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Abstract  

In this digital era, a lot of people around the world especially young people play online games. 

DoTA (Defense of the Ancients) 2 is one of the most popular online games played by millions of 

people around the world. DoTA 2 is a MOBA (Multiple Online Battle Arena) game, so tactics and 

strategies are crucial things in this game. In order to have good tactics and strategies, players need 

to conduct a lot of interactions with their partners during playing. Players always play with 

foreigners in every game, so English is the main language they use to communicate. Having a lot 

of interactions using English makes DoTA 2 players acquire several language skills and/or 

components. So, this study is aimed to describe and interpret players’ lived experience on how 

they acquire English vocabulary and how English affected their emotion.  
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INTRODUCTION  

That is the first line of the biography of DotA 2 hero called Anti-Mage. There are a lot of 

biographies, skills, and functions of items that we have to understand if we want to play 

DotA 2. Not all the words that contained in this game are familiar with us because most of 

the words are rarely use in our daily life. If we don’t understand the meaning of those 

words, it is hard to play this game maximally because we need to know what kind hero that 

we use, what skills that we have to use in war and what items that compatible with our 

hero (Gunawan D, 2020; Vitianingsih, 2016). 

The use of online games nowadays is rapidly increased among students. It begins to be part 

of daily routine, since it is considered as a fun and challenging activity which can be done 

only by sitting in front of a computer (Ardyanto & Pamungkas, 2018; Oktaviani & Desiarti, 

2019; Yunara & Kardiansyah, 2017). Some important parts of online gaming are goals, 

rules, challenges, and interactions that occur within the game, as well as the support of 

internet network. Online games are a structured game that is used to gain pleasure, and it 

can also be an educational tool as well (Eva Tuckyta et al., 2021; Oktaviani, n.d.; Suryono 

& Subriadi, 2016a). There are some thoughts and studies examined that playing this kind 

of game could improve one’s ability in mastering English vocabulary. Of course it refers to 

online games which use English as its medium of interaction. 
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As discussed previously, one that comes with English as its medium of interaction and 

recently is a very well-known is Defense of the Ancients 2 (DotA 2) game (Arpiansah et 

al., 2021; Oktaviani, 2017; Suryono & Subriadi, 2016b). DotA 2 is a free-to-play 

multiplayer online battle arena (MOBA) video game developed and published by Valve 

Corporation. This game is played in matches between two teams that consist of five 

players, with both teams occupying their own separate base on the map. It is a common 

thing if the players choose their teammates or the opponents from overseas. It also happens 

to DotA 2 players in Indonesia who often communicate with other players overseas either 

as a team or as the opponent. Indonesian DotA 2 players need to use an alternative 

language in order to create a well communication with each other. The alternative language 

which is commonly used is English. For the fact that the game is not the only one that uses 

English as the medium of interaction, it is also one of the most played games which have 

no other languages choice to be set as language preferred (Dhiona Ayu Nani, 2021; Sari, 

n.d.; Simamora & Oktaviani, 2020). It means, the DotA 2 players should know English not 

only to communicate with foreign players but also to understand the game itself. 

LITERATURE REVIEW  

Since English is the medium of interaction in DotA 2, and Indonesian players commonly 

use English when they do chatting with players from other countries, the players indirectly 

will be pushed to enrich their English vocabulary (Aminatun & Oktaviani, 2019; Novanti 

& Suprayogi, 2021; Pratama & Surahman, 2020). Beside they need to chat in English, they 

also have to know and understand names and functions of the game item itself which are 

instructed in English. If they don’t, they will not be able to play the game properly 

(Borman & Purwanto, 2019; Permata & Rahmawati, 2018; Suryono & Subriadi, 2016a). 

Therefore, the enrichment process of English vocabulary can actually be done while 

playing DotA 2. 

Considering that online games nowadays could help students in improving their English 

vocabulary, this study is aimed to identify students’ perception towards English vocabulary 

learning through DotA 2 within the scope of a DotA 2 players community in Bandar 

Lampung (Agustin & Ayu, 2021; Ambarwati & Mandasari, 2020; Widodo & Ahmad, 

2017). Moreover, this study focuses also on answering research question “What are 

students‟ perceptions toward the use of Defense of the Ancients 2 (DotA 2) game for 

English vocabulary learning?” 
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This study can be employed as a reference for English as foreign language learners and 

teachers. The readers especially language learners are expected to not just play game but 

also to look for the chance to acquire English vocabulary while playing online games so it 

does not have a role as entertaining tools only (Borman et al., 2018; Oktaviani, 2012; 

Rittenberry, 2005). Furthermore, this study hopefully could become an inspiration for next 

researchers who are interested in games and vocabulary learning. It is recommended for 

any researchers to dig deeper towards this issue by taking different subjects and using 

different instruments. 

METHOD  

This research applied a hermeneutics phenomenological research. Chen et al. (2019); Lina 

& Permatasari (2020); Lubis et al. (2019) states that hermeneutics phenomenology studies 

how a person interprets a phenomenon that comes from everyday experiences in life. 

Moreover, Fauzi & Sukoco (2019); Pahdi et al. (2020); Suryono et al. (2020) said that 

phenomenology is used to deeply investigate insight someone’s perception or reaction of a 

phenomenon. In other words phenomenology is an approach aims to understand the 

meanings and essences of someone’s or some people experience. So, this research tried to 

find a deeper understanding of DoTA 2 players’ experiences in acquiring English. 

As we know DoTA 2 is one kind of MOBA (Multiplayer Online Battle Arena) game or 

also is known as Action Real-Time Strategy (ARTS) game which is not a serious game 

designed to learn English, we can say that it was a unique phenomenon happened to the 

players. Furthermore, this research was intended to find the essence or the meaning of 

playing DoTA 2 and its correlation to the improvement of their English mastery. 

This research conducted purposive sampling because the researcher used personal 

judgment to choose the sample based on prior information and the researcher’s believe that 

the participants were able to give any information that she needed (Baker & Edwards, 2012; 

Febrian & Fadly, 2021; Nani & Ali, 2020). The researcher’s judgement was the higher 

their MMR the more experienced they were and how long they had been played would 

influence their feeling and opinion about the meaning of DoTA. The researcher’s belief 

was those criteria might give in-depth information to answer the research question. 

In collecting the data, this research conducted interview to participants. I drew up the 

questions for the instrument as follow: 
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1. Can you please describe as detailed as possible about DotA 2? 

2. What are important aspects do you need to play this game? Why? 

3. How long have you been played DotA 2? 

4. How many hours do you spend your time to play this game in a week? 

5. Do you have experience playing with foreigners? How often? 

6. What language do you use to communicate with your foreigners partners? 

7. Have you ever faced any difficulties in communicating with foreigners while 

playing? What did you do to solve it? 

8. Do you think there is relationship between your ability levels in playing with 

your English mastery? 

9. How important is interaction in this game? 

10. How often do you need to interact with your partners during the game? 

11. In what condition do you need to do interaction with your partners? What for?  

12. Do you have any problem in interact with your foreign partner related to 

English mastery? How did you solve it? How do you feel about that? 

13. What kind of interaction that you do? (spoken or written) 

14. What kind of interaction is more dominant? 

15. Do you think there is any improvement of your English since you play this 

game? 

16. Can you please explain how this game affects your English? 

17. Do you think your ability to pronounce words in English correctly is improved 

since you play this game? How?  

 

In gathering the data, the researcher used an in-depth interview which was standardized 

open-ended interview. Standardized open-ended interview was one of interviewing 

strategies in which the interviewer asked exactly the same questions with same sequence to 

participants so the interviewer would easily see the patterns and compare their answer. 

Helmy et al. (2018); Sari & Wahyudin (2019) argues that this kind of interview uses same 

wording and order for all interviewees and questions are open-ended format. During the 

interview the researcher would record the process using digital recorder (smartphone) and 

take a note. 

RESULTS AND DISCUSSION  

Becoming a Medium for Fun Learning 

A fun game like DotA 2 can create an atmosphere that decreases boredom. Making DotA 2 

game as a medium for learning vocabulary could be a great way to revive participants’ 

interest in learning and often also help them absorb and retain more information rather than 

have to study or doing assignments. Based on the data collected, it was found that 7 out of 
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the total 9 participants in this study revealed that the use of DotA 2 game could help them 

increase English vocabulary due to its fun activity.  

Increasing Students’ Motivation 

Playing game can increase participants’ motivation to learn. DotA 2 has a number of 

information and instructions to be comprehended in English. As the players are eager to 

know each content, their motivation unconsciously increased. Motivation also raised when 

awards or good scores in the game drive the players to take an action. From the data 

collected, there were 5 out of the total 9 participants expressed that the DotA 2 game could 

be a motivation in learning vocabulary. 

In accordance with the theory on language acquisition by Rido & Sari (2018) learners of 

languages need to be motivated in order to acquire language efficiently and motivation is 

best produced in low-stress environment. In, comparing to the theory and the participants‟ 

responses, DotA 2 might be one of the ways to increase learners‟ motivation in learning. It 

offers more challenging activities of vocabulary learning process since the game has 

various descriptions of the game items to be understood. When the learners have the ability 

to solve the problem but they are not motivated, they might not end up solving it. On the 

other side, when the learners are highly motivated even though they have limited ability, 

the motivation will assist them to find the means to accomplish a task and eventually 

enhance the ability (Skill, n.d.; Thornton & Houser, 2005). Thus, when the participants feel 

they are challenged by playing such game, they might give more effort to upgrade their 

account level that also means they were unconsciously will know more new word while 

playing the game. 

Enriching Vocabulary 

DotA 2 provides words that the players rarely acquired in daily conversation. By finding 

the meaning of those words, the players would enhance their vocabulary bank. Based on 

the interview, all of the participants agreed that the game could assist in enriching 

vocabulary. 

CONCLUSION  

Having analyzed the result of the study, finally the researcher arrived in several 

conclusions that will reveal the answer of the research question and the research goal. The 
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research question is “what is the lived experience of Defense of The Ancients 2 players in 

correlation to their English mastery?”. This study is aimed to describe and interpret how 

DoTA 2 affects the players’ English skills, English components, and emotion. Here are the 

conclusions of this study: 

1. Players got exposure to English when conducting a lot of interaction during played 

DoTA 2 that they acquired English skills and components. 

2. Players found several language difficulties when they communicated with their 

partners using English, such as lack of grammar and vocabulary, varied accents, and 

difficulties in understanding each other. However, the issue facilitates them to acquire 

second language. 

3. Players’ English mastery affected their performance. The better they could 

communicate using English, the better teamwork they could build. 

4. Players’ English mastery affected their emotion. Their confidence and pride would 

increase when they could communicate using good English so that they could manage the 

game well. Contrarily, they would feel upset when language problem caused the process of 

communication then destroy the result of the game (Febriantini et al., 2021). 

5. Having good English motivated players in playing DoTA 2 since it facilitates them 

in communicating. 

Based on the result of the study, DoTA 2 players conducted a lot of interaction using 

second language fluently. They could express their idea and emotion without anxiety. They 

just spoke and delivered their thought using English confidently. But then as the result they 

accidentally acquired English through interaction. So, for English teachers it is better to 

consider students’ emotion during the teaching and learning process so that students can 

absorb the knowledge language optimally. 

Related with English in DoTA 2, participants believed that their vocabulary increased 

sharply, meanwhile grammar issue was the main problem during communication. So that 

for those who want to play online games involving interaction like DoTA 2, it is better to 

deepen the grammar in order to have better interaction.  
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Finally, for further studies in the future the researchers can try to conduct research related 

with SLA and online game besides of DoTA 2, such as MMORPGs (Massively 

Multiplayer Online Role-Playing Online Games) that contains varied English input for 

examples player need to read long instruction, task description, role and hero description, 

etc. 
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