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ABSTRACT 

This research explores the relationship between Roblox gaming intensity and 

the vocabulary size of EFL secondary school learners in Palangka Raya. The 

study was driven by persistent challenges in vocabulary mastery, low student 

engagement in conventional learning methods, and the growing relevance of 

digital platforms as authentic sources of language exposure. Employing a 

quantitative correlational design, the investigation involved 222 junior high 

school participants. Data were obtained through a Roblox Intensity 

Questionnaire adapted from Suryadi et al. (2024) and a receptive Vocabulary 

Levels Test based on Webb et al. (2017). Pearson correlation analysis revealed 

a significant positive association between the frequency of Roblox play and 

students’ vocabulary size (r = 0.244, p < 0.001). Regression analysis further 

demonstrated that Roblox intensity accounted for 5.9% of the variance in 

vocabulary outcomes, with each incremental rise in gaming intensity 

predicting a 0.242-point increase in vocabulary scores. The findings 

underscore the pedagogical potential of leveraging commercial gaming 

platforms such as Roblox to foster vocabulary growth within EFL learning 

environments. 

___________________________ 

Keywords: Roblox, Vocabulary Size, EFL Students, Gaming Intensity, 

Digital Game-Based Learning 

 

 

 

1. INTRODUCTION 

 In today’s rapidly advancing digital 

landscape, English language learning has 

been reshaped by the rise of interactive 

platforms that provide immersive experiences 

beyond traditional classroom settings. This 

transformation has become increasingly 

critical in response to the global demand for 

English proficiency (Jenkins, 2014; Allman, 

2019). Among the many innovations in 

language education, commercial gaming 

platforms such as Roblox have emerged as a 

particularly noteworthy phenomenon within 

the EFL context. Sinar et al. (2023) reported 

that students regard Roblox as an effective 

medium for enhancing multimodal literacy, 

underscoring its potential as an informal yet 

impactful educational tool. 

Roblox has gained remarkable 

popularity worldwide, including in Indonesia. 

According to Yuliastika et al. (2023), the 

platform reached approximately 54.1 million 

daily active users globally in the first quarter 

of 2022. In Indonesia, it ranked seventh 

among mobile games with the highest 

average monthly users, reflecting both its 

global appeal and its significant local player 

community. More than a recreational game, 

Roblox functions as a dynamic digital 

ecosystem, enabling users to create, 

collaborate, and interact in virtual 

environments that attract diverse age groups, 

particularly children and adolescents. 
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Vocabulary acquisition is a 

cornerstone of language competence, as it 

underpins the development of all other 

linguistic skills reading, writing, listening, 

and speaking (Almusharraf, 2021; De Wilde 

et al., 2020; Askhatova A, 2020). 

Conventional vocabulary instruction in EFL 

contexts often emphasizes rote memorization, 

which can be repetitive and disengaging 

(Lesiana et al., 2023; Sujiati et al., 2023). By 

contrast, platforms like Roblox expose 

learners to authentic and contextually 

meaningful vocabulary, fostering acquisition 

through natural use and interaction. 

What distinguishes Roblox as an 

informal learning medium is its reliance on 

user-generated content and interactive 

engagement. Players are not passive 

recipients but active creators, thereby 

expanding opportunities for both receptive 

and productive language exposure. Through 

gameplay, learners encounter varied English 

inputs, including system instructions, peer 

communication, and community-created 

narratives, all of which contribute to 

enhanced engagement with the language 

(Shortt et al., 2023; Riwayatiningsih et al., 

2025; Rosyidah et al., 2023). 

Insights from cognitive neuroscience 

further illuminate the link between gaming 

and vocabulary development. Morgan-Short 

et al. (2015) argue that vocabulary growth 

involves the interplay of declarative and 

procedural memory systems, with neural 

mechanisms for syntactic and lexical 

processing differing by learning strategy. 

Strategy-based games, for instance, stimulate 

regions such as the prefrontal cortex and 

hippocampus areas essential for working 

memory and linguistic processing (Hartanto 

et al., 2021; Ismayilli & Mammadova, 2025;  

Kurniawan et al., 2022). This suggests that 

understanding the neurological underpinnings 

of game intensity and vocabulary acquisition 

can enrich perspectives on digital approaches 

to language learning (Lukita et al., 2023). 

Recent empirical findings support the 

pedagogical promise of game-based learning. 

Merta and Sueca (2024) demonstrated that 

Wordwall, a purpose-built educational 

platform, significantly boosted vocabulary 

knowledge and learner motivation, yielding 

an average test score of 86.6%. Similarly, 

Chen et al. (2018) confirmed that immersive 

digital environments promote incidental 

vocabulary acquisition. However, the 

majority of existing research has 

concentrated on educational games explicitly 

designed for language learning, leaving the 

role of mainstream platforms underexplored. 

Visual media also play an important 

role in facilitating vocabulary mastery by 

situating words within meaningful, 

multimodal contexts (Fadilah et al., 2023;  

Arif, 2023). Two-dimensional motion 

pictures have been shown to enhance 

vocabulary retention by linking abstract 

lexical items to concrete imagery. As 

highlighted by Milah et al. (2022), the 

integration of motion-based visual media 

alongside game-based tools creates enriched 

learning environments that promote deeper 

processing, stronger retention, and sustained 

learner engagement. 

Taken together, these findings 

reinforce the idea that game-based learning 

environments are conducive to vocabulary 

development. Nevertheless, a critical gap 

remains: limited attention has been given to 

commercial gaming platforms such as 

Roblox, particularly in relation to their direct 

impact on vocabulary growth among 

Indonesian EFL learners. Most existing 

scholarship has concentrated on learner 

motivation or attitudinal aspects rather than 

measurable vocabulary outcomes. 

In light of this gap, the present study 

investigates the relationship between the 

intensity of Roblox gameplay and English 

vocabulary size among EFL secondary 

school students. By addressing this 

underexplored dimension, the study seeks to 

contribute to a more nuanced understanding 

of how commercial digital platforms can 

support vocabulary development in English 

language learning 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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2. LITERATURE REVIEW 

2.1 Neurolinguistic Foundations of 

Language Learning 

Language learning is fundamentally 

linked to brain function. Neurolinguistic 

research indicates that acquisition relies on 

neural plasticity, the brain’s capacity to 

reorganize itself in response to repeated 

exposure to linguistic input (Baggio, 2022). 

This mechanism supports both first and 

second language learning, though its 

efficiency is shaped by factors such as age, 

prior linguistic background, and cognitive 

flexibility. Theories such as the Critical 

Period Hypothesis and neuroplasticity 

suggest that while early exposure facilitates 

effortless learning, second language 

acquisition remains possible throughout life 

via compensatory neural processes 

(Kemmerer, 2022). 

 

2.2 Vocabulary as a Core Component of 

Proficiency 

Vocabulary size has long been 

regarded as one of the strongest indicators of 

overall language proficiency. Schmitt (2020) 

emphasizes that vocabulary knowledge 

underpins listening, speaking, reading, and 

writing skills. In addition to explicit 

instruction, vocabulary development also 

benefits from incidental learning 

opportunities, particularly in digital contexts 

(Fitria, 2019). Game-based platforms provide 

learners with repeated and authentic 

encounters with target vocabulary in 

meaningful, task-oriented situations (Novia 

Indriani & Mariani, 2019) Sari & Octaviani, 

2022). 

 

2.3 Roblox as a Learning Environment 

Roblox, a user-generated multiplayer 

platform, has gained recognition as a 

potential site for vocabulary acquisition. Its 

immersive and multimodal features align 

with constructivist and task-based learning 

principles, enabling learners to build 

vocabulary through collaboration, 

exploration, and problem-solving. Sinar et al. 

(2023) demonstrated that Roblox fosters 

multimodal literacy by integrating text, visual 

cues, and real-time communication. 

Similarly, Kurniawan (2025) reported that 

learners exposed to English during gameplay 

retained vocabulary more effectively than 

peers relying on traditional instruction. Han 

et al. (2023) further conceptualized Roblox as 

a “community of practice,” where students 

engage in authentic communication, 

negotiate meaning, and build language skills 

through peer interaction. 

 

2.4 Gamification, Motivation, and 

Pedagogical Innovation 

 

Platforms like Roblox, which 

incorporate gamification, collaborative 

learning, and contextualized practice, create 

engaging conditions for vocabulary 

development while simultaneously promoting 

learner motivation and autonomy. Unlike 

teacher-centered approaches that emphasize 

memorization, interactive platforms 

encourage learners to actively apply 

vocabulary, collaborate in problem-solving, 

and participate in authentic communication. 

These practices not only enhance linguistic 

competence but also foster creativity, higher-

order thinking, and independent learning. 

Moreover, digital learning tools challenge 

rigid, standardized teaching methods that 

limit teacher innovation and restrict 

pedagogical flexibility. As Baehaqi (2022) 

argues, integrating adaptive and interactive 

platforms can better accommodate learners’ 

diverse needs. 

 

2.5 Intensity of Gameplay as a Key 

Variable 

A central construct in this study is 

gameplay intensity, defined as the frequency, 

duration, and depth of engagement with 

digital games (Wibisono et al., 2019). Prior 

research indicates that moderate gameplay 

intensity enhances learner motivation and 

ensures repeated encounters with language, 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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while excessive gaming may result in 

negative consequences (Fitrian Nur Aklima, 

2019). In language learning, however, 

intensity has been positively linked to 

vocabulary retention and communicative 

competence, as learners must process and 

produce language in real time during 

gameplay (Ng et al., 2022). 

 

2.6 Research Gap and Aim of the Study 

The reviewed literature suggests that 

digital platforms such as Roblox provide 

valuable opportunities for incidental 

vocabulary learning, with gameplay intensity 

playing a potentially significant role in the 

effectiveness of lexical acquisition. 

Nonetheless, few empirical studies have 

directly examined the correlation between 

Roblox intensity and vocabulary size, 

particularly in the context of Indonesian EFL 

secondary learners. Addressing this gap, the 

present study investigates whether the 

intensity of Roblox gameplay significantly 

correlates with students’ vocabulary size, 

thereby contributing to the expanding body 

of research on game-based language learning. 

 

3. METHODS 

3.1 Research Design 

This study employed a quantitative 

research approach with a correlational design. 

According to (Mishra et al., 2019), 

quantitative research allows researchers to 

measure variables using numerical data and 

analyse the statistical relationship between 

them. The correlational design was chosen 

because the purpose of this research was to 

investigate the relationship between the 

intensity of playing Roblox and the 

vocabulary size of EFL junior high school 

students. Through this approach, the 

researcher sought to determine whether a 

significant correlation exists between the two 

variables. 

The use of a quantitative design 

ensured that the findings were based on 

structured and objective data, which enabled 

precise measurement and interpretation. 

Statistical tools were employed to analyze the 

data and to evaluate patterns and trends. By 

applying this approach, the research provided 

reliable and valid evidence regarding the 

association between students’ gaming 

intensity and vocabulary acquisition. 

3.2 Time and Place of the Study 

The research was carried out in 

Palangka Raya during the period of July 2025 

to August 2025. The study focused on junior 

high school students in Palangka Raya, 

particularly those who actively engaged in 

English-language gaming. By involving a 

wider range of students within the target 

population, the study aimed to capture 

diverse learning contexts and gaming 

experiences. This broader representation 

provided a more comprehensive 

understanding of the correlation between 

playing Roblox and vocabulary size, while 

also enhancing the generalizability of the 

findings. 

3.3 Population and Sample 

The population of this research 

consisted of junior high school students in 

Palangka Raya. This age group was chosen 

because they are in a crucial stage of 

vocabulary development, exhibit varied 

levels of English proficiency, and are actively 

involved in digital gaming. The study 

targeted this population to better understand 

how gaming habits may influence vocabulary 

growth among young learners. 

The sample of this study consisted  

222 students, selected using purposive 

sampling. According to Fraenkel et al. (2012), 

purposive sampling is a technique in which 

participants are chosen based on 

predetermined criteria relevant to the study 

objectives. In this research, the criteria for 

sample selection included: 

1) Students who actively play Roblox, 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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2) Students who use English-language 

settings in the game, 

3) Students who were willing to participate 

fully in the research process, and 

4) Students at the junior secondary school 

level. 

The large sample size also contributed 

to the reliability and validity of the results, 

allowing for a more precise analysis of the 

relationship between gaming intensity and 

vocabulary size. 

3.4 Research Instrument 

The main instrument used in this study 

was a questionnaire. This instrument is 

suitable for obtaining standardised data from 

large groups and for quantifying variables 

such as gaming habits and vocabulary 

knowledge. The questionnaire consisted of 

two major sections: (1) intensity of playing 

Roblox and (2) receptive vocabulary size. 

 To measure gaming intensity, the 

instrument was adapted from Horrigan’s 

(2000) framework and from a study by 

(Sunnardy & Suryadi, 2024) on the role of 

online game playing intensity in early 

adulthood. The instrument covered three 

aspects: (a) frequency of play, (b) duration of 

play, and (c) use of English in the game. 

Each aspect was represented by several 

Likert-scale items. For instance, the item “I 

play Roblox at least three times a week” 

measured the frequency of play, while “I 

often read and understand English 

instructions, dialogues, or texts in the game” 

measured the use of English in the gaming 

context. 

 To assess vocabulary size, the study 

used an adaptation of Nation’s (2001) 

Vocabulary Levels Test (VLT), with 

improvements from Webb et al. (2017) in 

their Updated Vocabulary Levels Test. This 

instrument consisted of multiple-choice items 

designed to measure receptive vocabulary 

knowledge at different word frequency 

levels. The test was selected because of its 

reliability and widespread use in vocabulary 

research. 

By using validated and widely 

recognized instruments, this study ensured 

that the data collected was both reliable and 

valid. The combination of intensity of 

playing Roblox and receptive vocabulary size 

provided a comprehensive picture of the 

relationship between students’ gaming habits 

and their English vocabulary acquisition. 

 

4. RESULTS AND DISCUSSION 

Result 

The initial phase of analysis examined 

the distribution of the two principal variables: 

Roblox playing intensity and vocabulary size. 

Descriptive statistics indicated that the mean 

score for Roblox intensity was 24.47 (SD = 

6.87), with scores ranging from 9 to 39. This 

suggests that, on average, students 

demonstrated a moderate level of 

engagement with the platform, though the 

range highlights notable individual 

differences, with some students reporting 

minimal involvement and others indicating 

considerably higher intensity. For vocabulary 

size, the mean score was 51.94 (SD = 6.83), 

spanning from 33 to 60. These results suggest 

that, overall, students performed relatively 

well on the vocabulary measure, although 

meaningful variability across individuals 

remained evident. 

Within the sample of 222 junior high 

school participants, both gaming intensity 

and vocabulary mastery displayed substantial 

variation. The distributional patterns further 

revealed that Roblox intensity was 

approximately symmetric, whereas 

vocabulary size showed slight negative 

skewness, indicating that while most students 

achieved high vocabulary scores, a smaller 

subset demonstrated weaker performance. 

These findings confirmed that the dataset 

contained sufficient variance to warrant 

correlation testing. 

To illustrate the operationalization of 

Roblox intensity, several representative items 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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from the questionnaire are presented. One 

item targeting duration asked: “When you 

play Roblox, how long do you usually play?” 

Another assessed frequency with the prompt: 

“In one week, how often do you play 

Roblox?” Finally, immersion was captured 

through the question: “When playing Roblox, 

do you feel so immersed in the game that you 

lose track of time?” Collectively, these items 

exemplify the multidimensional nature of the 

construct, encompassing frequency, duration, 

and depth of engagement. 

The descriptive findings on duration 

revealed that the largest proportion of 

respondents (31%) typically played for about 

30 minutes per session. Nearly one-quarter 

reported sessions lasting between 1 and 1.5 

hours, while 20% played for 1.5–2 hours. A 

smaller but noteworthy group (14%) 

acknowledged spending more than two hours 

in a single session, signaling deeper levels of 

immersion among certain students. 

With respect to daily frequency, the 

distribution appeared relatively balanced 

between light and heavy users. 

Approximately 26% of respondents reported 

playing twice per day, mirrored by a 

comparable proportion who engaged only 

rarely. Conversely, nearly 24% indicated 

playing more than three times daily, 

reflecting the extent to which Roblox had 

become integrated into their everyday 

routines. 

Analysis of weekly frequency showed 

that most students played either 1–2 times 

(29%) or 3–4 times (28%) per week. 

However, a considerable proportion reported 

near-daily engagement, with 20% playing 

more than seven times weekly and 10% 

playing exactly seven times. Thus, while a 

large subset of students could be categorized 

as casual players, a substantial minority 

displayed intensive usage patterns, 

suggesting more consistent and sustained 

exposure to English vocabulary through the 

platform.

Table 1. Descriptive Statistics 

 N Minimum Maximum Mean Std. Deviation 

intensity of playing 

Roblox 

 

222 9 39 24.47 6.870 

Vocabulary size test 222 33 60 51.94 6.834 

Valid N (listwise) 222     

 

Table 2. Reliability Statistics 

Cronbach's Alpha N of Items 

.817 9 

 

Before analysing the correlation, the 

researcher conducted a reliability test on the 

questionnaire measuring Roblox intensity. 

Reliability analysis is important to ensure 

that the instrument used produces consistent 

and dependable results. The test involved 9 

items, each addressing aspects of gaming 

frequency, duration, and use of English in  

Roblox. The result showed that the scale 

achieved a Cronbach’s Alpha of 0.817. 

According to Fraenkel et al. (2012), a 

Cronbach’s Alpha above 0.70 is generally 

considered acceptable, while values above 

0.80 indicate high internal consistency. 

This result confirmed that the 

instrument used in this study was both valid 

and reliable for measuring the intended 

construct. Therefore, responses gathered 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2


 

 

23 Muhamad Noor Fauzan
1
, Luqman Baehaqi

2
, Zaitun Qamariah

3
 

Vol 9, No 1 (2026): ESTEEM 

THE CORRELATION BETWEEN THE INTENSITY OF PLAYING ROBLOX 

ON VOCABULARY SIZE OF EFL SECONDARY SCHOOL STUDENTS 
 

from the students could be trusted as a stable 

representation of their real gaming intensity. 

In the context of this research, this high 

reliability provided a strong foundation for 

conducting further statistical analysis, such as 

correlation and regression tests, to examine 

the relationship between gaming and 

vocabulary size. 

The central analysis of this study was 

the Pearson product-moment correlation, 

which aimed to examine whether there was a 

significant relationship between the intensity 

of playing Roblox and students’ vocabulary 

size. The results revealed a positive and 

significant correlation (r = 0.244, p < 0.001). 

This means that as students’ intensity in 

playing Roblox increased, their vocabulary 

size also tended to increase. In other words, 

students who played Roblox more frequently 

and engaged more actively with English 

content in the game generally scored higher 

in the vocabulary test. 

Although the correlation coefficient 

(r = 0.244) falls into the small-to-moderate 

category, the statistical significance 

demonstrates that the relationship is not 

random but meaningful. This finding is 

particularly important because it supports the 

hypothesis that digital game-based contexts, 

such as Roblox, can facilitate vocabulary 

acquisition. Therefore, the null hypothesis 

(H0), which stated that there was no 

relationship between Roblox intensity and 

vocabulary size, was rejected. Conversely, 

the alternative hypothesis (Ha), which 

proposed a significant correlation between 

the two variables, was accepted. 

 

Table 3. Correlations 

 TOTALX TOTALY 

intensity of 

playing 

Roblox 

Pearson Correlation 1 .244
**
 

Sig. (2-tailed)  .000 

N 222 222 

Vocabulary 

size test 

Pearson Correlation .244
**
 1 

Sig. (2-tailed) .000  

N 222 222 

**. Correlation is significant at the 0.01 level (2-tailed). 

 

To strengthen the interpretation of the 

correlation results, the researcher further 

conducted a simple linear regression analysis. 

The purpose was to determine to what extent 

Roblox intensity could predict or explain 

variations in vocabulary size. The analysis 

produced an R value of 0.244 and an R² value 

of 0.059, indicating that Roblox intensity 

explained 5.9% of the variance in students’ 

vocabulary scores. While this percentage 

may appear small, it is statistically significant, 

and it highlights that gaming intensity 

contributes a measurable effect on language 

outcomes. 

The regression coefficients showed 

that the constant (β0) was 46.006, while the 

coefficient for Roblox intensity (β1) was 

0.242 (p < 0.001). The resulting regression 

equation was: 

 

Y=46.006+0.242X 

 

This means that for every one-point 

increase in Roblox intensity, vocabulary size 

increased by approximately 0.242 points. The 

model was statistically significant (F(1,220) 

= 13.890, p < 0.001), confirming that Roblox 

intensity was a valid predictor of vocabulary 

performance. These findings emphasize that 

although gaming is not the sole factor 

influencing vocabulary growth, it has a 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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meaningful role in supporting students’ lexical development. 

 

Table 4. Regression Coefficients 

Model 

Unstandardized Coefficients 

Standardized 

Coefficients 

t Sig. B Std. Error Beta 

1 (Constant) 46.006 1.653  27.836 .000 

intensity of 

playing 

Roblox 

.242 .065 .244 3.727 .000 

 
Overall, the results of this study 

demonstrate that there is a positive and 

statistically significant correlation between 

the intensity of playing Roblox and the 

vocabulary size of EFL secondary school 

students in Palangka Raya. While the 

strength of the correlation was modest, it 

indicates that engaging in Roblox gameplay 

in English may provide meaningful exposure 

to vocabulary in authentic contexts. 

Furthermore, the regression analysis 

highlighted that Roblox intensity could 

predict a small but significant portion of 

students’ vocabulary performance. 

Discussion 

This study demonstrates that the 

intensity of Roblox gameplay is significantly 

and positively associated with the vocabulary 

size of EFL junior high school students in 

Palangka Raya. The results indicate that 

students who engaged more frequently and 

deeply with Roblox tended to achieve higher 

vocabulary scores. Although the observed 

correlation was modest (r = 0.244), its 

statistical significance underscores the 

potential of online gaming to serve as a 

supplementary environment for lexical 

development. This finding reinforces the 

broader argument that digital platforms 

provide authentic and engaging exposure to 

English input an aspect often constrained in 

conventional classroom settings. 

Regression analysis further confirmed 

that Roblox intensity functioned as a 

significant predictor of vocabulary 

performance, with each additional point in 

intensity corresponding to a 0.242-point 

increase in vocabulary scores. While the 

proportion of explained variance was 

relatively small (5.9%), the outcome remains 

pedagogically meaningful, demonstrating 

that digital games can make a measurable 

contribution to learners’ vocabulary growth. 

This is consistent with Han et al. (2023), who 

observed that game-based environments 

foster vocabulary acquisition through 

repeated exposure to authentic input, even 

when effect sizes are moderate. The result 

also echoes Sinar et al. (2023), who 

emphasized the motivational and engagement 

benefits of interactive digital contexts in 

supporting language learning outcomes. 

The analysis further revealed that 

students with stronger vocabulary knowledge 

typically reported higher levels of Roblox 

intensity, while those with weaker 

vocabulary scores tended to play less 

frequently. This pattern suggests that 

sustained engagement in digital gaming 

environments creates richer opportunities for 

encountering and internalizing new lexical 

items. Within Roblox, learners are naturally 

https://jurnal.univpgri-palembang.ac.id/index.php/esteem?msclkid=225fa518c3a011eca85096ed11f39bf2
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exposed to English through system 

instructions, in-game dialogues, and peer 

communication, facilitating incidental 

vocabulary acquisition. Such findings align 

with Kurniawan et al. (2025), who reported 

that gamified learning environments enhance 

contextualized vocabulary practice and 

improve retention. 

Moreover, the results lend support to 

Mayer’s multimedia learning theory, which 

posits that learning is strengthened when 

information is presented through multimodal 

channels that stimulate cognitive engagement. 

As an immersive platform, Roblox integrates 

textual, visual, and interactive input, making 

vocabulary acquisition more meaningful and 

engaging than rote memorization alone. In 

this respect, Roblox does not supplant formal 

instruction but rather complements it by 

offering authentic, motivating opportunities 

for language practice. 

In sum, the study contributes to the 

expanding body of research highlighting the 

pedagogical value of digital games in 

language learning. The demonstrated 

correlation between Roblox intensity and 

vocabulary size suggests that commercial 

gaming environments can enrich vocabulary 

development, particularly for EFL learners 

with limited exposure to English outside 

school. Although the effect size was modest, 

the findings suggest that educators may 

strategically leverage students’ pre-existing 

interest in online games as a bridge to 

language growth. Integrating game-based 

activities into classroom instruction can 

create more engaging, context-rich learning 

experiences that support vocabulary 

development in secondary education. 

 

5. CONCLUSION 

This study concludes that the 

intensity of playing Roblox is positively 

associated with the English vocabulary 

development of EFL junior high school 

students in Palangka Raya. Learners who 

engaged more actively and intensively with 

the game demonstrated stronger vocabulary 

achievement compared to those with lower 

levels of engagement. These findings suggest 

that online gaming platforms can serve as 

meaningful supplementary tools in language 

learning, offering authentic and contextual 

exposure to English that complements formal 

classroom instruction. 

 

The results imply that teachers can 

leverage students’ digital gaming experiences, 

including Roblox, to enrich vocabulary 

learning strategies. Integrating online games 

into classroom practice not only enhances 

learner motivation but also provides 

opportunities to encounter and use English in 

more natural and engaging contexts. 

Future research is recommended to 

explore additional factors influencing 

vocabulary acquisition, such as playing 

duration, interaction types within games, or 

differences across gender and proficiency 

levels. Further studies may also adopt 

experimental designs to assess the 

effectiveness of incorporating Roblox or 

similar platforms into structured language 

curricula. 
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