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Abstract: This study explores students’ perceptions of Roblox to study English as a Second
Language (ESL). Roblox provides a dynamic platform where players learn English
through chat interactions, game instructions, and teamwork, fostering global connections
that make language practice and cultural exchange easier. A mixed-method approach was
employed, combining questionnaires and interviews. Questionnaire data were analyzed
for validity and reliability, while interview data were examined using inductive,
deductive, and comparative analysis techniques. Findings reveal that student’s perceive
Roblox positively regarding its impact on English competence. Participants reported
vocabulary improvement through exposure to new words and phrases during gameplay.
However, challenges persist, particularly in grammar, as limited proficiency often hinders
the clarity and precision of communication. Student’s highlighted the importance of
grammar in ensuring that listeners effectively convey and understand messages. This
study underscores the potential of online gaming platforms like Roblox as innovative
tools for ESL learning, while also identifying areas for improvement to address language
barriers more comprehensively.
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INTRODUCTION

In recent years, English learning has shifted significantly from traditional direct
instruction to online approaches, with technology playing a major role in this transition
(Mujayanah et al., 2023; Zuhri et al., 2021; Maruf et al., 2021). A notable change is
integrating digital games in classrooms, particularly for teaching English vocabulary.
Many educators now use games to help student’s build English skills, and Roblox is one
popular option. Roma U. Long (2019); Rosydiyah, (2022); Maruf & Anjely, (2020)
explain that most teachers see video games as effective classroom tools, especially
because they engage and motivate student’s, particularly those who struggle with
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traditional methods. For games to be effective, they should have clear goals, providing
educational value and entertainment.

Video games are increasingly recognized as tools to boost student engagement
and improve learning outcomes (Maruf, 2023; Maruf & Halyna, 2023). Matthew Barr
(2017) found that commercial video games can enhance communication, adaptability,
and resourcefulness in adult learners, highlighting the potential benefits of gaming in
education. These findings point to the value of game-based learning in academic settings.
Roblox, one of the largest user-generated online gaming platforms, offers over 65.5
million user-created games and engages a vast community of children and teens. It
provides a virtual space for users to create games, explore communities, and learn
programming skills by designing their worlds.

Online games have become a key part of educational, social, and cultural activities
today. While many critics still view online games negatively, growing research shows
their potential as valuable learning tools. Student’s increasingly expect not just accessible
e-learning but also engaging and personalized experiences in remote. Roma U. Long
(2019) states that learning games are highly motivating in language education, as they are
entertaining and engaging, offering opportunities to practice various language skills and
communication styles.

In English learning through games, language barriers can affect progress,
especially for ESL (English as a Second Language) learners, impacting their
communication, comprehension, and success (Kamil, 2024; Phuteh et al., 2024);
Firmansyah & Asmara, 2024). With English as a global lingua franca, proficiency is
crucial for accessing education, career opportunities, and social integration. This paper
discusses: 1) How do students’ perceive Roblox games when studying English as ESL,
and 2) What does specific language barriers arise when studying English by playing
Roblox.

LITERATURE REVIEW

Game in Language Learning

A game is a type of play in which players agree on a set of rules that provide social
status to their quantifiable results. (Frasca. 2007; Firmansyah & Asmara, 2024; Imron et
al., 2024). Frasca believes that social standing is determined not just by winning and
losing, but also by overall player performance. There is no way to opt out of the
repercussions of gaming. According to Arif Wibisono (2017), games are the media used
to convey a message to the general public in the form of a game that can be entertaining.
According to Arlita Dwi Sentani et. al (2022) explain if Wordwall games can help
student’s more easily in doing assignments, questions, quizzes, and tests. The medium is
used to eliminate boredom and improve assignments, questions, quizzes, and tests. Where
games are usually played independently or by more than one player and games are not
only entertainment but have an impact on learning in schools. The entertainment side of
games can motivate student’s to learn so that there is an increase in student’s
understanding of the concepts contained in the game.

Student’s perceptions of games, several researchers are explaining among others
Florence W. M. Yip (2007) notes that student’s and teachers view online games as
effective tools for vocabulary learning, as they boost motivation, provide a sense of
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accomplishment, and offer development opportunities. Adil Dananjaya & Dyah
Kusumastuti (2019) explain that games like Mobile Legends not only entertain but also
help student’s learn English. Susana A. Eisenchlas et al. (2015) add that bilingual children
can improve their literacy skills in their home language through online games. Mutia-Al
Jannah et al. (2023) found that student’s believe games like Quizizz increase their
motivation to learn. According to Ni Luh Ayu (2023) the learning process using games is
very important in the English teaching and learning process because it can increase
feelings of comfort, make learning fun, increase student interest in learning, make it easier
for student’s to understand the material, and reduce student anxiety.

Roblox in Language Learning

Roblox is a massively popular online platform and game creation system that
allows users to design their games and experiences and share them with others. Roblox is
both a platform and a game creation system. It provides users with tools to create games
using its proprietary game engine, Roblox Studio. These games can range from simple
obstacle courses to complex simulations and virtual worlds. Social learning and
collaboration may be enhanced by social interaction features to allow users to engage
with one another through group activities, live chat, and other means. Gamification and
active creation give student’s chances to collaborate. (Jining Han et. al, 2023). The back
end of Roblox is called Roblox Education. Here, educators and learners can utilize
complimentary resources to generate boundless prospects for ingenuity and
inventiveness. Roblox provides free curriculum and tools to educate computer science,
digital citizenship, and other subjects to student’s of all ages, and business, among other
things. (Roma U. Long, 2001). According to Roblox Corporation (2019), its lessons are
designed to match specific learning objectives in STEAM (science, technology,
engineering, art, and mathematics) classrooms and curriculum standards.

Advantage of Roblox some Previous researchers found effective digital games in
education. One of these is a study done by Khaled al Hasan et al. (2023), which discovered
that for chosen participants, there are various potential benefits of adding Roblox into
university courses, including increased student engagement and creativity. In another
prior study, Vnucko Gregor et al. (2023) found that digital games used in vocabulary
learning can boost student motivation and hence engage them in vocabulary learning. Jose
Miguel A. Mujar et al. (2024) found positive impacts using Roblox such as Socializing
with other players enhanced their moods, feeling less lonely at home after playing online
multiplayer games with friends, improved communication and teamwork skills through
Roblox games, particularly those that demand collaboration to win. Games with
interactive storylines boosted critical thinking and decision-making skills by requiring
players to make choices that resulted in winning or losing. They improved their mental
clarity, allowing for quick analysis of situations. Then playing Roblox promoted
creativity and imagination, with games that improved players' imagination and creativity.
Therefore, Roblox was perceived as a platform that fostered creativity and imagination.
Roblox promoted and enhanced these qualities, with specific games playing a particularly
beneficial role in developing imaginative thinking, last playing Roblox served as an
educational tool through games like Tower of Math and Word Bomb. These games
offered opportunities for players to improve their mathematical skills and vocabulary.
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Language Barriers to Learning English

Learning English can be challenging due to various language barriers. Limited
proficiency is a common issue, where non-native speakers struggle with vocabulary,
grammar, pronunciation, and expressions. Without sufficient vocabulary, communication
becomes ineffective, the grammar conveys little without vocabulary. Misunderstandings
also arise from cultural and linguistic differences, leading to misinterpretation. Insecurity
and lack of understanding can impact interactions and language acquisition.

Accent and pronunciation variations further complicate English learning,
especially when dealing with unfamiliar accents. Gilakjani (2011) highlighted factors
affecting pronunciation, including stress, intonation, exposure, and the influence of the
learner’s first language. Additionally, technical jargon in specialized fields such as
technology and law presents challenges even for proficient speakers. Buargoub (2019)
emphasized how unfamiliar terms can lead to confusion and emotional responses, such
as interpreting "burning a CD" literally.

Cultural differences also contribute to barriers, with distinct communication styles
influencing message interpretation. The cultural nuances can lead to misunderstandings
and delays. For instance, in online board games, players may feel frustration or stress due
to language problems (Terzioglu, 2022). In Indonesian contexts, student’s often face
struggles in expressing ideas and understanding content, as noted by Efriana (2021),
emphasizing the varying performance levels in mastering English.

METHOD

Research Design

This research used a mixed-methods approach, combining qualitative and
quantitative methods. Surveys, a common tool for systematic data collection in large-
scale studies (Borg and Gall, 1989; Smith et al., 1994), were used as the primary
instrument. Data was gathered through questionnaires for quantitative insights and
interviews for qualitative analysis.

Quantitative data, collected via questionnaires, addressed the first research
question by providing measurable insights into the topics of interest. Surveys allow for
gathering data from a predetermined group of respondents and are widely used in fields
like social sciences, marketing, and education. The second research question focused on
qualitative methods, using in-depth interviews to identify language barriers and explore
potential solutions. Interviews provided a deeper understanding and context,
complementing the quantitative findings.

Respondents

This study involved 32 respondents who actively use Roblox, with 5 randomly
selected from the group for interviews. A purposive sampling strategy was applied, where
participants were chosen based on specific criteria rather than random selection.
According to Sugiyono (2016), purposive sampling is suitable for research that does not
aim for broad generalizations, making it ideal for this study.

The sample criteria included student’s who are regularly active in Roblox
communities, learning English as a second language, and have used Roblox for at least

140



INATESOL JOURNAL, Vol.1 No. 2, September 2024
Universitas Muhammadiyah Gresik - Indonesia

e-ISSN 3062-8091

PP. 137 - 150

three months. Additionally, participants were Senior High School student’s with prior
knowledge of Nature and cultural phenomena.

Data Collection

Data collection in qualitative research can include using written records to better
understand the topic (Donald Ary, 2002). This study collected data through
questionnaires and interviews. The researcher ensured the validity and reliability of the
questionnaire. Validity confirms that the instrument measures what it is intended to
measure.

The questionnaire consisted of 20 questions covering topics such as relevance to
learning, improvement in English language skills, perseverance, independent learning,
and motivation. During the interviews, the researcher explored issues such as limited
proficiency, misunderstandings, technical language, and cultural differences. These
questions were designed to identify challenges and solutions related to language barriers,
addressing the second research question about language obstacles.

Data Analysis

To analyze the data, researcher used SPSS with Pearson’s Bivariate to assess the
correlation between item scores and the total score, ensuring the instrument's validity.
Reliability, which confirms consistency in measuring outcomes, was evaluated using
Cronbach'salpha, with a threshold of >0.6 to confirm the questionnaire's reliability (Heale
& Twycross, 2015).

Interview data was analyzed using three approaches: inductive analysis, which
examines specific data points to identify general patterns or conclusions; deductive
analysis, which starts with established theories or hypotheses and tests them against
specific data; and comparative analysis, which highlights similarities, differences, or
trends across multiple data sets. These methods were employed to provide a
comprehensive understanding of the interview responses and derive meaningful insights.

RESULT AND DISCUSSION

Questionnaire Result of Student’s Perception About Roblox as ESL
Validity of Questionnaire

Table 1 Validity of Questionnaire

No Indicator Question
Number

1  Relevance to learning 1,6

2 Improve English language skills 2,10,13,17

3 Motivation 7,9,12,16,19

4 Perseverance 5,11,14,18,20

5  Independent learning 3,4,8,15
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From the results of the validity questionnaire, the questionnaire contains 5
indicators in Table 1. 20 questionnaires were filled in by 32 respondents. One way to find
out which questionnaires are valid and invalid is to find out the R table. Formula from R
table The formula for r table is df = N-2 so 32-2 = 30, so r table = 0.361. From the results
of the validity calculations in the table above, it can be seen that r count > r table 14
questionnaires are declared valid and 6 questionnaires r count < r table is declared
negative, all 14 questionnaires are declared valid because r count is more than r table but
6 questionnaires are declared negative because the result is less than the total r table,
namely 0.263, 0.110, 0.338, 0.089, 0.140, and 0.208. Data written as invalid will not be
calculated/discarded.

Validity indicates the degree to which the measuring tool accurately measures what
is being measured. The approach involves correlating the scores acquired on each
question item with the individual's overall score. A validity questionnaire was completed
using a computer and the SPSS for Windows Version 25.0 application. In this study, a
validity questionnaire was administered to 32 participants.

Reliability of Questionnaire

The reliability of a questionnaire is used to assess a questionnaire that is an indication
of a variable or construct. A questionnaire is considered reliable if a person's responses
to assertions are consistent or constant across time. A variable is considered dependable
if it produces a value. Cronbach Alpha exceeds 0.60. Table 2 shows the reliability findings
obtained by asking 20 questions to 32 respondents.

Table 2 Reliability of Questionnaire

Reliability Statistics

Cronbach's
Alpha N of Items
.679 20

Based on the data presented in Table 2, it can be seen that the Cronbach Alpha
reliability value on the research variable is > 0.60. This shows that all research variables
have a high-reliability value because the reliability value of Cronbach’'s Alpha is > 0.6.

Result of Student Perception of Roblox in Study English as ESL

The questionnaire was distributed to 32 students from the 2nd year of Senior High
School. The responses were analyzed using a simple statistical formula. The
questionnaire consisted of 20 items covering topics such as relevance to learning,
improving English language skills, motivation, perseverance, and independent learning.
The analysis of the 20 questions indicates that Roblox is relevant to school lessons, as
several themes align with academic content, as stated in questions 1 and 2. Regarding
improvements in English skills, respondents reported that playing Roblox enhances their
communication and vocabulary abilities, as highlighted in questions 2, 10, and 17.
Additionally, they emphasized the importance of using English while playing the game,
as explained in question 13.
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In the independent learning section, some respondents admitted to skipping
unfamiliar words in Roblox (question 3), yet they found playing Roblox more enjoyable
than reading vocabulary books. They also believed that playing Roblox improved their
ability to solve English-related tasks independently at school (questions 8 and 15).
However, they preferred group assignments over playing Roblox, as noted in question 4.
In the perseverance section, respondents felt dependent on Roblox for improving
vocabulary skills (question 11). However, they reported low engagement in discussing
vocabulary with peers on Roblox (questions 11 and 20). Despite this, respondents did not
feel that Roblox disrupted their studies at home or school, even when not playing all day,
as explained in questions 5, 14, and 18. Last is motivation, respondents believed that
playing Roblox significantly influenced their learning outcomes. It helped them acquire
new vocabulary relevant to school lessons, boosted their confidence in using these words
in daily conversations, and motivated them to learn more. However, some felt anxious
when encountering Roblox vocabulary that was not included in school lessons.

The conclusion of the analysis related to student’s perceptions of Roblox in
studying English as ESL highlights its relevance to school lessons, as certain themes align
with educational content. Respondents reported improvements in English skills,
particularly in communication and vocabulary, while emphasizing the importance of
using English in the game. Although Roblox motivates independent learning and boosts
confidence in vocabulary usage, respondents preferred group assignments over playing
the game and demonstrated limited engagement in discussions with peers to enhance their
vocabulary.

Interview Result of Language Barriers Roblox in ESL

The researcher conducted interviews with five respondents to explore language
barriers and misunderstandings encountered while playing Roblox. Each respondent
answered six standardized questions designed to investigate these challenges, focusing
on issues such as limited proficiency, misunderstandings, technical language, and cultural
differences. The interviews were scheduled at agreed times and locations to ensure a
structured process, providing insights into real-life communication difficulties and
strategies used to overcome them.

Limited Proficiency

To find out whether there are problems related to limited proficiency, the
researcher conducted interviews with respondents. In this case, respondent 2 stated that:
"Grammar is very important to convey messages clearly and precisely. Using correct
grammar helps avoid misunderstandings.” (Respondent 2)

“Yes, Like nimbus and Tectonic. Usually, I find out with Google Translate or hear
other people talking via voice call.” (Respondent 5)

Based on the results of an interview with respondent 2, regarding limited
proficiency, Respondent found vocabulary about nimbus and tectonic which words are
found in natural phenomena, Nimbus is a dark or gray cloud that might be rain, and
tectonic is related to the movement and arrangement of the earth's crust. Then the
grammar section, the statement from Respondent 2 emphasizes that correct grammar is
very important for clear and accurate communication, which helps prevent confusion and
ensures the intended message is conveyed accurately.
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Strategies for respondents when encountering difficult words, respondents 2, 4,
and 5 stated that:

“If I encounter difficult words, I will look up the meaning in a dictionary or
through other trusted sources to understand the context and usage.” (Respondent 2)

“No. If I find something difficult, I ask my friends, then when they can't answer, |
search on Google.” (Respondent 4)

“Usually, I find out with Google Translate or hear other people talking via voice
call.” (Respondent 5)

Respondents use different methods to understand difficult words. One checks a
dictionary or trusted sources, another asks friends and then uses Google if needed, and a
third relies on Google Translate or voice calls. These strategies combine traditional,
collaborative, and technological approaches to learning.

Misunderstandings
To find out whether there are problems related to Misunderstanding, the researcher
conducted interviews with respondents. In this case, respondent 2 stated that:

“Once, | think misunderstandings can occur if you don't understand the context
or certain words. For example, Nigga and Gay, | didn't know before, the solution is to
ask for clarification or look up the meaning of unfamiliar words or phrases. ”” (Respondent
2)

“Once, if I remember correctly, in a game about Jailbreak, namely Hijack, when
I found something difficult | asked my friends, and then when they couldn't answer the
question I looked for the answer on Google.” (Respondent 4)

The statement by Respondent 2 highlights that misunderstandings are likely when
there is a lack of understanding of the context or specific words in communication. In this
statement explain the kind of vocabulary and how to solve misunderstanding, First one
kind of vocabulary in social phenomenon such as Nigga and Gay, the Hijack. Nigga is a
racist word for dark skin, then Gay is homosexuality. And Hijack is found in criminals
who break into cars or the like. For a solution, one should either ask for clarification from
others or look up the meanings of the unknown words or phrases and search on Google.
This proactive approach helps in ensuring effective and clear communication.

Technical Language

To find out whether there are problems related to technical language, the researcher
conducted interviews with respondents. In this case, respondent 5 stated that:

“Once, but quite a bit because when we talk to other people inside Roblox and outside
Roblox, we just talk casually, but I found a special language like Archipelago. Icicle,
nimbus, biohazard, and something like that. (Respondent 5)

Yes, such as contamination, plateau, tremor, and venom/poison, | felt anxious, so |
translated into Google Translate.” (Respondent 3)

“Yes, an Example is an Earthquake, feel anxious. If you come across specific terms
related to natural phenomena, looking up their definitions or asking other players can
help. Understanding the context in which the term is used is also important.” (Respondent
2)

Respondents reported encountering specialized vocabulary in Roblox, often
related to natural phenomena. These terms include archipelago (a group of

144



"INA\TES(DL INATESOL JOURNAL, Vol.1 No. 2, September 2024
\‘-‘—-2/’ Universitas Muhammadiyah Gresik - Indonesia
N\ e-ISSN 3062-8091

PP. 137 - 150

islands), icicle (a pointed piece of ice formed by dripping water), nimbus (a dark cloud
that may bring rain), biohazard (a biological risk to health or the
environment), contamination (the  process of making something dirty or
polluted), plateau (a flat, elevated area of land), tremor (a small earthquake),
and venom/poison (a harmful substance that can affect individuals under certain
conditions). These terms are commonly associated with nature and environmental
processes.

“If you come across a specific term related to it, looking up the definition or
asking other players can help. Understanding the context in which the term is used is also
important. (Respondent 2)

From a statement by Respondent 2 about strategies, explain provides practical
solutions for dealing with unfamiliar terms (looking up definitions or asking others).

Cultural Differences

To find out whether there are problems related to Cultural Differences, the
researcher conducted interviews with respondents. In this case, respondent 3 stated that:
“Of course, there is, their slang often abbreviates words like ofc (of course), brb (be right
back), nvm (nevermind), etc. Of course, | had difficulty seeing these words so | asked
what the meaning of the words, nvm, etc.” (Respondent 3)

A statement by Respondent 3, explains that respondent found cultural differences
in Roblox is a slang language such as ofc, nvm, etc, and brb. Where these words are not
standard in the English language.

The conclusion of the analysis related to specific language barriers when studying
English through playing Roblox highlights from interviews with five respondents. The
researcher explored challenges such as limited proficiency, misunderstandings, technical
language, and cultural differences. Respondents reported using strategies like
dictionaries, Google Translate, and seeking clarification from peers to overcome issues
with grammar, specialized vocabulary, and slang. These findings suggest that while
Roblox poses communication challenges, players actively develop solutions to enhance
their language skills and adapt to diverse contexts.

DISCUSSION

Discussion About Student Perception in Roblox Game

Understanding the connection between an activity and learning is essential for
predicting educational and motivational outcomes (Albrecht & Karabenick, 2018). Based
on questionnaire responses, Roblox aligns with academic topics through its themes,
making it a relevant tool for reinforcing school lessons. Roblox offers an engaging
platform for practicing English, enhancing student’s skills in speaking, listening, reading,
and writing (Lakuana et al., 2023). The findings indicate that exposure to Roblox supports
vocabulary expansion and introduces new words and phrases, aiding language
development.

Games like Roblox promote perseverance and problem-solving, which are
beneficial inside and outside the classroom (Kozlova, 2021). The questionnaire highlights
student’s persist in learning vocabulary while playing, driven by the challenges and
problem-solving opportunities the game provides. Autonomous learning involves
leveraging resources outside traditional educational settings (White, 2008). Student’s
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who regularly engage with Roblox report improved ease in completing English
homework, showcasing the game’s potential to foster independent learning habits.
Motivation is a critical factor in language acquisition, driving student’s toward successful
learning outcomes. Responses reveal that playing Roblox increases motivation, boosting
student’s confidence in applying new vocabulary in daily interactions. This demonstrates
a strong relationship between gameplay, motivation, and enhanced language learning.

The analysis highlights that Roblox aligns with academic topics, providing an
engaging platform for practicing English skills and expanding vocabulary. Its themes
promote perseverance and problem-solving, motivating student’s to persist in learning
and fostering autonomous learning habits that support language development. Regular
engagement with Roblox helps student’s complete English homework more effectively
and boosts their confidence in using new vocabulary in daily interactions. Overall, the
findings demonstrate a strong connection between gameplay, motivation, and improved
language acquisition outcomes.

The Specific Language Barrier

This section discusses the common linguistic challenges student’s face while
learning English and how to overcome them. These challenges can lead to poorer learning
outcomes. Key language aspects that create barriers include pronunciation, vocabulary,
and grammar. Issues like limited proficiency, misunderstandings, technical language, and
cultural differences are common barriers to learning English.

"Limited proficiency" refers to a student's basic understanding of a subject, often
struggling with complex areas like grammar. Respondent 2 explained that grammar is
essential for clear communication and preventing misunderstandings. Without proper
grammar, student’s may struggle to convey their messages accurately. Misunderstandings
arise when student’s misinterpret material, instructions, or certain words. Respondent 2
mentioned that misunderstandings occur if student’s don’t understand the context or
words, and they suggest asking for clarification or looking up unfamiliar terms. For
example, terms like Nigga, Gay, and Hijack can confuse, as these are related to social
issues and have specific meanings.

"Technical language™ refers to specialized vocabulary used in specific fields.
Respondent 5 shared experiences with rare words in Roblox like Archipelago, Icicle,
Nimbus, and Biohazard, which are related to natural phenomena and not commonly used
in everyday language. Cultural differences also pose linguistic challenges, as different
communication styles and slang can create confusion. Respondent 3 noted difficulty
understanding slang abbreviations like ofc, brb, and nvm, which led them to ask for
clarification.

Student’s face various linguistic challenges while learning English, including
issues with pronunciation, vocabulary, grammar, limited proficiency, misunderstandings,
technical language, and cultural differences. Limited proficiency and grammar struggles
can hinder clear communication, while misunderstandings often arise from unclear
context or unfamiliar terms like Nigga, Gay, and Hijack. Technical language, such as rare
vocabulary related to natural phenomena in Roblox (e.g., Nimbus, Biohazard), adds
complexity, while cultural differences and slang abbreviations like ofc, brb, and nvm
create additional barriers. Strategies like seeking clarification and using resources to
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understand unfamiliar terms are essential for overcoming these challenges and improving
learning outcomes.

The Solutions to Language Barriers

In this section, the researcher will explain the solutions to language barriers based on
insights from the respondents. Several respondents shared their strategies for overcoming
these challenges:

Respondent 1 stated, "l immediately search for the translation on Google,"
emphasizing the use of technology for quick and accessible solutions.

Respondent 2 explained, "1 will look up the meaning in a dictionary or through other
trusted sources to understand the context and usage,” highlighting the importance of
reliable resources for understanding complex or unfamiliar terms.

Respondent 4 mentioned, "l ask my friends," showcasing a collaborative approach to
resolving language-related difficulties.

From these statements, four main solutions to language barriers can be identified:
using Google Translate for quick translations, consulting dictionaries for precise
meanings, exploring trusted sources to grasp context and usage, and seeking help from
peers for clarification and shared understanding. These strategies combine technological,
traditional, and social approaches, allowing learners to address language challenges
effectively and enhance their comprehension skills.

The conclusion of the analysis related to solution-specific language barriers when
studying English through playing Roblox, the respondents identified four key strategies
for overcoming language barriers: using Google Translate for quick translations,
consulting dictionaries for precise meanings, exploring trusted sources to understand
context, and seeking help from peers. These methods reflect a blend of technological,
traditional, and social approaches to resolving language difficulties. By employing these
strategies, learners can effectively enhance their comprehension and communication
skills.

CONCLUSION

The analysis reveals that the student's perceptions of Roblox in studying English
as ESL highlight if Roblox is relevant to school lessons, as certain themes align with
educational content. Respondents reported improvements in English skills, particularly in
communication and vocabulary, while emphasizing the importance of using English in
the game. Although Roblox motivates independent learning and boosts confidence in
vocabulary usage, respondents expressed a preference for group assignments over playing
the game and showed limited engagement in discussions with peers to enhance their
vocabulary.

The interviews highlight common language challenges faced by Roblox players,
including difficulties with grammar, unfamiliar words, technical terms, and non-standard
slang. Cultural differences also contribute to misunderstandings. To overcome these
barriers, student’s rely on tools like Google and Google Translate or seek help from
others. Despite the challenges, they find value in learning new words, as it helps improve
their English vocabulary.
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