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ABSTRACT

Prabawati, Renviel. (2023). 1213019042. Exploring the Use of Mobile Legend
on Students’ Vocabulary. Thesis. English Language Education Study
Program, Faculty of Teacher Education, Widya Mandala Catholic University,

2023.

Advisor: Dr. Davy Budiono, M.Hum.

Keywords: Online Games, Mobile Legend, Vocabulary, Vocabulary Acquisition.
This study is exploring the use of Mobile Legends on students’ vocabulary. The
purpose of this study is to find out whether the students learn English vocabularies
when playing Mobile Legends and to find out what strategies do students use to
learn new vocabularies from playing Mobile Legends. This research was conducted
by applying the descriptive qualitative method. The instruments used to collect data
are questionnaires and interviews. The author chose class 11, with a total of 35 students,
to participate in data collection. It can be concluded that online games such as Mobile

Legend are able to improve vocabulary acquisition with the strategies they use.
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