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ENHANCING STUDENTS’ ENGLISH LANGUAGE ACQUISITION 

THROUGH VIDEO GAMES IN SALATIGA 

 

Narendra Setia Herawarman 

 

Abstract 

 

Video games have been growing a lot in this modern era. Nevertheless, video games are often 

considered meaningless and waste a lot of time. Therefore, there have been numbers of 

researchers who studied video games’ role in English Language Teaching. However, only a 

few of them focused on the strategies that learners use to learn English through playing video 

games, especially in Indonesia. Henceforth, the purpose of this research is to examine the 

strategies that learners use in learning English by playing video games. This research 

involves four participants from a private university in Salatiga from various faculties. The 

data was collected through interviews and observation. The findings demonstrated several 

strategies the participants used to learn English with the help of video games. Those 

strategies are trying to understand the story, using electronic translators or dictionaries, 

reading the texts and listening to dialogues, imitating what the characters say, and 

understanding the instructions of the game.  

Keyword: Video games; Skyrim; NPCs, English language acquisition  

 

Introduction 

Video games are games which are played using digital technology used for recreation 

after going to school, working, or just for having fun. In this digital era, video games and its 

usage has grown a lot which affect the video game players as well. Besides having fun with 

playing video games, they can also learn many things through it.  

Based on my experience, video games are not just recreational tools. I have played 

many video games since when I was in Elementary School. By playing video games, I got 

other benefits apart from refreshing my mind. I learned more about English from many video 

games which I have been playing since my childhood. However, people sometimes 
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underestimate video games. Most people, especially parents say video games are just toys for 

having some fun which are wasting people’s time (Guerrero, 2011). 

Nevertheless, there are positive advantages which can be obtained from playing video 

games. Gee (2003) argue that video gamers can learn more about the literacy of the story in 

the video game along with encouraging them to find out about the stories or characters to 

understand more about the literacy and cultures through reading books. Thorne (2009), also 

stated that online games can encourage players to communicate with their friends in English 

to achieve victory or just having fun conversations while playing the games. This 

encouragement can help the players motivate themselves to learn speaking English more 

confidently. In a video game, there are some utterances, monologues, or instructions repeated 

in the game. Kallioniemi (2015), stated that players can learn English faster and easier 

through the repetitions. The advantages stated above show that video games are not just a toy 

used to waste our time. It is a supporting device in English language learning process for their 

players. 

There were many researchers who studied the advantages of video games in non-

English speaking countries or English as second language countries like , Ahmad (2012), 

DeHaan, Reed, and Kuwada (2010), and Chen and Yang   However, there is only a little 

research done in Southeast Asian countries, especially Indonesia. Many scholars have studied 

the advantages of using video games for English language learning only on specific skills, 

especially vocabularies. Therefore, in this research, the author will examine the advantages 

and strategies the players do to learn English in several skills like reading, listening, and 

vocabulary acquisition. 

The issue that will be discussed in this study is how video games help students in 

learning English. Therefore, the research question that will be addressed is: How does video 
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gaming assist university students’ English language acquisition in Salatiga? The purpose of 

this study is to identify the methods, strategies, and the process that make the students learn 

English easier and more fun. With the purpose I want to achieve, in the next section, I will 

unpack the concept of video games, the advantages, and challenges in using video games in 

learning English according to experts. 

LITERATURE REVIEW 

Video Games 

According to Kirreimuir and McFarlane (2004), video games can be defined as a 

media platform which provides digitalized visual information for one or more players that 

process the input from the players according to the program rules resulting in the 

transformation of digital information given to the players. They also define video games as 

programs which work on video game consoles such as PlayStation, Xbox, and Nintendo 

which should be operated with television. Video games can also be played on Personal 

Computer (PC) and mobile devices such as PSP, Mobile Phones, and Nintendo GameBoy 

Advance.  

Like most entertainment media, video games can also be categorized in various 

genres. The genres are made based on the method, the goals, the gameplay and more. 

Apperley (2006) categorized video games based from the genre into three genres. Simulation 

games which simulate sports, racing, or daily life like the real world. Strategy games which 

require the players to rely on their strategies to achieve the goals. Action games which require 

the players to execute actions by controlling the characters to complete the game. 

Additionally, Herz (as cited in (Kirreimuir & McFarlane, 2004, p. 7) also categorized video 

games into three major genres. Adventure games consist of objectives which require the 

players to solve some challenges or puzzles to make progress in the virtual world. Fighting 
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games which require the players to control the characters to fight. Role-playing games which 

provide the players the chance to creatively build the growth or even make their own 

character in the game.  

Advantages of Using Video Games for Learning English 

 

The unique ability of video gaming that can make learners learn more is that it is very 

motivating and enjoyable. Video game, with its challenges or storyline, can make people who 

play it want to play more which may also mean learn more. Shahriarpour and Kafi (2014) 

argued that video games can motivate the players to be more engaged with the character or 

story of the video game, which may trigger more exposure to the language used. It means that 

because they like the character or the story, they can be encouraged to play more which 

exposes them to more English language learning from the video games. Perhaps humans love 

learning, but they do not realize it in school (Gee, 2007). He also said that the challenges that 

are served by video games may affect the players’ attitude towards the game itself. If the 

game is too easy and too fast to complete, they will be bored and less motivated. Moreover, 

when the players have done the challenges they will get the sense of satisfaction and 

achievement which will make them feel more engaged with the game. These kinds of feelings 

could encourage the players to play more, thus they can also learn more from the game. 

Besides, video games can bring other kinds of advantages for the players in terms of 

language. 

Shahriarpour and Kafi (2014) also argued that video games can support vocabulary 

acquisition. Furthermore, they stated that our students today are “digital immigrants” and 

digital games are very much a part of their lives (p. 1743). It could mean that students in this 

era are used to digital devices, thus making them understand something more easily if it is 

presented through digital devices. They also found from their research that a video game 



5 
 

titled “L.A Noire” could help teenagers in acquiring new vocabularies in English and 

memorizing them since in order to make progress in the video game, they had to find the 

meaning of certain words in the vocabulary. Therefore, video games could help them because 

when they searched and found the new vocabularies in the dictionary, they also learn about 

the context and how the words are used in an appropriate context.  

 Gee (2007) argues that video game players can learn new words easier and faster 

because of its “situated meaning”. It means that words, utterances, or dialogues in video 

games are placed in specific meanings. The words are presented in certain situations, thus 

even though the players do not understand the meaning of an utterance at the first time, they 

could guess the meaning from the context or situation that are presented in the game. 

Sometimes, if they only understand the words verbally, they cannot use the words in the 

appropriate context. Thus, the situated meanings that are presented in video games can be 

really helpful for the learners since they can understand the use of certain utterances more 

deeply.  

Video games can also support students’ English reading skills. In Chen and Yang’s 

(2013) research, reading has become the major improvement beside vocabulary growth. They 

argued that adventure games provide rich text input for the player to read, which will be their 

practice in English reading skills. The text input may also come in the form of subtitles that 

are shown during the story cutscenes to emphasize the interaction or the story of the game. 

They also stated that adventure games use “real conversational language” which can support 

the students learning good English while playing the video game. They added that perhaps 

adventure games can expose students to a more realistic English language context to make 

them more familiar with the real context which can increase their English reading abilities. 

Nevertheless, the use of video games to learn English can sometimes have obstacles which 

will be discussed in the next section. 
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Challenges from Using Video Games for Learning English 

 

There are also some challenges that video gamers usually encountered when they are 

playing video games. In video games, there are some cutscenes or dialogues that create the 

line of the story throughout the game. Of course, the game creators made the cutscene and 

dialogues natural to make it more realistic and enjoyable. However, Chen and Yang (2013) 

suggested that fast-talking speed makes it difficult for the students to understand the dialogue. 

That issue makes the learner confused sometimes. Because the speed of the speech is too fast, 

students can often get lost in the dialogue and get confused, thus losing some part of the 

information.  

More obstacles that can occur is that the students focus more on the video games than 

the learning itself. Again, because video games are enjoyable and challenging, the students 

may just neglect the learning and pay more attention to the flow of the game (Chen &Yang, 

2013). Chen and Yang also stated that in the latter part of the game, the pace of the game 

becomes higher and it requires the player to interact more with the game to complete it. It 

makes the students only play the game with less language learning. DeHaan, Reed, and 

Kuwada (2010) said that players’ interaction with the game can hinder them from language 

learning. It is because paying attention to both the game and the language is difficult since 

they have to focus on pressing the button of the controller while also having to focus on the 

texts that are shown on the screen. However, there is no research discussing the advantages 

which video games offer to students in Indonesia. Therefore, this research attempts to study 

how video games help university students in Salatiga. 

THE STUDY 

The recent study is qualitative research which examines the assistance of video 

gaming in English language learning. Besides, it is an ethnography research which discusses 
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video gaming and its effects towards English language learning. According to Creswell 

(2012), ethnography design is a kind of research procedure which used to analyze, describe, 

and interpret the behavior and belief of a culture. Zacharias (2013), also stated that 

ethnography research emphasizes on cultural behavior. In this kind of research, the researcher 

is involved in the participants’ activities while observing, analyzing, taking notes, or 

interviewing. Ethnography research was chosen because video gaming has become a human 

culture in the modern era, hence the research observed and analyzed video gamers’ behavior 

when they are playing video games which may help them develop their English skills. 

Therefore, this research discussed how video gaming assisted university students’ English 

language acquisition in Salatiga. 

Context 

The study was conducted in a private university in Salatiga, Central Java. The 

university uses English as a foreign language. The university level was chosen because the 

students have experienced a lot about English whether in formal or informal education. 

Therefore, there should be more ideas which can be obtained from the students’ experiences.   

Participants 

The participants who were selected are four private university students who are not in 

the English Department in Salatiga, Central Java. The researcher only recruited four 

participants because the research was only to examine their experience about how they 

learned English with video games. Students from the English Department were not included 

because they are studying English in formal education regularly. The participants were video 

gamers who play video games regularly. Participants should have also learned English with 

the assistance of video games. Moreover, the participants were selected using Convenience 

Sampling. The sampling method was chosen because by using these methods, it was easier to 
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obtain the appropriate ideas which were needed in the research since the researcher had more 

control in selecting the participants.  

Data Collection Methods 

The process of data collection of the research was done around June to October 2020. 

The author used combinations of two kinds of methods to collect the data. The first method 

was participant observation. The observations were done while the participants were playing 

a video game. It was used to search what kind of strategies the participants used to learn 

English through playing a video game. The instruments for the observation were adapted 

from Zacharias (2013; see Appendix), which were adapted to the topic of the current 

research. The author also used a video recorder to record what the participants said while they 

were playing a video game which might help them understand English better. The second 

method was a semi-structured interview. The interviews were done after the observation. It is 

used to obtain participants’ opinion about their experience in learning English through the 

assistance of video games. Furthermore, the interview was used to search the reason of the 

participants for doing specific strategies during the observation. The type of interview 

questions were open-ended questions because this would give the participants the 

possibilities to give more ideas which I had not thought about before. There were ten 

questions (see Appendix) along with other questions which the author used to probe 

information about the reasons of the participants’ strategy choices they used during the 

observation. The instruments for the interview were adapted from Creswell (2012), which 

were adapted to suit the topic of this research.  An audio recorder and notes were used to 

record the interview session because with a voice recorder the author could record exact 

utterances which the participants said during the interview. Descriptive analysis was chosen 

because descriptions of phenomenon happened while the participants were playing the video 
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game which could help them learn English better. After the data were collected, the data were 

analyzed. 

Research Instrument 

A non-educational video game SKYRIM1 was chosen as the instrument of this study. 

This game was chosen because the adventure game offers advantages learners can use to 

study English. Teachers can use adventure video games as supplementary tools for 

vocabulary instruction as well as other skills and sub-skills like listening, reading, and 

grammar. As stated by Enayat and Haghighatpasand (2017), educators can utilize adventure 

video games since games can give support for vocabulary learning and also listening, 

reading, and grammar (p.13). The game that is used to do research on language learning 

should offer a lot of language input and good game experience. The game SKYRIM provides 

a very attractive story which involves magic, fantasy, and mythological beings. This game 

gives the players the dialogues which they can listen along with reading the subtitles given at 

the bottom of the screen. Senior as cited in (Bergsma, et al. (2020, p. 2) informed that 

SKYRIM has 1087 NPCs with a total of 60.000 lines of dialogues. An NPC (Non-Playable 

Character) is a virtual character which is not controlled by the player used in a video game to 

make it more realistic (Safari et al., 2013). This statement demonstrated how rich SKYRIM is 

in providing language input for the players. It also has beautiful graphics, fascinating music, 

engaging sound effects, and challenging missions. Players may interact with using keyboard 

and mouse to execute fighting skills or magic in order to accomplish their objectives. 

Because of the richness of language input, the challenging and attractive story, and beautiful 

game design, SKYRIM was chosen as the instrument of the study. Since SKYRIM is a very 

long game to finish, only about two hours of gameplay is used during each observation.  

 
1 https://www.aclweb.org/anthology/2020.gamnlp-1.1/  

https://www.aclweb.org/anthology/2020.gamnlp-1.1/
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Data Analysis 

The data analysis process followed the sequences of qualitative data analysis 

according to Creswell (2012). Firstly, the data collected in the field were transcribed into text 

form. After that, the text was coded into major categories based on how they learn English 

from the video game. With this method, the data collected from the observation and interview 

were categorized into more specific themes. The themes that were grouped would help the 

author identify what are the kinds of assistance which video gaming could provide to support 

English language learning.  
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FINDINGS AND DISCUSSIONS 

 

 After the analysis was done the researcher managed to achieve information about how 

the participants could enhance their English skills with playing video games. They do it 

through having several strategies to learn English from video games. Each participant has 

different strategies of their own preference. The researcher identified the strategies as the 

ways of the participants in learning English. This section aims to answer the research 

question according to the result of observation and interviews. The strategies which are used 

during the observation are demonstrated in Table 1:  

Table 1. Video Game Playing Observation 

Observation 

Participant Date Type of strategy used  Notes 

Subject 1 June, 13th 

2020 

Following the 

instructions  

During the beginning of the game there 

are a lot of instructions as tutorial. 

There is also an NPC who is 

programmed to guide the player 

throughout the tutorial.  

  Imitating characters’ 

dialogue 

 

  Using an online 

translator  

After the tutorial was over, things get 

more complicated. Thus, the subject 

used his online translator to help 

understanding things.  
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Subject 2 June, 16th 

2020 

Reading the texts and 

listening to the 

dialogues  

The game has storyline and it gives 

subtitles, thus it easier to understand. 

  Imitating characters’ 

dialogue 

 

Subject 3 June, 18th 

2020 

Reading the texts and 

listening to the 

dialogues  

Because the game encourage the player 

to understand the story, they need to 

pay attention by reading and listening. 

Subject 4 October, 24th 

2020 

Imitating character’s 

dialogue 

 

  Responding to the 

NPCs’ dialogues 

verbally  

To understand people’s different 

pronunciations. 

After analyzing the result from interviews and observations the author found 

strategies, method, and progress which the participants used. Furthermore, the strategies 

which were found during the observation will be discussed are getting motivation from the 

storyline to understand the game, consulting an electronic translator, reading the subtitles and 

listening to the dialogues, imitating characters’ dialogues, implementing the game 

instructions.  
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     Getting Motivation from the Storyline to Understand the Game 

 

The storyline of the video game can be encouraging for the participants to keep on 

playing and also to understand the video game. This statement is also supported by 

Newcombe (2017) who stated if the player is motivated to learn, they will try to find a way to 

overcome the language difficulties in order to enjoy the game. Thus, it can motivate them to 

do many ways to attach more to the game, understand the instructions, and keep working on 

the progress in order to enjoy the story. Additionally, Fiellin, Heftje, Edelman, and Camenga 

(2016) also stated that making a role, accomplishing the objectives in the story, and 

interacting with NPCs can trigger motivations and emotive responses which lead to effective 

learning. 

In the interview some participants admitted that they used the story of Skyrim to learn 

English in many ways. With the help of the storyline participants utilized their own strategies 

or method to enjoy the video game while also learning English more from it.   

As Shahriarpour (2014) said, because of the storyline of the video game which 

interests the player, they have more intention to understand the game more. Subject 1 also 

stated in the interview: “I started getting interested in the story of the game, not just playing 

it, I think it will be more fun.” (Subject 1, June 13th 2020). He admitted that he was interested 

in the story not just in the gameplay, because it is more enjoyable to also learn the story. He 

also added that to understand the story deeper he had to overcome obstacles in language 

which made him use his dictionary. Subject 2, also suggested that because of the storyline 

and subtitles given in the game, it is much easier to understand many things in the game. He 

suggested: “I think it was easier. This game has the storyline and it also gives the subtitle. So, 

I think it was easier, I mean more understandable” (Subject 2, June 16th 2020). 
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 During the observation Subject 2 expressed that he liked the video game. It was also 

shown during the observation that he explored a lot. He also focused more on the story of the 

video game which was done by having a lot of conversations with many characters.    

 From the interview Subject 3 also added that he thinks the story of the video game can 

encourage the players to also learn listening and reading skills. He said: “Because, I think we 

can learn reading and also listening from video game. At least, we have to understand the 

meaning of the game” (Subject 3, June 18th 2020). 

 Subject 3 explained that in order to understand the flow of the story, players will have 

to read and listen to the game. During the observation he also focuses more on the story 

which is created by the conversation and interaction with the characters in the game.  

 During the interview session Subject 4 suggested that she thinks her curiosity towards 

the story can encourage her to understand other people’s different pronunciations. She stated: 

“I’m also curious about the story” (Subject 4, October, 26th 2020). Subject 4 also did a lot of 

interactions with NPCs. When asked about this she answered she did that because she was 

curious about the story of the game. She also added that it can help her understand the 

pronunciation. 

 The story of the video game can be considered as the main motivation for the 

participants to keep up in understanding the game and keep playing the video game. Besides, 

to understand the story of the game the participants had to find their own way to figure out 

the meaning of certain words or sentences. 

Consulting an Electronic Translator  
 

An electronic translator or dictionaries can be supportive for some participants in 

understanding difficult terms in video games and enhance their language skills. Al-Jifri and 
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Elyas (2017) argued that searching the meaning of certain words in a dictionary or guessing 

the meaning involves the player with English by triggering their way of thinking and making 

their own technique to understand the language. 

During the observation Subject 1 used Google Translate on his smartphone to help 

him understand the conversation, objectives, and instructions. When interviewed, he stated: 

“if there is no clue, we have to read the instructions. Dictionaries nowadays can be used by 

only taking a photo and we get the meanings immediately” (Subject 1, June 13th 2020). 

From Subject 1’s statement it becomes obvious that if there was no clue of what to do, 

he had to read the instructions. However, if the instructions are too hard to understand using 

dictionaries or a translator is a good option. During my observation, he used the camera 

feature on the Google Translate application which gives instant translation of the text scanned 

by taking a photo of the video games. When he was asked more about the reason of using the 

camera feature of Google Translate he said “it is much easier and more efficient” (Subject 1, 

July 1, 2020).  

Subject 3 also admitted that he uses Google Translate or a dictionary to help him find 

the meaning of certain terms which are not familiar for him. When he was asked about how 

he searched the meaning of difficult words he answered “Using Google translate or 

dictionaries” However, he usually memorized or put the difficult words to a note first. “I took 

a note, what I did not know, and then I searched for the meaning by myself” (Subject 3, June 

17, 2020). Unfortunately, because of this strategy, it could not be shown during the 

observation because the subject stated that he did it by himself.  

Reading the Subtitles and Listening to The Dialogues  

 

Reading and listening are good aspects which can be learned through video games. It 

is because the whole stories are framed in form of texts or dialogues. Besides, this storyline 
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can also be served in form of dialogues. This statement is supported by Chen and Yang 

(2013) who argued that learners can improve their listening and reading skills through 

exposing themselves in real English situation given in the game. The dialogues in Skyrim are 

also subtitled which can help enhance their reading skills as well.  

Therefore, in order to understand the story or to accomplish an objective of the video 

game the participants had to read and listen to the instructions, texts, and dialogues. Subject 2 

(17 June 2020) stated “This game has the storyline and it also gives the subtitle. So, I think it 

was easier, I mean more understandable.” Additionally, reading subtitle while also listening 

to the dialogues makes the objectives of the game easier to understand.  

Moreover, during the interview when asked how video game could help develop 

English skills Subject 3 (on 18 June 2020) answered “Because, I think we can learn reading 

and also listening from video game.  It is because the dialogues can serve as examples of the 

appropriate way to speak a language.”  

Imitating Characters’ Dialogues 

 

Video games which uses English can give example of the appropriate way to speak 

the language for the players. Ahmad (2012) suggested that after the learners listened to the 

appropriate patterns as the example they think it was easier to pronounce the new given 

vocabularies. These examples are delivered in form of dialogues or spoken narration. When 

these examples are shown in the game, player can get the correct ways of speaking certain 

words or sentences which then they can try by imitating the examples.  

During the observation Subject 2 imitated the word “armor’ in the middle of the game 

right after an NPC said that. At almost the ending of the observation he also started speaking 

in English. When he was asked why he said that while playing the game he felt triggered to 
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also say something in English. Moreover, during the interview Subject 3 also stated that 

playing video games can help him learn the correct ways of speaking from the characters as 

the examples.  

Meanwhile Subject 4 imitated a lot during the observation. She imitated the NPCs’ words and 

also read the written words verbally. She said several words such as “pickpocket”, “potato”, 

“cabbage” “take a look” during the observation. She claimed that it can help her comprehend 

people’s pronunciation better. Additionally, she also reacted verbally during the game. She 

said “Wrong person” after she realized that she followed the wrong character. She said 

“hello” when she met new people or “yes” and “okay” if she agrees with what other 

characters said, and “bye bye people” when she once left a house with a family inside. 

Implementing the Game Instructions  

 

Instructions in the game itself may also help the learners understand a word or a term. 

Games have instruction design that brings meaningfulness and purposefulness to the 

experience (Squire, 2013). Subject 1 admitted that he used the NPCs guidance during the 

tutorial to understand what is going on in the game and how he should play it. He also 

encountered a situation where he had to read an instruction in form of a text along with the 

buttons to do lockpicking. In the interview he said that the buttons below the instructions 

really helped him to understand it (Subject 1, 1 July 2020). 

Moreover, instructions can also help learners understand because it gives the situation 

after giving the situation immediately. This can give opportunities for the learner to learn 

using it immediately as experienced by Subject 3. He was doing the lockpicking but when the 

instructions appeared he was confused about how to do, but he tried it anyway. After he 

accomplished he claimed that he understood the instructions. When he was asked about this 

situation, he answered: “At first, it was hard, after I read 50% of the instructions, after I tried 
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it, there was instructions again. And, after that, I understood” (Subject 2, 17 June 2020). The 

subject has shown that instructions can help by giving him new words or terms and made him 

try it immediately.  

In conclusion, video games can help students to improve their English skills. It can 

enhance their listening, reading, new vocabularies, and also pronunciations. They reached 

this improvement through using Google Translate, imitating what the characters say or from 

texts, following instructions from characters, reading the texts and listening to the dialogues, 

and responding to the characters’ interactions verbally. The storyline of the video game 

Skyrim can help them achieve the improvements because the story can make them curious of 

what will happen in the game.  

 

CONCLUSION 

This research objective is to answer the question of “How does video gaming assist 

university students’ English language acquisition in Salatiga? By doing four times 

observations and interviews with four participants, the author tried to examine the strategies 

which video game players use that can help them increase their English skills. The result 

found several strategies that can work to support learners’ English skills. The main support is 

from the story of the video game itself. It is because the story motivates the students to work 

on the game progress in order to enjoy the story. With this motivation, learners will try to do 

several ways to understand the language used in the game. The strategies which they used to 

understand the game are enjoying the story, using electronic translator or dictionaries, reading 

the texts and listening to dialogues of the game, imitating what the characters say, and 

understanding the instructions of the game. However, because the participants are on the 

university level and their English skills are good, they rarely focus on word-level of English. 

Instead, they concentrate more on the sentence level by paying attention to the dialogues and 

the texts. 
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In general, the author hopes that this research brings a significant contribution to 

explaining how video games can be helpful for education, especially English language 

education. However, the author admits that there is a limitation on this research. This 

research aims to examine students’ strategies in playing video games that they can use to 

increase their English skills. However, because they are already at the university level and 

have good English skills, they already understand the basics of English well. Therefore, it can 

be a possibility for future studies to study the strategies which video game players use to 

support their English learning process on a basic level. In conclusion, video games can 

support learners to enhance their English skills. 
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APPENDIX 

Observation: 

Observation Protocol 

Name of participant     : 

Observation date      : 

Observation time      : 

Observation duration: 

Time of 

occurences 

Type of strategy used Data Notes 
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Interview Questions: 

 

1. Since when have you been playing video games? 

2. On what platform/console do you usually play video games? 

3. What kind of video games do you usually play? (The genre) 

4. Do you think by playing video games you can learn English from it? 

5. What do you think are the benefits of playing video games in terms of English? 

6. What are the challenges that you found about the language while you play video 

games other than the difficult words? 

7. What do you usually do to solve the challenges during playing the games? 

8. In (time of occurrence) you did (strategy used) to understand the games, why did you 

do that? 

9. Did you understand the game by using that strategy? 

10. How do you think the strategy could help you?  

 




