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Abstract

This research was conducted to determine whether playing games affects English-speaking
students, especially students' reading comprehension skills in the academic field/in the
classroom. The students studied were students of the English language education program at
the Faculty of English, Mulawarman University, class of 2019. This research used a mixed
methods approach with a case study design. This research involved 5 English students from the
English Faculty of Mulawarman University class of 2019. Mixed method data is taken from
interviews and quantitative data is taken from tests as a tool to validate and convince interview
data. This research found that students felt helped by playing online games and improving their
English language skills, especially their ability to read and understand in class. This research
also found that although in theory, online games can improve students' English skills, there are
also challenges behind it all. For the students themselves, they face challenges such as
unfamiliar words which make it difficult for them to understand the context/message they want
to convey when reading while playing online games.
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1. Introduction

Reading comprehension is an essential skill for academic success and lifelong learning.
In the digital era, where information is predominantly conveyed through text, the ability to
effectively interpret and analyze written content has become even more critical. However,
recent trends in digital entertainment, particularly the rise of online gaming, have sparked
debates about their potential effects on cognitive and academic abilities, including reading
comprehension.

Online games are increasingly popular among university students, offering interactive
and immersive experiences. While gaming is often associated with leisure and
entertainment, it also provides opportunities for players to engage with text-based
narratives, in-game instructions, and real-time communication with other players. These
interactions may indirectly influence players' reading skills, especially when conducted in
a second or foreign language, such as English.
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This study focuses on students from the Class of 2019 in the English Education Program
at Mulawarman University, a group familiar with both academic reading tasks and online
gaming environments. The research explores whether their engagement with online games,
often involving complex language processing, has any correlation with their academic
reading comprehension. By combining qualitative and quantitative methods, this study
aims to provide a nuanced understanding of the interplay between gaming habits and
academic performance.

The findings of this research may offer valuable insights into how digital platforms can
either hinder or enhance essential academic skills. Furthermore, it seeks to contribute to
the growing body of literature on the educational implications of online gaming, offering
recommendations for educators and policymakers on leveraging these platforms for
academic purposes.

2. Literature Review

Reading is a fundamental process that involves decoding and understanding written
texts. Grallet (2004) describes reading as a continuous guessing process, emphasizing the
importance of context and prior knowledge. Similarly, Brown (2004) highlights reading as
both a skill expected of learners and a process of negotiating meaning from texts. Dewi et
al. (2020) explain that reading involves applying skills to comprehend written content,
enabling readers to extract information effectively. This process requires both word
recognition and comprehension to interpret written material successfully.

Reading comprehension refers to the ability to extract and construct meaning from
written texts. Snow (2002) defines it as an interactive process involving the reader and the
text, while Klingner (2007) highlights the complexity of coordinating word recognition,
fluency, and background knowledge. Healy (2002) emphasizes that reading comprehension
enables readers to interpret texts, not only by understanding individual words but also by
grasping the overall meaning. It is a crucial skill for gaining knowledge and making
inferences from written materials.

Online games are interactive digital platforms that connect players via the internet.
Severin et al. (2005) describe them as internet-based entertainment that enables real-time
communication among players. Derryberry (2007) notes that online games often feature
interactive multimedia elements and require internet access for multiplayer functionality.
Kaustar (2019) adds that online games can be accessed anytime and offer visually engaging
content, supporting collaboration and communication among players worldwide.

Online games can serve as effective tools for enhancing language learning. Rauuf et al.
(2020) explain that games motivate learners by making language acquisition enjoyable.
However, while games encourage vocabulary development and comprehension, some
students are skeptical about their overall effectiveness and worry about potential
distractions. Despite these concerns, video games offer interactive environments that can
improve language skills through immersive experiences.

Several studies have explored the connection between online games and English
learning. Fenny Yutika Seli and Imam Sentosa (2020) found that video games positively
influenced English acquisition, especially in reading comprehension. Similarly, Surya
Kelana Putra et al. (2023) showed that using games in lessons increased students'
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enthusiasm, vocabulary retention, and reading skills. Lakuana et al. (2023) discovered that
online games improved students' speaking, reading, writing, and listening skills. Jingjing
Zhang et al. (2023) highlighted how online games like "Glory of Kings" fostered personal
growth and cognitive development, benefiting language learning. Lastly, Adil Dananjaya
(2019) found that Mobile Legends helped students expand their vocabulary and integrate
it into daily use.

While previous studies focused on specific language skills or games, this research aims
to explore how various online games affect reading comprehension, providing a broader
perspective on the role of gaming in language learning.

3. Methods

This study employs a mixed-method case study approach to investigate the impact of
online gaming on students' reading comprehension in online games and classroom contexts.
Creswell (2018) defines mixed methods as integrating qualitative and quantitative
approaches to gain a comprehensive understanding of research problems. This design
mitigates the limitations of each approach while maximizing their strengths

Purposive sampling was used to select participants who met specific criteria. The
participants were students from the English Education program, Class of 2019, at
Mulawarman University. They were chosen for their accessibility, recent experience (3—4
months) with online gaming, and willingness to participate in interviews and reading
comprehension tests.

The data for this study were collected using two instruments: structured interviews and
a reading comprehension test. The interviews, featuring open-ended questions, explored
participants' experiences and perceptions of how online gaming influenced their reading
skills, with responses recorded and transcribed for analysis. To validate the interview data,
a descriptive reading comprehension test adapted from a TOEFL test provider (EDUPAC
ID) was administered. Participants read a passage and answered 10 multiple-choice
questions, providing measurable insights into their reading performance.

Initially, nine participants were targeted, but only seven met the criteria during the first
phase. Following a results seminar, re-interviews and tests were conducted, leaving five
participants who were still eligible due to others graduating. Participants were recruited
through announcements and collaboration with class representatives.

The data were analyzed using a mixed-method approach (Creswell, 2018) and thematic
analysis (Braun & Clarke, 2006). Qualitative data were coded, categorized, and
thematically analyzed, while test results provided quantitative validation. The process
followed the Miles, Huberman, and Saldana (2014) framework, including data reduction,
visualization, and conclusion drawing.

To ensure data reliability and validity, methodological and theoretical triangulation
were employed. Findings from interviews and tests were cross-verified with relevant
theories (Denzin & Lincoln, 2018).
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4. Result

The study investigated the impact of online gaming on students' reading comprehension in
both gaming environments and classroom settings through interviews and reading tests with
five participants. The findings indicate that integrating online games into English learning
effectively enhances students' reading abilities and overall English proficiency. Participants
reported increased enthusiasm for English subjects and found games to be an engaging medium
that facilitates the acquisition of new vocabulary and improves comprehension skills. This
aligns with the research of Al-Jifri & Elyas (2017) and Hung et al. (2018), which highlight the
positive relationship between gaming and language proficiency.

Furthermore, the study revealed that online games offer a distinct reading experience
compared to traditional printed texts. The incorporation of sound and visual elements in games
made reading more interesting and immersive, as supported by Mizrachi Diane (2014). Games
also promoted strategic thinking, analysis, and problem-solving, which contributed to enhanced
reading comprehension (Fenny Yutika Seli & Imam Sentosa, 2020; Lakuana et al., 2023).
Despite these benefits, participants faced challenges such as encountering unfamiliar
vocabulary and complex sentence structures, consistent with findings by Husna et al. (2022).

Quantitative test results corroborated the qualitative data, with all five participants scoring
above 7 out of 10 in reading comprehension tests. This improvement validates the participants'
self-reported experiences and demonstrates that online gaming can positively influence
academic reading performance. These results are in line with studies by Rochimah and Muslim
(2021) and Ronimus et al. (2014), which emphasize the effectiveness of digital games as
educational tools.

5. Discussion

Overall, the study concludes that online gaming not only makes English learning more
enjoyable but also significantly enhances students' reading comprehension skills in academic
contexts. The positive correlation between gaming and improved reading abilities suggests that
well-designed digital games can be a valuable asset in language education, fostering both
engagement and academic achievement.

6. Conclusion

This study aimed to investigate whether playing online games while reading stories or
text within the game can enhance students' reading abilities, how students understand and assess
their reading skills, and whether there is a potential link between playing games and students'
reading comprehension in class. The findings confirmed that there is a positive impact from
reading text or stories in online games on students' reading comprehension in academic settings.

The study revealed several valuable outcomes. First, it was found that playing online games
contributes to vocabulary development and contextual understanding, which in turn aids
comprehension of formal academic texts. Second, the research expanded knowledge on the
benefits of gaming, particularly in the area of academic reading—an often overlooked field.
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The study highlighted the accessibility and playability of online games, along with
advancements in technology and the availability of free online games with strong narratives,
such as Arknights, Genshin Impact, Grand Theft Auto, and Command and Conquer.

However, the study also identified several challenges, including unreliable internet
connections in Indonesia, especially in rural areas, and the difficulty students face in accessing
modern technology and the internet. Additionally, many students struggled with reading and
comprehending formal English used in games.

In conclusion, the study demonstrates that playing online games can improve students'
reading comprehension skills, despite some obstacles like poor internet and access issues. The
research contributes to the growing body of knowledge on the potential benefits of integrating
online games into language learning programs, particularly in enhancing reading
comprehension abilities.

References

Adams, E. & Rollings, A. (2005). Fundamentals of Game Design. In Life Sciences (Vol.

77, Issue 22). https://doi.org/10.1016/j.1fs.2005.03.030

Agustini, W., & Marleni, M. (2023). the Impact of Online Game Addiction on Learning
Enthusiasm To Promote the Students’ Motivation To Learn. Esteem Journal of English
Education Study Programme, 6(2), 370-382.
https://doi.org/10.31851/esteem.v6i2.12328

Ahmed, R. (2016). The role of English to enrich effective communication. Ashvamegh, 15, 2.

Al-Jifri, A., & Elyas, T. (2017). The Impact of Video Games in the Acquisition of English
Language: The Case of Saudi Youths. Journal of Foreign Language Education and
Technology, 2, 15-35.

Anas Sudijono. (2013). Pengantar Evaluasi Pendidikan. Jakarta: Raja Grafindo Persada.

Ashraf, H., Motlagh, F. G., & Salami, M. (2014d). The impact of online games on learning
English vocabulary by Iranian (Low-intermediate) EFL learners. Procedia - Social and
Behavioral Sciences, 98, 286-291. https://doi.org/10.1016/j.sbspro.2014.03.418

Brown, H. D. (2003). Testing, Assessing, and Teaching. Language Assessment: Principles and
Classroom Practices, 315. https://evelintampubolon.files.wordpress.com/2016/09/h-
_douglas_brown_-_language_assessment.pdf

Callaghan, G., Baxter, J., McAvoy, J., Dr, G., Callaghan, Hall, W., & Keynes, M. (2018). The
Future of Online Teaching and Learning and an Invitation to Debate. In Creativity and
Critique in Online Learning: Exploring and Examining Innovations in Online Pedagogy.
https://doi.org/10.1007/978-3-319-78298-0_13

Creswell, J. W., & Creswell, J. D. (2018). Mixed Methods Procedures. In Research Design:
Qualitative, Quantitative, and Mixed Methods Approaches.

Creswell, J., & Guetterman, T. (2018). Educational Research: Planning, Conducting, and
Evaluating Quantitative and Qualitative Research, 6th Edition.

Creswell, J. W., & Poth, C. N. (2018). Qualitative inquiry and research design: Choosing among
five approaches. Sage publications.

18



E3L: Journal of English Teaching, Linguistic, and Literature

e-ISSN 2597-9442
DOI: https://doi.org/10.30872/e3l.v7i1.4398
Volume 7 (1), 2024, page 14-21

Dananjaya, A., & Kusumastuti, D. (2019). Students’ Perception of Online Game Mobile
Legends for Vocabulary Development. ELLITE: Journal of English Language,
Literature, and Teaching, 4(2), 53-58. https://doi.org/10.32528/ellite.v4i2.2626

Denzin, N. K. (2009). The Research Act: A Theoretical Introduction to Sociological Methods.
In Nucl. Phys. (Vol. 13, Issue 1). Routledge.

Derryberry, A., & Serious, 1. (2007). Serious games: online games for learning. Serious Games,
9, 1-15. http://www.adobe.com/resources/elearning/pdfs/serious_games_wp.pdf
Fahdilla, Harahap, A., Sulistia, N., Sy, T., Asty, R., Deswinta, R., & Putra, S. (2023). Improving
The Students’ Reading Skills ByUsing Games At MTS Negeri 1 Deli Serdang.
ENGLISH JOURNAL OF INDRAGIRI, 7, 335-342.

https://doi.org/10.32520/eji.v7i2.2401

Frankael, J. R., & Wallen, N. E. (2009). Statistics in perspective. How to Design and Evaluate
Research in Education, 13(1), 241-258.

Fraenkel, J., Wallen, N., & Hyun, H. (2011). How to Design and Evaluate Research in
Education. In Journal of American Optometric Association (Vol. 60).

Genidal Riadil, 1. (2020). Investigating EFL Learners Reading Comprehension Problems and
Strategies In Tidar University. JELLT (Journal of English Language and Language
Teaching), 4, 48-58. https://doi.org/10.36597/jellt.v4i1.7690

Grallet, F. 2004. Developing Reading Skills. United States of America: Cambridge University
Press

Hamid, F., Zulfa, S., Ariwibowo, T., Husna, N., & Hidayat, D. (2022). Students' Descriptive
Writing Performances In Online English Language Classroom. IJEE (Indonesian
Journal of English Education), 9, 59-78. https://doi.org/10.15408/ijee.v9i1.24498

Healy, C. (2002). Reading: What the experts say. The Lowdown on The National Reading
Panel. Retrieved on December 18, 2017 from
www.peatc.org/fact%20Sheets/reading.pdf

Hendra. (2023). Contoh Soal Toefl reading Dan Kunci jawabannya. Edupac ID.
https://www.edupac-id.com/blog/contoh-soal-toefl-reading/

Hubbard, R. (2012). The Really Useful elearning Instruction Manual. In Wiley eBooks.
https://doi.org/10.1002/9781118375860

Jaelani, A., Fauzi, H., Aisah, H., & Zagiyah, Q. Y. (2020). PENGGUNAAN MEDIA ONLINE
DALAM PROSES KEGIATAN BELAJAR MENGAJAR PAI DIMASA PANDEMI
COVID-19 (Studi Pustaka dan Observasi Online). Jurnal IKA PGSD (lkatan Alumni
PGSD) UNARS, 8(1), 12. https://doi.org/10.36841/pgsdunars.v8il1.579

Kaustar. (2019). The Effect of Online Games on Academic Achievement. State Islamic
University Ar-raniry Banda Aceh.

Klingner, J., Vaughn, S., & Boardman, A. (2007). Teaching Reading Comprehension to
Students with Learning Difficulties. What Works for Special-Needs Learners.

Guilford Publications.

Lakuana, N., Wahyu, D., Adam, D., & Rullu, S. M. (2023). the Effect of Online Games on
English Language Skills. Beej, 4(1), 2722-1377.

Librarian, H. A., & Professor, M. N. A. A. (n.d.). Experiences of online reading.

Digital Commons@University of Nebraska - Lincoln.
https://digitalcommons.unl.edu/libphilprac/4131/

19


http://www.adobe.com/resources/elearning/pdfs/serious_games_wp.pdf
http://www.peatc.org/fact%20Sheets/reading.pdf
http://www.edupac-id.com/blog/contoh-soal-toefl-reading/
http://www.edupac-id.com/blog/contoh-soal-toefl-reading/

E3L: Journal of English Teaching, Linguistic, and Literature

e-ISSN 2597-9442
DOI: https://doi.org/10.30872/e3l.v7i1.4398
Volume 7 (1), 2024, page 14-21

Li, F., Zhang, D., Wu, S., Zhou, R., Dong, C., & Zhang, J. (2023). Positive effects of online
games on the growth of college students: A qualitative study from China. Frontiers in
Psychology, 14, 1008211. https://doi.org/10.3389/fpsyg.2023.1008211

Meylana, A. (2019). Students’ reading comprehension ability and problems in an advanced
reading comprehension class. 40.

Miles, M., Huberman, M., & Saldafa, J. (2013). Qualitative Data Analysis: A Methods
Sourcebook. In Zeitschrift fur Personalforschung (Vol. 28).

Mizrachi, D. (2014). Online or Print: Which Do Students Prefer? In Communications in
Computer and Information Science (Vol. 492). https://doi.org/10.1007/978-3-319-
14136-7_76

Nur, M. R. O., Ardita, Y., & Oliviera, B. (2020). Digital Native Students’ Perspectives of Online
Games Use for Learning Grammar in English Class at Avizena.Edu Private Course.
Jurnal Studi Guru Dan Pembelajaran, 3, 24-30.
https://doi.org/10.30605/jsgp.3.1.2020.236

Pokhrel, S., & Chhetri, R. (2021). A Literature review on Impact of COVID-19 Pandemic on
teaching and learning. Higher Education for the Future, 8(1), 133-141.
https://doi.org/10.1177/2347631120983481

Rochimah, H., & Muslim, S. (2021). Students’ Perceptions in Using the Kahoot! Game on
Reading Comprehension Learning. AL-ISHLAH: Jurnal Pendidikan, 13, 2213 2222.
https://doi.org/10.35445/alishlah.v13i3.1115

Ronimus, M., Kujala, J., Tolvanen, A., & Lyytinen, H. (2014). Children’s engagement during
digital game-based learning of reading: The effects of time, rewards, and challenge.
Computers and Education, 71(April 2020), 237-246.
https://doi.org/10.1016/j.compedu.2013.10.008

Sadeghi, M. (2019). A Shift from Classroom to Distance Learning: Advantages and Limitations.
International Journal of Research in English Education, 4, 80-88.
https://doi.org/10.29252/ijree.4.1.80

Sari Dewi, R., Hasanah, U., & Wahyudi, A. (2020). Reading Interest And Reading
Comprehension.  Talent  Development &  Excellence, 12(1), 241-250.
http://www.iratde.com

Seli, F. Y., & Santosa, I. (2022). The Role of Video Games in Learning English. ljlecr -
International Journal of Language Education and Culture Review, 8(2), 56-67.
https://doi.org/10.21009/ijlecr.v8i2.32013

Severin, Werner J. and Tankard, James W. 2005. Communication Theory: History, Methods,
and Applications in Mass Media. Jakarta: Kencana

Snow, C. (2002). Reading for understanding: toward an R & D Program in reading
comprehension. Santa Monica, CA: RAND.

Sinaga, A. S. R. (2022). Analysis of Students’ Reading Comprehension of Descriptive Text at
SMK Negeri 2 Pematangsiantar. Indonesian Journal Education, 1(2), 56— 59.
https://doi.org/10.56495/ije.v1i2.297

Taherdoost, H. (2020). Different Types of Data Analysis; Data Analysis Methods and
Techniques in Research Projects. International Journal of Academic Research in
Management (IJJARM), 9(1), 1-9.

20


http://www.iratde.com/

E3L: Journal of English Teaching, Linguistic, and Literature

e-ISSN 2597-9442
DOI: https://doi.org/10.30872/e3l.v7i1.4398
Volume 7 (1), 2024, page 14-21

Udin, M. (2018). Reading Comprehension: A Study on the Correlation between Grammar and
Logic. Language: Journal of Linguistics, Literature, and Language Education, 1(1), 62—
72. https://doi.org/https://doi.org/10.5281/zenod0.1415299

Xu, Z., Chen, Z., Eutsler, L., Geng, Z., & Kogut, A. (2019). A scoping review of digital game-
based technology on English language learning. Educational Technology Research and
Development, 1-28. https://doi.org/10.1007/s11423-019-09702-2

21



