into 

specific taxonomy. She only explained that this strategy was identified as „analyze 

any available pictures or gestures‟. 

Cognitive Strategies 

Listing the new words and memorizing them 

One participant, Deny, mentioned this strategy. By listing the new word, 

Deny could easily memorize it because it was written in his note. Deny explained 

how he used this strategy and mixed it with another strategy.  

I listed some new words on a piece of paper and then read the game 

information. After that I compare the meaning using dictionary. I 

usually memorize the new word and keep it as my „words bank‟. 

(Interview, February 18, 2016) 

 

Deny explained that when he got a new word, he wrote it in his note and 

read the game information first to find the word‟s meaning. Then he started to 

guess the meaning and check it using dictionary. The purpose of doing this 

strategy is because for Deny, he could get knowledge from playing DN and have 
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fun. In addition, this strategy fits in cognitive taxonomy because the participant 

includes word listing to study new words. However, like searching the 

information from the internet strategy, this strategy is not included in Bytheway‟s 

(2011) study.  

From these ten strategies that have been discovered, some participants 

used single strategies and some of them used mixed strategies. Figure 6 below 

shows how the strategies that have been discovered were classified into Schmitt‟s 

taxonomy and how they were used as single and mixed strategies.  

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 6. Classification of strategies used by participants identified in this study. 
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Metacognitive 
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Observing other 
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Determination 
strategy 

Using 
dictionary/Goo
gle Translate 

Searching  
information from 

the internet  

Guessing 
meaning from 

the context 

Memory 
strategy 

Using 
background 
knowledge 

Visualization 

Cognitive 
strategy 

Listing the new 
words 

Combined 
strategies 

Guessing 
meaning from 

the context 
(metacognitive) 

& Using 
dictionary/Goo
gle translate 
(cognitive) 

Listing the new 
words & 

memorize them 

Listing the new 
words 

(cognitive) 

Reading the 
game 

information 
(metacognitive) 

Using 
dictionary/Goo
gle translate 

(determination) 

Memorizing the 
new word 
(memory) 
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From Figure 6 above, the strategies that are used by the participants were 

divided into two. There are single and mixed strategies. The single strategies used 

by the participants were: chatting with other players using English (social 

strategy), interacting with other friends (social strategy), reading the game 

information (metacognitive strategy), observing other players (metacognitive 

strategy), guessing meaning from the context (metacognitive strategy), using 

dictionary/Google translate (determination strategy), searching information from 

the internet (determination strategy), using background knowledge (memory 

strategy),visualization (memory strategy), and listing the new words (cognitive 

strategy). 

In contrast, there are two mixed strategies which were used by the 

participants. The first is the combination of guessing meaning from the context 

(metacognitive strategy) and using dictionary/Google translate (cognitive 

strategy). The second is the combination of four strategies, namely: listing the 

new words (cognitive strategy), reading the game information (metacognitive 

strategy), using dictionary/Google translate (determination strategy), and 

memorizing them (memory strategy).  
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CONCLUSION 

Nyikos and Fan (2007) emphasized that learners‟ use of vocabulary 

learning strategies influences vocabulary acquisition. Thus, the purpose of this 

study was to investigate the VLSs that the ELEP students used while playing DN. 

To examine the students‟ VLSs while playing DN, interviews and observations 

were employed.  

 According to the research results, participants used ten kinds of 

vocabulary learning strategies when learning new vocabulary items. Sometimes, 

participants mixed the VLSs while playing DN. These strategies were classified 

into Schmitt‟s VLSs taxonomy which are metacognitive, cognitive, memory, 

social and determination. Moreover, some strategies such as reading the game 

information which is classified as metacognitive and chatting with other friends 

using English which is included in social taxonomy respectively are found to be 

the most used strategies. On the other hand, the least strategy used are listing the 

new words, which is identified as cognitive strategy, observing other players, 

which fits in metacognitive strategy, and searching the information from internet, 

which is included in determination strategy.  

This study showed that the participants could select and use different kinds 

of Vocabulary Learning Strategies in a variety of ways. Participants of this study 

appeared to be using vocabulary learning strategies effectively while playing DN 

without researchers or someone else instructing them how to learn. This shows 

that the students were actually exposed to the target language while playing DN 

and they were implementing some VLS while playing DN.  
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Consequently, learning from the positive impacts of playing DN, teachers 

could encourage students to use VLS to learn English vocabulary while playing 

DN or other similar video games. Similarly, students who do not play DN, could 

now try to play DN or other similar video games to facilitate them to improve 

their vocabulary.   

This small scale study have some limitations. Because of a few 

participants, there might be undiscovered strategies that are used while playing 

DN.  Further studies need to be carried out in order to list some strategies that 

may not have been listed in this study. Other than interviews and observations, 

questionnaires may be distributed for the larger scale study. It is because from 

interviews, the participants may have forgotten or been unaware of the strategies 

that they used.  
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APPENDICES 

Appendix A 

Name : Deny (2014) 

Sex : male 

Date :  February 18, 2016 

Interview  

1. How long have you been playing Dragon Nest? 

I have been playing DN since Senior High School so it is about 5 

years. 

2. Why are you playing Dragon Nest? 

Because I like its animation, the game play, the characters and the 

adventure in it.   

3.  Did you find any difficult words while playing DN? 

I think the words resurrection, demolition, and so on. I forgot the 

words because I have found the meaning. 

4. What did you do when you found them? Please give examples.  

 Yeah, I listed some new words on a piece of paper and then read 

the game information. After that I compare the meaning using 

dictionary. I usually memorize the new word and keep it as my 

„words bank‟. 
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 I also chatting with other friends to know some meaning of several 

words. 

 I played Lost Saga (LS) too. DN helped me in playing LS because 

there are similar words like the dungeon, hero and etc. the classes 

in DN and LS were also similar, such as Assassin, Sorceress, 

Warrior, Archer, etc. 

 At first I didn‟t know what „Orc‟ mean. There is a mission that I 

must kill the „Orc‟ and I can see that „Orc‟ is a creature like a half 

bear and half something. It‟s a strange creature. 

5. Which strategy was done the most often? 

For me, I usually reading the game information first and  I search the 

meaning using dictionary.  

Observation  
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Appendix B 

Name : Adi (2014) 

Sex : male 

Date  : February 18, 2016 

Interview  

1. How long have you been playing Dragon Nest? 

Since  Junior High School I think. Yes since Junior high School. 

2. Why are you playing Dragon Nest? 

Observation Protocol 

Name of the participant  : Deny (2014) 

Play Duration                  : 60 minutes  

 Play time                        : 10.00 – 11.00 

Time Type of VLS Data Notes 

 Cognitive   

10.20 

10.57 

Metacognitive 

Reading in game information  

10.10 

Interacting with the other 

friend 

Asking what Hybrid means to the 

friend who sit next to him 

10.45 Memory Visualization Equating word to image (goblin) 

 Determination   

 Social   
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Because like the genre which is MMORPG. 

3. Did you find any difficult words while playing DN? 

Yes, there is.  

4. What did you do when you found them? Please give examples.  

 DN is an online game, sometimes I can understand some meaning 

by asking (chat) them (the other player) while playing DN.  

 I tried to guess meaning first and then I opened the dictionary on 

my phone.  

 While playing other games, there is a same word that is used in 

DN too, for example experience (exp), gold, equipment, the 

item‟s name, the abilities, and so on.   

 Sometimes, the picture (visualization) helped me in knowing 

several words like the name of some materials/items because 

there is a picture of it. 

 For leveling my character, I often do party with other players and 

we interact using English like what does this word mean, and so 

on.   

 I have observed other players via chatting. I joined a guild, so I 

could read their chat in the chat box. At that time, someone in my 

guild asked what raid party mean. Then the other player explained 

it. And now I know what raid party mean, it‟s a party consist of 8 

or more people. 

5. Which strategy was done the most often? 
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it is an online game of course we meet different character. since it is 

online game, I often chatting with them.  

Observation  

 

 

 

 

 

 

 

Observation Protocol 

Name of the participant  : Adi (2014) 

Play Duration                  : 60 minutes  

 Play time                        : 10.00 – 11.00 

Time Type of VLS Data Notes 

 Cognitive   

10.06 

10.47 

Metacognitive Reading in game infromation  

 Memory   

 Determination   

10.22 Social Chatting with other player Chat with his friend 
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Appendix C 

Name : Chandra (2014) 

Sex : male  

Date : February 18, 2016 

Interview  

1. How long have you been playing Dragon Nest? 

Since I studied in Senior High School.  

2. Why are you playing Dragon Nest? 

I like playing DN because the graphic and the battle style is amazing.  

3. Did you find any difficult words while playing DN? 

Yes. I have found it. 

4. What did you do when you found them? Please give examples 

 At first I have to know the meaning. If I don‟t know the 

meaning, I cannot follow the story line. So not only playing, I 

also pay attention to the story line. Because it is online game, 

the instant way is to use Google translate. I minimized my 

game and opened Google translate. After the meaning 

translated, I can guess the exact meaning in the game.   

 Well, chatting with the other friends also helped me in finding 

the meaning. I just asked them by typing in the chat box. 

 If there are any difficult words, the other strategy is I search 

the information from the internet. Sometimes I tend to search 
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the information in the internet by myself. If I ask someone, 

well it is quite difficult for me to understand what they mean. 

You know they often used some slang/abbreviation words. For 

example, the term GGWP. I don‟t know the meaning then I 

googled it.  

 DN is a global server so of course we use English to 

communicate. So sometimes I chat with other players. 

5. Which strategy was done the most often? 

6.  Mostly I tend to open the dictionary because if I ask someone, well it 

is a quite difficult for me to understand what they mean because as I 

mention before, they use slang words or abbreviation words so I tend 

to search it by myself. 

Observation 

Observation protocol 

Name of the participant : Chandra (2014) 

Play Duration                 : 60 minutes 

Play time                        : 10.00-11.00 

Time Type of VLS Data Notes 

 Cognitive   

10.17 

10.36 

Metacognitive Reading in game 

information 

 

 Memory   

 Determination   
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10.19 Social Chatting with other player  
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Appendix D 

 Name  : Ana (2013) 

Age & sex : 21, female 

Date  : February 23, 2016 

Interview 

1. How long have you been playing Dragon Nest? 

I played DN since 2012. 

2. Why are you playing Dragon Nest? 

Firstly I like playing online games. The other reason is the graphic and 

game play is awesome. What I like when playing DN is even though 

the graphic is high, I can played it in my laptop which has a low 

speculation.  

3. Did you find any difficult words while playing DN? 

Yes. 

4. What did you do when you found them? Please give examples. 

 I played DN with my friends. I often chatting with them for what 

to do what is the meaning of some word. 

  For doing some quest, I have to read the information first for 

what to do and then guessing the meaning from the context. When 

I still do not know the meaning, I opened my dictionary. 
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 The English language used in DN is mostly universal, so I know 

the meaning. I often used my background knowledge here like 

enemy, inventory, defeat, lava, volcano, etc. 

 There are some words/phrases that I didn‟t know. Sometimes I 

just read the description (game information) and get the meaning. 

 Sometimes, there is a word that I don‟t know and I just ignore it. 

To know the meaning you don‟t have to know the meaning one-

by-one right? After that, I guess what that word means. 

5. Which strategy was done the most often? 

I often use guessing meaning from the context because I play DN for 

fun, not to learn. So if I faced some difficult words, I just guess the 

meaning. Because, if I checked the meaning using dictionary, it 

consume time and all I want is to play, not to learn some words.   

Observation 

Observation Protocol 

Name of the participant : Ana (2013) 

Play duration                 : 60 minutes 

Play Time                      : 16.00-17.00  

Time Type of VLS Data Note 

16.27 Cognitive Using Background 

Knowledge 

Using background 

knowledge of the word 

“intruder” 

16.01 Metacognitive Interacting with other  
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friend 

16.45 Reading game 

infprmation 

 

16.04 Memory Visualization Equating image (hound) 

 Determination   

 Social   
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Appendix E 

Name  : Ricky (2012) 

Sex  : Male 

Date  : February 24, 2016 

Interview  

1. How long have you been playing Dragon Nest? 

I played DN when I was grade 8 of Junior High School 

2. Why are you playing Dragon Nest? 

The first reason is the game is interesting and exciting. Second one, I 

love English course and DN use English too. So, while playing, I could 

enhance my English skill too.  

3. Did you find any difficult words while playing DN? 

Yes. There is a lot for example enhance, fatigue, umm dungeon, portal, 

and so on 

4. What did you do when you found them?  Please give examples. 

 At first I tried to guess the meaning from the context. For example 

what does „enhance‟ mean. I start to guess. Is it to strengthen the 

item? To make sure, I check the meaning using dictionary. 

 When I communicate (chat) with other players, I have to use 

English because DN is in a global sever. Not all DN players speak 

Indonesian.  

 I learned English for years. Sometimes, my knowledge during 

learning English helped me while playing DN. 
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 Well besides DN, I also played LOL (League of Legend). When I 

played LOL, of course there are some similar words or phrases 

with DN. And because I played DN in a long time, it helped me a 

lot to knew the meaning when I playing LOL. It is because umm 

DN uses English interface. Even we communicate with other 

player, as I have to use English because DN is global server 

different with DN the LOL players are mostly Indonesian and they 

communicate using Indonesian. 

5. Which strategy was done the most often? 

I often used guessing meaning from the context first and then see the 

meaning ithe dictionary. 

Observation  

Observation Protocol 

Name of the participant : Ricky (2012) 

Play duration                  : 60 minutes 

Play time                        : 12.00-13.00 

Time Type of VLS Data Notes 

12.13 Cognitive  Using background 

knowledge 

The „insufficient 

inventory‟ phrase 

12.40 Metacognitive  Reading the game 

information 

 

12.05 Skip the word Skip the „vanished‟ word 

12.14 Memory Visualization Equating word to image 
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(alteum) 

 Determination   

 Social   

 


