Pustakailmu.id
Volume 3 (1), 2023

HOW DISCORD APPLICATION INFLUENCES GAMERS

TO LEARNING ENGLISH

Bagus Andriansyah’
Dion Tira Erlangga®
English Education

bagusandriansyah@gmail.com

Abstract

Discord has emerged as a leading platform in the realm of online communication, providing
numerous advantages to its users. One of the key benefits of Discord is its versatility and
adaptability to various communities and interests. Whether you're a gamer, a student, an artist, or a
professional, Discord offers a space for like-minded individuals to gather, connect, and collaborate.
One advantage of Discord lies in its robust voice and video chat features. It allows users to create
voice channels, enabling real-time communication with friends, colleagues, or fellow community
members. This proves particularly useful for gamers who can coordinate strategies during
gameplay or for remote teams engaging in productive discussions. The high-quality voice and
video capabilities foster a sense of camaraderie and facilitate seamless collaboration, even when
physically apart. Another advantage of Discord is its rich text chat functionality. It allows users to
create various channels dedicated to specific topics or interests, ensuring organized and focused
discussions. These text channels foster vibrant communities where individuals can seek advice,
share knowledge, or engage in engaging conversations. Moreover, Discord supports the integration
of multimedia content, including images, videos, and GIFs, which enhances the overall user
experience and makes interactions more dynamic and engaging.
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INTRODUCTION

Discord, the popular communication platform originally designed for gamers, has found an
unexpected role in the process of English language learning [1], [2], [3]. With its user-
friendly interface and diverse range of features, Discord has become a valuable tool for
language learners to practice and improve their English skills [4], [5], [6]. One of the
primary advantages of Discord is its ability to connect users from around the world [7], [8],
[9]. Language learners can join various English learning servers or communities where
they can interact with native English speakers and fellow learners [10], [11], [12]. This
creates an immersive language environment, allowing learners to engage in real-time
conversations and practice their speaking and listening skills [13], [14], [15]. Discord
offers voice chat channels, which are particularly beneficial for language learners [16],
[17], [18]. These channels enable users to participate in voice discussions, debates, or
language exchange sessions [19], [20], [21]. By actively engaging in conversations,
learners can enhance their pronunciation, fluency, and overall confidence in speaking
English [22], [23], [24]. They can receive instant feedback from native speakers and learn
about cultural nuances that are essential in effective communication [25], [26], [27].

Furthermore, Discord provides text channels that facilitate written communication [28],
[29], [30]. Learners can share their written work, such as essays or articles, and receive
constructive feedback from the community [31], [32], [33]. They can also engage in text-
based discussions, ask questions, or seek clarification on grammar or vocabulary [34], [35].
The platform's text channels serve as a collaborative space where learners can practice
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their writing skills and receive guidance from more experienced users [36], [37], [38].
Discord's flexibility extends beyond its communication features. Language learning servers
often offer dedicated channels for sharing educational resources, such as language learning
materials, grammar guides, vocabulary lists, and interactive learning games [39], [40], [41].
These resources can be accessed at any time, allowing learners to study at their own pace
and explore different topics of interest [42], [43], [44]. Discord has emerged as an
invaluable asset in the English language learning process [45], [46], [47]. Its interactive
nature, diverse community, and array of features provide learners with an immersive and
supportive environment [48], [49], [50]. By leveraging the platform's voice and text
channels, as well as its educational resources, language learners can enhance their speaking,
listening, writing, and overall language proficiency in an engaging and enjoyable manner
[51], [52], [53].

Discord has proven to be an incredibly effective platform for learning English. Its versatile
features and active communities provide an immersive and engaging environment for
language learners [54], [55], [56]. Discord offers numerous language learning servers
where individuals can connect with native or proficient English speakers from around the
world [57], [58], [59]. Through voice channels, learners can practice their pronunciation,
fluency, and conversational skills in real-time conversations with other members [60], [61],
[62]. The text channels allow for written interactions, fostering written communication
skills, vocabulary expansion, and grammar improvement through discussions, exercises,
and feedback [63], [64], [65]. Discord also supports the integration of various language
learning bots and tools, enabling users to access vocabulary quizzes, grammar explanations,
and language exercises [66], [67], [68]. Moreover, the platform encourages cultural
exchange, as learners have the opportunity to explore different perspectives, customs, and
traditions through conversations with diverse individuals [69], [70], [71]. Overall,
Discord's interactive nature, supportive community, and diverse resources make it an
excellent tool for learning English effectively [72], [73].

Discord, the popular communication platform, has had a profound impact on gamers when
it comes to learning English [74], [75]. As an international platform connecting gamers
from all around the world, Discord has created a unique environment where players can
interact, collaborate, and compete while using English as the primary means of
communication [76], [77], [78]. One of the significant factors that contribute to Discord's
influence on English learning is its real-time voice chat feature [79], [80]. Gamers are
encouraged to engage in voice conversations during gameplay, leading to constant
exposure to spoken English [81], [82]. This exposure helps players improve their listening
and comprehension skills as they communicate with teammates, discuss strategies, and
coordinate their actions in real-time.

Moreover, Discord provides an avenue for gamers to join communities or servers
dedicated to specific games, genres, or interests [83], [84]. Within these communities,
players can participate in discussions, share experiences, and ask questions in English [85],
[86]. By actively engaging with others, gamers are motivated to express themselves in
English, gradually enhancing their speaking and writing abilities. Furthermore, the
presence of native English speakers within these communities offers an opportunity for
non-native English speakers to receive instant feedback and guidance on their language
skills.
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METHOD

In this study, the writers utilized library research techniques and subjective depiction. This
study utilized a subjective methodology zeroing in on story understanding, portrayal, and
examination. Subjective means examination dependent principally upon a constructivist
viewpoint with respect to a singular's encounter that has been by and large or socially built.
Information assortment strategies were performed by exploring or perusing sources in
books, the web, as well as in past exploration reports, and others. Most understudies can
find their assets in the library, information on the main libraries, experience with the
chapter by chapter guide and other reference works, about complex is surely a fundamental
apparatus for pretty much every understudy of writing. The information examination
procedure utilized in this study is clear investigation. To help this information, the
specialists looked for important information from different sources. Information
investigation is the methodical course of considering and orchestrating information from
meetings, perceptions, and records by coordinating the information and concluding what is
significant and which should be contemplated. also, make determinations that are
straightforward.

RESULTS AND DISCUSSION

Discord, the popular communication platform for gamers, has undeniably become a
powerful tool in influencing gamers to learn English. Through its unique features and
vibrant community, Discord creates an environment that fosters language learning in an
engaging and interactive manner [87], [88]. One of the primary ways Discord facilitates
English learning is by breaking down geographical barriers. Gamers from all around the
world can join servers dedicated to specific games, genres, or interests, allowing them to
connect and interact with fellow gamers who share their passion [89], [90], [91]. This
global community provides a diverse range of voices, accents, and cultural backgrounds,
exposing users to various forms of English expression. Engaging in conversations with
native and non-native English speakers on Discord serves as a constant exposure to the
language, improving listening comprehension and accent recognition.

Discord's voice chat feature is particularly instrumental in honing English-speaking skills.
Gamers often use voice communication during gameplay to strategize, coordinate, and
build camaraderie [92], [93]. This necessitates effective verbal communication, requiring
gamers to articulate their thoughts, express ideas, and convey instructions in English.
Regular participation in voice chats encourages gamers to overcome language barriers,
develop their vocabulary, and improve their pronunciation [94], [95], [96]. They learn to
think quickly, adapt to different accents, and enhance their overall fluency through real-
time conversations. Moreover, Discord offers text chat channels that provide a written
medium for communication. Gamers can engage in discussions, ask questions, and share
experiences related to gaming in English [97]. This written interaction allows them to
practice writing skills, expand their vocabulary, and grasp grammatical structures.
Discord's text chat also promotes a supportive environment, where users can receive
constructive feedback on their language usage, enabling them to refine their written
communication skills over time.

Discord's versatility extends beyond gaming-focused servers. Numerous language learning
communities have emerged on Discord, where gamers and language enthusiasts come
together to practice English or other languages [98], [99]. These communities often
organize language exchange events, where native English speakers and learners can partner
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up and engage in conversations, alternating between their respective languages. This
exchange of knowledge fosters a mutually beneficial environment, where gamers can learn
from native speakers and vice versa, creating a strong incentive to improve language
proficiency.

In addition to the inherent features of Discord, the platform also allows for the integration
of various bots and language learning tools. Bots can be programmed to provide
vocabulary lists, grammar explanations, and even quizzes, making language learning a
seamless part of the Discord experience [100]. These tools supplement the language
learning process, offering additional resources and guidance for gamers seeking to enhance
their English skills. Overall, Discord's application has a profound impact on gamers'
English learning journeys. By providing a global community, facilitating voice and text
communication, offering language exchange opportunities, and integrating learning tools,
Discord fosters an immersive and supportive environment for language acquisition.
Through their shared love for gaming, Discord empowers gamers to break linguistic
barriers, communicate effectively, and develop their English skills, ultimately contributing
to their personal growth and global interconnectedness.

Additionally, Discord enables gamers to access a wealth of written content in English.
Various channels within servers are dedicated to sharing game guides, tutorials, and
resources, all of which are typically available in English. By reading and comprehending
these materials, players can expand their vocabulary, understand game mechanics, and
familiarize themselves with gaming terminology in English. Furthermore, Discord's
international nature exposes gamers to different accents, dialects, and cultural perspectives.
This exposure enhances their overall language proficiency and fosters cultural
understanding. Interacting with individuals from diverse backgrounds not only broadens
their vocabulary but also encourages them to adapt to different communication styles and
learn to effectively navigate cross-cultural interactions. Discord has become a catalyst for
English learning within the gaming community. Through its real-time voice chat,
community interactions, access to written content, and exposure to diverse cultures, gamers
are motivated to improve their English skills. Discord's impact on language acquisition
extends beyond gaming, providing a dynamic and immersive environment where
individuals can develop their English proficiency while enjoying their favorite games.

CONCLUSION

Discord, the popular communication platform, has quickly become a household name
among gamers worldwide. Originally launched in 2015, Discord was designed with the
intention of providing gamers with a seamless way to connect and communicate with each
other while playing their favorite games. With its user-friendly interface, robust voice and
text chat features, and a wide array of customizable options, Discord revolutionized the
gaming community's communication landscape. As gamers began to embrace the platform,
word of its effectiveness and convenience spread like wildfire, leading to its widespread
adoption within the gaming community. Today, Discord has firmly established itself as the
go-to platform for gamers of all kinds, offering a sense of camaraderie and connection that
transcends geographical boundaries. Whether coordinating strategies in competitive games,
discussing the latest gaming trends, or simply sharing memorable gaming moments,
Discord has become an integral part of the gaming experience, cementing its status as a
vital tool in the gaming world.
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