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Abstract

The need for digital technology involvement in education is increasingly apparent, so learning techniques are required to be prepared in
various digital formats. Using digital learning materials enables teachers to implement the current concept of literacy, i.e., multimodal
literacy. This study aims to find out the students' need for digital literacy and their perceptions of using the Roblox game as the learning
media to improve their multimodal literacy. This descriptive study used a survey method, taking the second-year junior high school
students in the 2021-2022 academic year in one of the state junior high schools in Medan, Indonesia as the respondents. The data were
collected using two sets of closed-ended questionnaires. The data obtained from the first questionnaire were analyzed using a forced
choice technique for yes or no answers, while the data obtained from the second questionnaire were analyzed using a 4-Point Likert Scale.
The results indicate the students' need for digital literacy and their good perceptions of using Roblox as the learning media in improving
their English multimodal literacy. It is concluded that teaching English at junior high school is expected to be designed in a digital format
by involving games as the media, facilitating the students to improve their English multimodal literacy.
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1. Introduction

The fourth industrial revolution is known for information and communication technology innovations in various fields. One example is
digital literacy, which uses technology to find, evaluate, create, and communicate information (American Library Association, 2023).
Education, which follows the development of digital information technology fields, is one of the most important sectors in development
during the industrial revolution 4.0.

English literacy learning is also under the development of 21st-century learning in the era of the industrial revolution 4.0, which requires
students to improve digital literacy skills, as confirmed in several previous studies. Hammarstrédm (2001), for example, investigated how
Swedish high schools incorporated digital literacy into English courses. The findings of this study have shown the importance of digital
literacy in learning according to the guiding text and have the greatest influence on Swedish students. The findings also imply that future
English teachers should familiarize themselves with various programs and websites that can be utilized to teach and learn English
(Azmina et al., 2019).

Literacy, which used to be defined as the ability to read and write in schools, now includes the ability to read, write, listen, speak,
calculate, think critically, interpret, communicate, create, use printed and written materials in various contexts, and read on-screen,
involving not only language but also multimedia-based design (Kress, 2003, p. i). Therefore, the advance in technological development
ushers in a new era of learning that is not limited to reading and writing.

Literacy is increasingly important for students in understanding visual texts in class. They need to be equipped with an understanding of
the language of visual elements, the aesthetics of visual texts, and the construction of the nature of these texts as social products that
reflect the dominant ideology of their time. In other words, the students need to: (1) process and produce a text; (2) relate and construe the
context of the situation; (3) develop the potential that lies behind the text; and (4) relate and construe the context of culture that lies
behind that scenario. These are not independent process components with separate tasks connected, but they are multiple viewpoints on a
single, unitary process (Halliday, 2007). Consequently, language teachers need to explain words and the meaning of words in context to
help students correctly use the vocabulary learned. In the explanation, they should involve listening and speaking multiliteracy skills (e.g.,
sound, hearing, and visual senses) as a resource supported by various means, namely culture, content, and communicative expressions,
such as pictures, videos, and forms of teaching that incorporate language and the use of non-language and simulation. Jewit (2008) argues
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that multiliteracy is so important that he proposes the implementation of a literacy model in teaching for its relevance to communicative
technology in the contemporary digital era. The same idea was voiced by Hong and Hua (2020), who believe that multiliteracies
pedagogy in classroom teaching benefits teachers, educators, and learners.

The linguistic analysis also developed due to the development of ICT (information, communication, and technology), which led humans
to the digital era, an era of rapid development of science, technology, and information implemented for society's benefit in everyday life.
Experts believe that improving language literacy is not only focused on verbal data, but simultaneously on the use of multimodal means.
Kress and van Leeuwen (2001) state that, in a semiotic event, several means of communication are combined to reinforce, complement, or
be in a particular order.

These developments and changes have consequences for the Indonesian people, who receive various global influences in all areas of life:
economy, politics, language, culture, ideology, and even lifestyle. Today's Indonesian youth are no longer illiterate or unable to read and
write. The 21st-century education prepared for them is a way to solve the complex problems they will face in the real world. There is an
urgent need to equip the youth with 21st-century skills based on market needs analysis. A study found that lesson plans of three days or
longer showed higher levels of 21st-century competencies (Burton & Stehle, 2019). When people want to compete in the era of
globalization, one of the most important things they must learn is language, especially English as the international language (Sim&es
Calvo & de Oliveira Alonso, 2020).

Furthermore, Tican and Deniz (2019) studied 391 senior students from the education faculty. It revealed that gender, department
attendance, academic achievement, private tutoring experience, and practicum teaching all had a significant impact on pre-service
teachers' assessment of the capacity of 21st-century learners and teachers. This view is important to apply in the world of 21st-century
learning, which demands an integrated learning model through the use and utilization of technology, one of which is video games.

The improvement of English literacy in gameplay connected with multimodal analysis in this study is beneficial. First, for literacy
learners, multimodal analysis through playing games can improve the students’ problem-based learning abilities as they will act as
speakers, listeners, readers, writers, viewers, and presenters. Students have a direct opportunity to talk with their classmates, enjoy reading
literacy, and develop character in responding to a series of images in various visual forms displayed, writing an interesting narrative of the
game read. Using video games as learning media provides the students with various advantages, including: (i) making the learning
atmosphere more enjoyable; (ii) reducing the students’ learning boredom; (iii) making the students get to know computer technology; (iv)
developing the students’ habit to follow directions and rules; (v) promoting problem solving-based learning; (vi) training the students’
motor nerves and spatial skills; (vii) establishing child-parent communication when playing together; and (viii) providing entertainment
(Rusman et al., 2013).

Second, multimodal analysis benefits teachers by laying out its basic premise that English literacy aimed at learning by domain analyzes
the role of language in making learners' problem-based learning ability optimal. Figure 1 is the front view of the Roblox game, whose
multimodal analysis is presented below.

| T on 4imes  4oopes

Roblax gameplay A

Figure 1. The front view of Roblox
(https://en.islcollective.com/english-esl-video-lessons/grammar-topic/present-simple-tense/roblox-gameplay/461009)

Based on the ideational meaning, the central character of the element acts as the carrier of the game, and the element acts as a possessive
attribute that adds information to the goal character. Based on the interpersonal meaning, the elements in the game do not have a social
distance connection, but have a high angle of involvement because game players are instructed to point to directions to the right, left, up, and
down, and wind directions such as east, southeast, south, southwest, west, northwest, north and northeast. Learning directions are obviously
beneficial for game players to understand and master the literacy of reading directions in English. Based on the textual meaning, three points
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are described, i.e., information value, image prominence, and frames that provide a minimum or maximum spacing and are connected or not.
For example, Element 1 in Figure 1 moves to the bottom left of the image and has a giver and tangible information value. Its small size
(compared to Element 2) and its position reduce prominence to a minimum even though it has a contrasting color and a white border frame
that distinguishes it from the environment, framing being the maximum disconnection. Element 2 is placed in the center of the image, thus
giving it a centralized information value, gaining maximum salience due to its position in the center, becoming the largest among the five
elements. This suggests that Element 2 is the element to which players should pay the most attention during the game. Element 3, Element 4,
and Element 5 all have the same information value, prominence, and frame because they are all positioned on the left side of the image. This
learning emphasizes the importance of understanding position, color, and size.

The gaming platform used in this research is Roblox. Founded by David Baszucki and Erik Cassel in 2004, Roblox hosts user-generated
games in many genres, such as racing games, role-playing games, simulations, and obstacle courses, coded in the Lua programming
language (Takahashi, 2020). The essential point of this study is to use the Roblox game for teaching literacy in the classroom. As a
worldwide game, it is accessible to a large international learner audience. Baszucki (2015) described Roblox as a network-based gaming
system that includes a website hosted by a web server connected to the network. Previous studies have used Roblox as the learning media
(Han et al., 2023; Meier et al., 2020). Nevertheless, to the best knowledge of the researchers, only one study was conducted on using Roblox
in teaching English. The study found that a user-generated 3D environment (Roblox) was helpful in learning English, especially the English
learning with a Problem-Based Learning approach (Mustafa et al., 2020). Their study implies that there is a significant relationship between
the frequency of playing games and English writing skills (Herda, 2021). Therefore, a study on Roblox in teaching English is obviously
necessary. Unlike the previous study, this present study explores the possibility of using Roblox as the digital learning resource to improve
the students’ English multimodal literacy. The research questions formulated in this article are: (i) How are the students’ needs for digital
literacy; and (ii) What are the students’ perceptions of using Roblox in improving their English multimodal literacy?

2. Method

This research used a descriptive approach because the data were presented in numerical and descriptive form. A survey method was used as
the research design through which the respondents delivered their perceptions on using multimodal literacy in English learning. The
respondents of the study were the second-year junior high school students in the 2021-2022 academic year in one of the state junior high
schools in Medan, Indonesia. The total number of respondents was 62 students.

The researchers utilized questionnaires as the instrument of the research. Two sets of questionnaires were distributed to the respondents. The
first set was intended to collect the data concerning the students’ need for digital literacy, distributed to the students before they were
introduced to the use of Roblox in learning English multimodal literacy. The questionnaire was close-ended with two options (Yes or No).
The second set was intended to collect the data concerning their perceptions of using Roblox in learning English multimodal literacy. The
second questionnaire was a closed-ended questionnaire with four options for the degree of agreement: strongly agree (SA), agree (A),
disagree (DA), and strongly disagree (SDA). Using four options was intended to obtain more reliable data, as suggested in several previous
studies (Sofyan et al., 2023; Taherdoost, 2019). Before collecting the data from the second set of questionnaires, the researchers created a 10
hours multimodal English language training program that combines English learning systems with visual literacy. The researchers combined
techniques to aid students' learning and improve their soft skills, resulting in academically intelligent reasoning, attitude, and action.
Providing a learning module for language teachers to use with their students, managed professionally, effectively, and efficiently. Quite a
number of students frequently read various written and visual texts on social media such as Facebook, Instagram, and Twitter.

The data obtained from the first questionnaire were analyzed using a forced choice technique for yes or no answers (Callegaro et al., 2015;
Stern, 2012). Meanwhile, the data obtained from the second questionnaire were analyzed using a 4-Point Likert Scale. The SA level was
scored 4, the A level was scored 3, the DA level was scored 2, and the SDA level was scored 1. The sum of all levels became the total score
of every item in the questionnaire. Then the total scores were ranked to determine the items’ degree of the respondents’ agreement.

3. Results
3.1 Students’ Need for Digital Literacy

The results of data analysis from the first set of questionnaires indicate the student’s needs for digital literacy in learning English in the era of
the industrial revolution 4.0 (see Table 1). They show their interest in learning English through digital formats. 93% of the students are
interested in reading multimodal verbal and visual texts, indicating their obvious need for digital materials. Multimodal verbal and visual
texts are only possible when the learning sources are in a digital format. This result is supported by their second response, where 68% of
them like to follow the learning trend in the era of the industrial revolution 4.0. Nevertheless, the fact shows that their teachers did not use
multimedia texts frequently as most of them (84%) find it difficult to understand verbal and visual English texts. Furthermore, most of them
(90%) believe that using digital media in learning will help them to understand English texts. The first four responses indicate the students’
need for English learning through digital media: literacy: 84% of them need to acquire English digital literacy. The responses to the other
questionnaire items (items 7 to 9) support their urgent need for English digital literacy: 84% of the students need vocabulary related to
everyday life to improve their digital literacy, interactive learning media, and learning media with attractive colors and designs.
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Table 1. Students' need for digital learning media in learning English

Responses
No Statements Yes No
1 I’m interested in reading multimodal verbal and visual texts. 93% 7%
2 | follow the trend of learning in the era of the industrial revolution 4.0. 68% 32%
3 I find it difficult to understand verbal and visual English texts. 84% 16%
4 I need digital media to help my understanding of English texts. 90% 10%
5 I need to learn English reading through digital literacy. 84% 16%
6 I understand English learning reading with genre-based topics. 42% 58%
7 I need vocabulary related to everyday life to improve my digital literacy. 84% 16%
8 I need interactive learning media. 84% 16%
9 In my opinion, learning media should have attractive colors and designs. 84% 16%
10  Learning media that I have used in English learning:
None 16% 84%
YouTube 51% 49%
Roblox ISL Collective 29% 71%
Video 13% 87%
Props (e.g., pictures, etc.) 9% 81%
Social media and other sources 26% 74%
11 I know about Roblox ISL Collective from my friends. 35% 65%
12 | know about Roblox ISL Collective from social media and other sources. 26% 74%

13 I agree when teachers apply Roblox video games, it will improve the students’ reading and ~ 77% 23%
digital literacy skills.
14  In my opinion, the current school learning method is still appropriate for the student’s level. 81% 19%
15  In my opinion, the multimodal learning method will motivate students to improve their ~ 87% 13%
verbal, visual, and digital literacy in the future era.
16  In my opinion, the multimodal learning method provides more opportunities for students to ~ 96% 4%
improve their reading of verbal and visual texts.
17 In my opinion, the group learning method is applied in English learning nowadays. 55% 45%
The question items 10 to 17 were about learning media that the students had used in learning English and group learning methods. YouTube
is the most popular learning media used by the students (51%). Meanwhile, other media were used less frequently: Roblox ISL Collective

(29%), social media (26%), and physical objects (9%). This finding indicates the students’ need for digital media in learning English.

Despite its less popularity than YouTube as a learning media, Roblox ISL Collective has also been known by most of the students. 35% of
them know it from their friends, and the other 26% of them know it from social media and other sources. Meanwhile, the other 39% of the
students do not know about using Roblox ISL Collective as the media in learning English. Furthermore, in the context of using Roblox ISL
Collective as the learning media, most of the students (77%) believe that using Roblox ISL Collective will improve the students’ reading and
digital literacy skills.

Using Roblox ISL Collective as the teaching media emphasizes building the students' digital literacy through various multimodalities.
Therefore, most of them (87%) believe that the multimodal learning method will motivate them to improve their verbal, visual, and digital
literacy in the future era. In addition, they believe that the multimodal learning method provides more opportunities for students to improve
their reading of verbal and visual texts (96%). These findings suggest the urgent and important need to use the multimodality method in
teaching English to senior high school students.

Nevertheless, most of them also think that the current learning methods used by their English teachers are suitable for their levels. 81% of
them think that the current learning methods can motivate students to improve their digital literacy in the era of the industrial revolution 4.0;
96% of them think that the current learning methods provide more opportunities for students to read; and 55% of them think that group
learning methods are applied in their current English learning.

After analyzing the results of the first questionnaire, the learning materials that the students need to improve their English digital literacy
include: (a) learning media with attractive and interactive designs, which are only possible if prepared in a digital format; (b) learning media
containing English vocabulary related to daily life; and (c) reading materials containing multimodal texts.

3.2 Students’ Perception of Using the Roblox Game in Improving Their English Multimodal Literacy

Having been introduced to the use of Roblox game in learning English, the students were given the second set of questionnaires through
which they provided their opinions about the Roblox game. The results of the questionnaire are provided in Table 2.
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Table 2. Students’ perception of using Roblox in improving English multimodal literacy

Responses
No Statement SA A DA SDA
1 I join the training with joyful 50.0% 34.6% 7.7% 7.7%
2 I try to arrive/enter on time for English lessons. 23.1% 73.1% 3.8% 0.0%
3 I am ready to join the English learning activity when it starts. 26.9% 61.5% 11.5% 0.0%
4 I am always eager to participate in English learning activities. 15.4% 69.2% 15.4% 0.0%
5 I am always present during English lessons. 65.4% 23.1% 7.7% 3.8%
6 English learning is not difficult for me to understand. 15.4% 42.3% 34.6% 7.7%
7 | feel interested in the material presented by the teacher. 19.2% 57.7% 23.1% 0.0%
8 I pay close attention to the material being taught. 19.2% 65.4% 11.5% 3.8%
9 | pay attention when the teacher gives examples. 26.9% 61.5% 11.5% 0.0%
10 I understand all the material that the teacher explains. 26.9% 46.2% 23.1% 3.8%
11 I am very interested in the use of Roblox ISL Collective media. 26.9% 65.4% 3.8% 3.8%
12 Media Roblox ISL Collective creates learning not boring. 30.8% 65.4% 0.0% 3.8%
13 | feel that | understand what is presented in this media better. 26.9% 61.5% 7.7% 3.8%
14 The use of Roblox media ISL Collective makes me more excited about learning  26.9% 57.7% 7.7% 7.7%
English.
15 I think Roblox ISL Collective media is easily accessible. 30.8% 57.7% 7.7% 3.8%
16 Learning with Roblox ISL Collective media is very useful for me. 19.2% 73.1% 3.8% 3.8%
17  Roblox ISL Collective media is very helpful in the learning process. 19.2% 73.1% 3.8% 3.8%
18  Roblox ISL Collective media is easy to use. 23.1% 69.2% 3.8% 3.8%
19  The visual appearance of Roblox ISL Collective is very attractive. 23.1% 69.2% 3.8% 3.8%
20 The menus and facilities (buttons) in the Roblox ISL Collective media are easy to  26.9% 65.4% 3.8% 3.8%
understand.

The results displayed in Table 2 indicate that the students have a good perception of using the Roblox game in learning English digital
literacy. More than 50% of the students agree with each item listed in the questionnaire. For example, 50% of the students show their strong
agreement that the training using the Roblox game is joyful, and 34% of them show their agreement. This indicates that using the Roblox
game can attract 84% of the students to learn English digital literacy. Their good perception is also shown in the second item of the
questionnaire, where most of them (a total of 96.2% of the students) do not want to come late to the training using the Roblox game.

When asked about the factors leading them to show their good perception towards using the Roblox game in learning English, they like the
game for its easy access and attractive package. A total of 92.4% of the students show that they are very interested in learning English by
using the Roblox game as the media. A total of 96.2% of them agree that using the Roblox game in learning English creates an exciting
learning atmosphere. A total of 88.5% of them show that using the Roblox game in learning English helps them understand the materials
more easily.

4, Discussion

The results of this study confirm the previous studies about the students’ need for using digital learning media in improving their English
multimodal literacy (Azmina et al., 2019; Hammarstrém, 2001; Justin & Jaisankar, 2020; Lotherington & Jenson, 2011; Mustafa et al.,
2020). Digital technologies are dominant communication media in a post-modern world (Lotherington & Jenson, 2011), and it is undeniable
that their implementation in English learning will improve the students’ English multimodal literacy.

Moreover, the findings also indicate that YouTube is the digital resource most frequently used by the learners in building their digital
literacy. This is quite acceptable since YouTube is easily accessed and provides various digital resources. The advantages and effectiveness
of YouTube as the media in learning English as a foreign language have been reported in many previous studies (Alkathiri, 2019; Athreh &
Obeidat, 2022; Bastos & Ramos, 2019; Binmahboob, 2020; Juma, 2021; Muslem et al., 2022; Sari & Margana, 2019).

Learning media continues to develop along with the development of technology and education. Technology and education are two things
that cannot be separated. The learning process does not always use conventional methods that only rely on the teacher's voice and stationery.
This research contributes to the development of digital-based learning media games in public schools selected as research locations.
Gameplay is the creation of game players to organize their resources to achieve goals in the game. This finding is consistent with Rusman et
al. (2013), who argue that using games as the learning media can make the learning atmosphere more enjoyable and reduce boredom with
information or material delivered by teachers to students.

As one of the digital media, the Roblox game attracts most of the students to learn English and improve their multimodal literacy. The
effective use of Roblox as the learning media has been confirmed by previous studies (Meier et al., 2020; Mustafa et al., 2020). The use of
Roblox game helps teachers foster the students to imply their problem-solving skills related to real-life issues in the English learning process
(Mustafa et al., 2020).

Furthermore, the findings indicate that students had a good perception of using the Roblox game as the media in learning English. They
absorb English vocabulary faster because each vocabulary is visualized with an attractive design. They do not only read and write, but they
also listen to the English sounds and watch the gestures and other modalities used in the Roblox game. Such an experience increases the
students' learning motivation in learning English. These findings confirm the previous literature about the effect of motivation on the
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students' learning behavior and achievement (Azizoglu, 2015; Mehndroo & Vandana, 2020; Ozen, 2017; Sriyati et al., 2019; Tokan &
Imakulata, 2019; Wu et al., 2022). Motivation even has a stronger effect on the students’ learning achievement than the strategy applied by
a teacher (Sriyati et al., 2019).

Fun, active, and interactive classroom atmosphere as well as students' high motivation are factors that help students learn English
multimodal literacy more easily. Thus, the improvement of multimodal literacy of English in the era of industrial revolution 4.0 can be
achieved.

5. Conclusions

English digital literacy is obviously required in the learning process in the era of industrial revolution 4.0, thus impacting how teachers
prepare their learning materials or instructions. Digital learning materials, such as using games in the learning process, will help improve the
students' multimodal literacy, which emphasizes activities more than simply reading and writing. Likewise, the students also have strong
needs for multimodal literacy, especially in learning English.

Roblox game is one of the alternatives that can be brought to the learning process. The students have good perceptions on using the Roblox
game in learning English multimodal literacy. A fun, active, and interactive classroom atmosphere is the best contribution of the Roblox
game in improving the students’ multimodal literacy. Such a good atmosphere increases the students’ motivation that will affect their
learning behavior and achievement. Students’ good achievement is the ideal purpose of teaching.

Considering the advantages offered by the Roblox game, it is suggested that teachers, especially English teachers, use the Roblox game in
teaching English to junior high school students. English literacy is not only indicated by the students’ ability to read or write verbal texts, but
it requires students to have the ability to read and write non-verbal texts, i.e., interpreting pictures, sounds, and other modalities into verbal
texts.

This is just a small survey on using the Roblox game as the learning media in teaching English in a junior high school whose results cannot
be generalized. In addition, the results presented in this paper are based on the students’ perception on its uses, so the results are not strong
enough to ensure its effectiveness in improving the students’ English multimodal literacy. Nevertheless, it can become the basis for
exploring the actual effect of the Roblox game on the students’ English multimodal literacy. Therefore, future research is expected to be
conducted by using experimental or classroom action research methods and involving wider participants or respondents.
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