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ABSTRAK

Mahasiswa English as a Foreign Language (EFL) idealnya memiliki
penguasaan kosakata yang memadai, namun kenyataannya masih terdapat
sejumlah mahasiswa dengan keterbatasan kosakata. Mobile games yang
saat ini digemari mahasiswa dinilai berpotensi mendukung pembelajaran
kosakata melalui pendekatan self-regulated learning (SRL). Penelitian ini
bertujuan untuk mengeksplorasi pengalaman mahasiswa EFL dalam
mengimplementasikan SRL untuk pembelajaran kosakata melalui mobile
game. Penelitian ini menggunakan metode pengumpulan data berupa
reflective journal dan wawancara semi-terstruktur terhadap tiga
mahasiswa EFL. Data dianalisis menggunakan analisis tematik. Hasil
penelitian menunjukkan adanya pengalaman pembelajaran kosakata
menggunakan mobile games yang dianalisis berdasarkan empat tahapan
dalam teori experiential learning Kolb dan juga tantangannya. Pengalaman
pembelajaran kosakata ini mencakup keterlibatan aktif mahasiswa dalam
berbagai kegiatan, seperti menyusun tujuan belajar, melakukan kegiatan
pembelajaran kosakata secara langsung melalui mobile games, serta
merefleksikan atau mengingat ulang kata-kata yang kembali muncul pada
level dan dialog yang berbeda. Selain itu, mahasiswa juga membentuk
pemahamannya sendiri terhadap kata-kata yang ditemui sebelumnya dan
mengimplementasikan pemahaman kosakata baru tersebut ke situasi nyata.
Pengalaman tantangan yang dihadapi mahasiswa, antara lain adanya
distraksi selama belajar, kurangnya konsistensi dalam penggunaan mobile
games untuk pembelajaran kosakata, serta munculnya rasa kecewa ketika
tujuan belajar awal tidak sepenuhnya tercapai. Selain itu, ditemukan tiga
fase utama dalam SRL: forethought, performance, dan self-reflection.
Penelitian ini mengungkap pengalaman mahasiswa EFL selama
pembelajaran kosakata mandiri dengan menggunakan mobile games.

Kata kunci: mahasiswa EFL, pengalaman, self-regulated learning,

kosakata, permainan seluler
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ABSTRACT

University English as a Foreign Language (EFL) students ideally have
adequate vocabulary mastery, but in reality, there are still a number of
students with limited vocabulary. Mobile games, which are currently
popular with students, have the potential to support vocabulary learning
through self-regulated learning (SRL). This study aims to explore university
EFL students' experiences in implementing SRL for vocabulary learning
through mobile games. This study used data collection methods such as
reflective journals and semi-structured interviews with three university EFL
students. The data were analyzed using thematic analysis. The results show
that there is a vocabulary learning experience using mobile games that is
analyzed based on the four stages in Kolb's experiential learning theory and
its challenges. This vocabulary learning experience includes university EFL
students' active involvement in various activities, such as setting learning
goals, doing vocabulary learning activities directly through mobile games,
and reflecting or recalling words that reappear at different levels and
dialogs. In addition, students also formed their own understanding of the
words encountered previously and implemented the new vocabulary
understanding into real situations. The challenges faced by students include
distraction during learning, lack of consistency in using mobile games for
vocabulary learning, and disappointment when the initial learning goals are
not fully achieved. In addition, three main phases of SRL were found:
forethought, performance, and self-reflection. This study reveals the
experiences of university EFL students during self-regulated vocabulary
learning using mobile games.

Keywords: university EFL students, experience, self-regulated learning,

vocabulary, mobile games
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CHAPTER 1

INTRODUCTION

1.1 Research Background

Vocabulary is one of the most crucial aspects of foreign language
learning, especially English. For EFL (English as a Foreign Language)
students, vocabulary mastery is the main foundation in developing
language skills. Almalki (2024) stated that without mastering vocabulary,
students will not be able to speak or form sentences well. However, in the
context of formal education, the limited amount of vocabulary taught is
often an obstacle. In addition, traditional vocabulary teaching methods can
make students less motivated and feel bored in learning (Shen, 2023). In
line with these findings, Ismail et al. (2022) mentioned the problems that
students usually face are low motivation, interest, and strategies in English
vocabulary learning.

Ideally, university EFL (English as a Foreign Language) students
should have an extensive vocabulary. A rich vocabulary is very important
because it plays a huge role in facilitating the understanding of English
literacy and enhancing communication skills, both in the classroom and
outside the classroom. However, according to Boroughani et al. (2023),
vocabulary acquisition remains a major challenge for EFL university
students in the process of developing language literacy skills. This

challenge is not only cognitive, but also relates to learning methods and



practice environments. Chen et al. (2024) added that many EFL students
still rely on memorization and repetition methods to learn new vocabulary.
While these methods can be helpful at first, Chen emphasizes that it tends
to be monotonous and lacks meaningful interaction in language use. As a
result, students may lose interest in the learning process and have limited
opportunities to apply new vocabulary in daily life, leading to weak
retention and lack of practical application in real contexts. Therefore, the
combination of previous research findings such as, boring learning
methods, low motivation, and lack of practice is a big barrier to enhance
vocabulary acquisition for EFL learners.

Preliminary observations revealed that some university EFL students
still encounter some English words that are difficult for them to understand
in their first language. Based on the initial observation, the researcher
found that some university EFL students have used technology to increase
their vocabulary, especially outside class hours. In addition, Kayra (2024)
mentioned that in recent years, there has been an increase in popularity and
high returns in the use of technology, such as mobile applications, for
students to learn English vocabulary. Previous research has also shown that
university EFL students use mobile apps such as Instagram for vocabulary
learning (Toto, 2024). This social fact shows that there is a real
phenomenon where university EFL students now do not only rely on
lecturers or textbooks, but they also organize their own learning rhythm

through the media they like.



To overcome the challenges, students need to have an active role in
their own learning process. One relevant approach is self-regulated
learning (SRL), which is a process in which students consciously organize,
monitor and evaluate their learning process independently to achieve goals
(Zimmerman, 2000). SRL allows EFL university students to set goals,
design strategies, and reflect on their progress in mastering vocabulary.
This is in line with the findings of Teng et al. (2024) who showed that
having a growth mindset can promote self-regulation in learning, which in
turn enhances vocabulary acquisition. For instance, word-focused learning
strategies, such as reading and writing sentences with target vocabulary,
are successful in enhancing vocabulary learning outcomes. However, the
performance of such strategies is strongly influenced by students' internal
factors such as SRL capacity, second language proficiency, and working
memory (Teng, 2025).

Given this, in today's digital era, SRL can be supported through the
utilization of technology, one of which is mobile games. Some studies
suggest that digital games or mobile games help students learn (Nietfeld,
2017). Mobile games not only offer entertainment, but also create an
immersive and contextualized learning environment. In the context of
vocabulary learning, such games provide direct and indirect opportunities
for vocabulary enrichment, such as discovering new words and phrases

through interactions in the game (Aulia et. al., 2024). In addition, some



mobile games encourage players to strategize, manage time, and evaluate
their progress, which are key components of SRL (Primaestri et. al., 2023).

For university EFL students, playing mobile games with a purposeful
approach can be a fun and independent alternative to vocabulary learning.
Games like Harvest Moon, Genshin Impact, The Sims Mobile or even
puzzle games like Crossword can provide a more lively context for
vocabulary use. Octaberlina (2023) stated that students who learned
through the Harvest Moon game experienced significant improvements in
vocabulary acquisition compared to traditional methods. Harvest Moon,
for instance, offers interaction with many items and conversations with the
characters in the game. When students apply SRL principles in playing
games, they are not only playing for entertainment, but also integrating the
gaming experience as part of a language learning strategy. Boroughani et
al. (2023) explained that students who used SRL strategies with the support
of digital media showed much better results than the control group who
used conventional methods. This confirms that developing self-learning
capacity through technology such as mobile games can accelerate
vocabulary acquisition in the context of foreign language learning. In line
with these findings, Bowles (2024) emphasizes the importance of self-
regulation, especially in the context of independent out-of-class vocabulary
learning.

However, the use of mobile games also requires strong self-control.

Bowles (2024) highlighted that vocabulary learning through digital media
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requires strong self-management skills to avoid distraction, while
maintaining learning consistency in the long run. Overuse can be bad to
students' physical, mental health and academic performance (Feng, 2022).
However, for mobile games to be truly beneficial for learning, it requires
strong self-control to avoid being distracted or overusing them, as this can
have a negative health and learning performance outcome.

Based on previous elaborations, a closer investigation is needed to
investigate the use of mobile games self-regulated vocabulary learning.
Given the importance of vocabulary in language learning, as well as the
challenges students face in mastering it, the use of technology such as
mobile games can be an alternative. Thus, this study focuses on examining
the experiences of university EFL students when learning vocabulary using
mobile games.

Identification of the Problem

Vocabulary remains a challenge for university EFL students. They
often come across some vocabulary that they don't understand. Thus,
vocabulary learning can be done independently. This learning can utilize
technology such as using mobile games in the process. Therefore, this study
was conducted to explore students' experiences during self-regulated

vocabulary learning using mobile games.
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1.5

Limitation of the Problem
This study limits the problem by focusing on examining the
experiences of university EFL students during self-regulated vocabulary
learning using mobile games. The participants in this study are EFL
university students who play English mobile games on their smartphones.
These experiences include the process of understanding the vocabulary they
encounter as well as the challenges they experience.
Formulation of the Problem
This study had one research question. “How do the university EFL
students experience self-regulated vocabulary learning with mobile
games?” By using this formula, the researcher hopes to find out more about
students' experiences while using these mobile games for self-regulated
vocabulary learning.
Operational Definition
In order to prevent confusion regarding the terminology used in this
study, the researcher offers the following definitions:
1.  Self-regulated learning :SRL can be defined as one's potential to self-
(SRL) generate thoughts, feelings, and behaviors
that are directed towards achieving learning
goals (Zimmerman, 2000).
2. Vocabulary : Vocabulary is a collection or list of words of
a particular language or those used by each

language speaker (Hatch & Brown, 1995).



3. Mobile games : Mobile games can be broadly defined as
embedded, downloaded or networked games
that run on handheld devices such as mobile
phones, portable consoles and (personal
digital assistant) PDAs (Jeong & Kim, 2009).

4.  Experience : Experience is a continuing process of
interaction between a person and their
surroundings (Dewey, 1986).

5. EFL students : EFL students are individuals studying
English in a formal academic setting, in a
country where English is not the primary
language of communication (Richards &
Schmidt, 2002).

1.6 Aims of the study
This study aims to explore university EFL students' experiences in
implementing self-regulated learning of English vocabulary using mobile

games.

1.7 Significance of the Study
1. Theoretical significance  : This research provides reference and literature
related to self-regulated vocabulary learning

using mobile games.



2.

3.

Empirical significance

Practical significance

: This research will give empirical insights about
the experiences of students in self-regulated
learning English vocabulary using mobile games.
: This research shows the potential of mobile
games to provide a more personalized learning
experience, allowing students to learn at their own

pace and according to their own interests.



CHAPTER V

CONCLUSION

5.1 Summary of the Findings

The research results and discussion that have been presented can be
concluded that the vocabulary learning experience using mobile games by
university EFL students is seen based on Kolb's (1984) stages of experiential
learning. At the Concrete Experience stage, university EFL students directly
experienced the vocabulary learning process, after which they reflected on
the understanding of the vocabulary they had learned in the previous
experience in the form of repetition of words at different levels or dialogues,
showing the Reflective Observation stage where they analyzed and recalled
the words that reappeared. Furthermore, at the Abstract Conceptualization
stage, university EFL students infer their own vocabulary understanding by
looking at the pattern or context of the repeated use of a word, they reflect
and then draw their own ideas or understanding. Finally, from that
vocabulary understanding, they can apply and use the new vocabulary they
get from mobile games to real situations such as talking to friends, watching
English movies, or when reading English texts. In addition, the experience
of university EFL students also showed the existence of Zimmerman's
(2002) self-regulated learning (SRL) phase. In the forethought phase, they
set learning goals before the learning process begins. In the performance

phase, they carry out vocabulary learning using mobile games with their
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own strategies or ways. In the self-reflective phase, it can be seen that when
university EFL students can find out that there is something missing from
the understanding they make themselves, then they take the initiative to look
for more information to other sources after playing, this shows the existence
of self-reaction. Thus, these findings illustrate that university EFL students'
experiences in learning vocabulary through mobile games not only reflect
Kolb's stages of experiential learning, but also show their active role in
organizing and managing the learning process independently.

Although learning vocabulary through mobile games is fun and
exciting, the experiences of university EFL students show that the process
is not always smooth. Challenges such as distraction, lack of consistency,
and disappointment show that learning with mobile games still requires
strong self-control. Mobile games can be motivating, but without the
awareness, consistency and willingness to keep trying even if the results are
not as expected, learning goals can be easily overlooked. Therefore, this
experience shows that learning vocabulary through mobile games is all

about effort and diligence.
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5.2 Suggestions

The researcher suggests that EFL students should continue to
develop their self-regulated learning, especially in setting clear learning
goals and choosing strategies that suit their learning styles. The use of
mobile games as vocabulary learning media can be maximized if
accompanied by self-awareness in managing time, managing distractions,
and evaluating learning progress regularly.

The limitation of this study is that it only focuses on students'
experiences in self-regulated vocabulary learning using mobile games and
involves a limited number of participants. Therefore, it is suggested that
future research can involve more participants from more varied institutional
backgrounds, regions, or language proficiency levels to obtain a broader and
more representative picture. In addition, future researchers can expand the
focus of the study not only on students' subjective experiences, but also
combine it with quantitative data such as vocabulary tests, direct
observation, or the use of in-app activity logs, in order to gain a more
thorough understanding of the effectiveness of self-regulated learning
strategies in a digital context. A mixed-methods approach may be an
appropriate choice to explore the relationship between learning experiences,
self-regulation strategies and learning outcomes in more depth and

measurability.
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