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Abstrak

Nama . Alfathi Hafizh Zhillansyah

Npm : 41182003200007

Program Studi - Sastra Inggris

Judul : Pemerolehan Kosakata Insidental Melalui Mobile Legends: Bang Bang

Penelitian ini bertujuan untuk mengeksplorasi pemerolehan kosakata insidental melalui permainan Mobile
Legends: Bang Bang (MLBB). Permasalahan yang diteliti adalah sejauh mana fitur dalam game, seperti
teks, dialog, dan audio narator, memfasilitasi pemerolehan kosakata bahasa Inggris secara tidak disengaja.
Menggunakan teori Incidental Vocabulary Acquisition oleh Ellis, teori pengulangan oleh Nation, dan teori
affective filter oleh Krashen, penelitian ini menganalisis data dari 7 partisipan yang telah bermain MLBB
selama 3-5 tahun. Data dikumpulkan melalui wawancara dan dinilai berdasarkan aspek pengucapan, makna,
dan penulisan kosakata. Hasil penelitian menunjukkan bahwa paparan berulang melalui fitur game
membantu pemerolehan kosakata secara signifikan, dengan kata-kata seperti "Hero" dan "Diamond” lebih
mudah dipahami dibandingkan kata yang kurang umum seperti "Brawl." Durasi bermain dan frekuensi
paparan menjadi faktor utama keberhasilan. Penelitian ini menyimpulkan bahwa MLBB dapat menjadi
media pembelajaran bahasa yang efektif secara tidak langsung.

Kata Kunci: pemerolehan kosakata insidental, Mobile Legends: Bang Bang, paparan bahasa, teori
pengulangan.



Abstract

Nama . Alfathi Hafizh Zhillansyah

Npm : 41182003200007

Program Studi : English Literature

Judul - Incidental Vocabulary Acquisition Through Mobile Legends: Bang Bang

This study aims to explore incidental vocabulary acquisition through the game Mobile Legends: Bang Bang
(MLBB). The problem investigated is the extent to which in-game features, such as text, dialog, and
narrator audio, facilitate incidental English vocabulary acquisition. Using Ellis' Incidental Vocabulary
Acquisition theory, Nation's repetition theory, and Krashen's affective filter theory, this study analyzed data
from 7 participants who had played MLBB for 2-5 years. Data were collected through interviews and
assessed based on aspects of pronunciation, meaning, and vocabulary writing. The results showed that
repeated exposure through game features helped vocabulary acquisition significantly, with words such as
“Hero” and “Diamond” being more easily understood than less common words such as “Brawl.”” Duration
of play and frequency of exposure were the main factors for success. This study concludes that MLBB can
be an effective indirect language learning medium.

Keywords: incidental vocabulary acquisition, Mobile Legends: Bang Bang, language exposure, repetition
theory.



Daftar isi

Surat Pernyataan Bebas PIAagiariSIMe .........coouiiiiiiiiiie e iii
Halaman Pernyataan OriSINAITAS .........cooiiiiiiiiiiiie e iv
Lembar Persetujuan Dosen PemBImMBDING .........ccoviiiiiiiii e v
Halaman PengeSahan ..........oooiiiiiiiie e Vi
(=1 r= B =T T oY o] 7= Y PRSP vii
ADSTIIAK ...t r et e e e e e s r e e e es iX
Y 0153 = Tod S T P PRSPPI X
(D=1 =T I PP P TR Xi
BAB 1 PeNUANUIUAIN ..ottt nne e 1
1.1. LatarBelakang........cccooooiiii 1
1.2, 1dentifikasi MAS@lah ...........cccviiiiiiiii e 6
1.3, TUJUAN PENEITIAN ...t 7
1.4, Manfaat PeNelitian ...........cooiiiiiiiiiie e 7
1.5. Kerangka PemiKIiran ..........cooiiiiiiiiiiee ettt e e e as 8
BAB 2 Tinjauan Pustaka dan Kerangka TEOK..........cccuviiiiiiee et ee e envvae e 10
2.1, TINJAUAN PUSTAKA ........uuiiiiiiie et e s e e e e e s et e e e e e e e s e e anneees 10

2.1.1 Investigating the Potential of Online Video Games in Enhancing EFL

Learners' Communication Skills (Toufik & Hanane, 2021)..........ccccccovcuveeenns 10

Xi



2.1.2 The Role of Video Game in Learning English (Seli & Santosa, 2022).......... 11

2.1.3 Influence of Video Games on the Acquisition of the English Language

(Winaldo & OKtaviani, 2022) .........coeuiuuiieeiiiiiee et 12

2.2, KEIaNGKA TEON ....uuviiiiiiiiiie ettt e e e e e s s e e e s e e e e 14

2.2.1 Pemerolehan Bahasa Pertama..........ccccoovvvieiiiiiee e 14

2.2.2 Pemerolehan Bahasa Kedua...........cccoiiiiiiiiiiiiiiiiee e 16

2.2.3 Teori Pemerolehan Bahasa ...........ccceviiiiiiiiiiiiiee e 19

2.2.4 Incidental Vocabulary ACQUISITION .........coouiiiiiiiiiiie e 25

2.2.5 Input Video Game dalam Incidental Vocabulary Acquisition ........................ 27

BAB 3 Metodologi PENEIILIAN .........uuuiiieiiiiiii s anasnsnsnsannnnsnnnnnnns 29
3.1. Pendekatan Penelitian...........cccooiiiiiiiiieiiii s 29

700 0 I o= U (5] o =Y o R 29

3.2. Metode Pengumpulan Data............cccueeieiiiiiieeiiiieee e 31

3.3, Metode ANAIISIS DALA. ........cceiiiiiiieiiiiiee et 32

BAB 4 HaSIl PENEIILIAN .......cooiiiiiiieiee e 36
4.1. Bentuk Paparan Bahasa Inggris dalam Mobile Legends: Bang Bang ................... 36

0 - oo U EEPPR 36

4.1.2 KONEKS TEKSTUAL.......coiiiiiiiiiiiiic s 39

4.1.3 AUAIO NBIFALOT .....eeieiiiiie ettt e e et e e e eas 42

4.2. Pemerolehan Kosakata melalui Mobile Legends: Bang Bang ..........cccccceeeevinnneee. 43

4.2.1 Tataran Pengucapan (Pronunciation)..........ccccccceeveiii e, 43

4.2.2 Tataran Makna (MaNING).......uceeeeeeiiiiiiiiiiieeiee e e e et e e e e e s e s sirrree e e e e e e e e e eneeees 45

Xii



4.2.3 Tataran Penulisan (WrtiNg) .......coooeveiie e, 47

4.3. Keterkaitan dengan Incidental Vocabulary ACQUISITION...........ccooiveeriiiiiieeeiiiiieeeene 49
BAB 5 KESIMPUIAN ....ceieiiiiiiieiee et e et e e et e e e s e e e 51
DATTAI PUSTAKEA ....eeietiieeeiieee ettt e et e e e s e e e et e e e e s b e e e e s annn e e e e e nnes 53
RESEAICH SUMIMAIY ..o e s e e e s e e 55

Xiii



