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Abstract  

This research aims to improve the ability to play musical instruments 
using contemporary genre as a music playing activity that has never 
been done at SLB A Karya Murni Medan.  This activity is based on the 
lack of ability to play musical instruments for each child and the lack of 
optimal music learning by using contemporary genre as their musical 
repertoire. Contemporary genre are very interesting because they use 
elements of tone color, emphasis on mixing instrument sounds, melody 
as a variation of pitch in rhythm (time), micropolyphonic harmony, new 
sounds and non-functional vertical harmony, free rhythmic patterns. 
and complex and rhythmic micropatterns. The research subjects of SLB 
A students were 13 students. This research uses qualitative methods 
with a descriptive analysis approach in describing phenomena that 
occur related to efforts to improve the ability to play musical 
instruments using contemporary genre or children with special needs 
at SLB A Karya Murni Medan. It is hoped that the results of the research 
can make music playing activities more interesting and provide benefits 
for blind children such as playing instruments, learning rhythmic 
patterns, singing melodies, making movements while singing 
collectively using contemporary musical compositions and holding 
small musical performances for SLB A students Murrni Medan's work.  
 
Keyword: Music Instrument; Composition; Contemporary; SLB A Karya  
                  Murni Medan 
 

Abstrak 
Penelitian ini bertujuan untuk meningkatkan kemampuan memainkan 
alat musik bergenre kontemporer sebagai kegiatan bermain musik yang 
belum pernah dilakukan di SLB A Karya Murni Medan.  Kegiatan ini 
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dilatarbelakangi oleh kurangnya kemampuan bermain alat musik pada setiap 
anak dan kurang optimalnya pembelajaran musik dengan menggunakan genre 
kontemporer sebagai repertoar musiknya. Genre kontemporer sangat menarik 
karena menggunakan unsur warna nada, penekanan pada pencampuran bunyi 
instrumen, melodi sebagai variasi nada dalam ritme (waktu), harmoni 
mikropolifonik, bunyi baru dan harmoni vertikal yang tidak berfungsi, pola ritme 
bebas. dan pola mikro yang kompleks dan berirama. Subjek penelitian siswa SLB 
A berjumlah 13 siswa. Penelitian ini menggunakan metode kualitatif dengan 
pendekatan deskriptif analisis dalam mendeskripsikan fenomena yang terjadi 
berkaitan dengan upaya peningkatan kemampuan bermain alat musik bergenre 
kontemporer atau anak berkebutuhan khusus di SLB A Karya Murni Medan. Hasil 
penelitian diharapkan dapat membuat kegiatan bermain musik menjadi lebih 
menarik dan memberikan manfaat bagi anak tunanetra seperti memainkan alat 
musik, mempelajari pola ritme, menyanyikan melodi, melakukan gerakan sambil 
bernyanyi secara kolektif dengan menggunakan komposisi musik kontemporer 
dan mengadakan pertunjukan musik kecil-kecilan untuk siswa SLB A karya Murrni 
Medan. 
 
Kata kunci: Musik Instrumen; Komposisi; Kontemporer; SLB A Karya Murni    
                      Medan 
 
Pendahuluan  

Bermain musik merupakan kegiatan yang paling menyenangkan bagi anak 
berkebutuhan khusus. Karena melalui musik siswa dapat melatih ketrampilan 
motorik, meningkatkan konsentrasi,  menumbuhkan rasa percaya diri, dan 
menumbuhkan sikap sosial. Melalui kegiatan bermain musik siswa diberikan 
pengetahuan, pengalaman, dan kompetensi ekspresi, apresiasi, harmonis dan 
keindahan suara dan warna bunyi yang dihasilkan  instrumentasi.  Membuat 
musik adalah bentuk ekspresi positif. Ketika seseorang memainkan musik, 
mereka berkomunikasi melalui bahasa vokal untuk mengungkapkan apa yang 
penting dalam bentuk musik, tetapi juga untuk menyampaikan ide-ide yang 
terkandung dalam lagu. Musik memiliki kemampuan untuk memotivasi dan 
mendorong partisipasi dalam aktivitas yang nantinya  membantu mencapai 
tujuan  sosial, bahasa, dan motorik. (Kurniawan, 2009). Oleh karena itu, 
memainkan musik instrumental bermanfaat bagi perkembangan belajar, emosi, 
intelektual, memori, dan konsentrasi siswa. Musik dibagi menjadi tiga jenis 
berdasarkan metode ekspresi dan sumbernya: musik vokal, instrumental, dan  
campuran. Musik instrumental adalah musik yang hanya berisi bunyi-bunyian 
atau suara-suara yang dihasilkan oleh satu atau lebih alat musik. Musik 
instrumental juga dapat diartikan sebagai  rangkaian nada dari satu  atau lebih 
instrumen yang dirangkai dan dipadukan sedemikian rupa, tanpa dinyanyikan. 
(Budiman, 2018). 

Sekolah Luar biasa dengan karakteristik tuna netra, merupakan salah satu 
sekolah luar biasa yang ada di kota Medan. SLB-A Karya Murni Medan dipimpin 
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oleh seorang kepala sekolah, ibu Lusita. Jumlah siswa 28 orang  dengan 
karakteristik tuna Netra. Di lokasi yang sama terdapat panti asuhan yang 
merupakan rumah bagi anak-anak tuna Netra. Panti asuhan dipimpin oleh 
seorang Kepala Panti Asuhan Sr. Yovita Situmorang. Jumlah anak di panti asuhan 
sebanyak 47 orang.  Studi pendahuluan yang dilakukan peneliti di SLB A Karya 
Murni melalui observasi dan wawancara dengan kepala sekolah di SLB A Karya 
Murni Medan, bahwa terdapat beberapa permasalahan dalam pembelajaran 
seni musik di sekolah diantaranya adalah kurangnya ketrampilan bermain musik 
instrument para siswa karena keterbatasan kemampuan guru, bermain musik 
instrumen menggunakan komposisi musik kontemporer belum pernah dilakukan 
di sekolah. Padahal musik kontemporer adalah karya musik yang 
mengedepankan ekspresi gagasan komposer. Karya yang dihasilkan 
menggunakan beberapa instrument musik dan sumber bunyi dan teknik yang 
tidak biasa ditemukan pada karya musik pada umumnya. Penggunaan unsur-
unsur warna nada (tone color) penekanan campuran suara instrument, melodi 
sebagai variasi ketinggian (pitch) dalam irama (time), harmoni micropolifoni, 
bunyi-bunyian baru dan harmoni vertical non fungsional, pola ritme yang bebas 
dan kompleks dan pola-pola mikro rhytmic menjadi cirikhas dari musik bergenre 
kontemporer. Melihat realita ini, peneliti tertarik untuk meneliti tentang upaya 
peningkatan kemampuan bermain musik instrumen menggunakan komposisi 
bergenre kontemporer bagi anak berkebutuhan khusus di SLB A Karya Murni 
Medan. Permasalahan yang terdapat dalam penelitian adalah upaya yang 
dilakukan untuk meningkatkan kemampuan bermain musik instrumen 
menggunakan komposisi musik bergenre kontemporer di SLB A Karya Murni 
Medan dan bagaimana hasil yang diperoleh dari upaya peningkatan kemampuan 
bermain musik instrument menggunakan komposisi musik bergenre 
kontemporer. Dengan tujuan untuk mengetahui upaya yang dilakukan untuk 
meningkatkan kemampuan bermain musik instrumen menggunakan komposisi 
musik bergenre kontemporer di SLB A Karya Murni Medan dan mengetahui hasil 
yang diperoleh dari upaya peningkatan kemampuan bermain musik instrument 
menggunakan komposisi musik bergenre kontemporer. 

Seperti pada penelitian  Turruqoyyah (2017), yang menerapkan terapi 
musik untuk beberapa orang siswa dengan berbagai jenis disabilitas, termasuk 
anak hiperaktif, Down Syndrome, dan Polio. Ada dua jenis terapi musik: terapi 
musik aktif dan terapi musik pasif. Perawatan terdiri dari bernyanyi bersama, 
meniru nada, dan mendengarkan musik. Siswa diajarkan memainkan alat musik 
sesuai  dengan kemampuannya dan memperhatikan kondisi fisiknya. 

Penelitian lain yang dilakukan oleh Rifqi (2017) bahwa tujuan penelitian 
untuk memberikan gambaran yang jelas mengenai pelaksanaan pembelajaran 
seni musik, sarana dan prasarana yang diperlukan dalam pendidikan seni musik 
serta fungsi pendidikan seni musik pada Anak Berkebutuhan Khusus di SD 
Sementara Garu Handayani. Temuan dalam penelitian ini bahwa musik dan seni  
dapat membantu siswa mengembangkan kemampuan motorik dan 
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keseimbangan tubuhnya. Senada dengan penelitian di atas, Fikri (2017) dalam 
penelitiannya anak tunanetra menjadi subyek utama keterkaitan dengan 
kemampuan mengindera karena cenderung berfokus pada pendengaran untuk 
mendapatkan informasi. Melalui pembelajaran seni musik, anak tuna netra 
mampu lebih percaya diri dan lebih memahami tentang agama melalui syair-syair 
lagu Islami. Temuan bahwa lagu-lagu Islami yang  ditemukan dapat 
meningkatkan ketenangan jiwa dan memperluas wawasan pengetahuan 
keagamaan. 

 Penelitian lain yang dilakukan  Fitri, Ismawan, dan Amalia (2017) tentang 
pembelajaran piano pada anak autis menemukan bahwa belajar piano  
meningkatkan perkembangan komunikasi dan memungkinkan anak autis 
merespons lebih baik terhadap hal-hal di lingkungannya. Dari beberapa 
penelitian yang telah dilakukan, ditemukan beberapa faktor dan kebermanfaatan 
dalam penelitian ini, subyek utama siswa tuna netra. Siswa tuna netra juga dapat 
bermain musik. Salah satu faktor penentu melalui pendengaran dan sentuhan 
yang ditingkatkan pada siswa tuna netra. Metode pembelajaran bagi siswa tuna 
netra sama dengan siswa normal pada umumnya, hanya ditambah touch 
body/sentuhan bagi tubuh mereka, clapping/tepuk tangan untuk dapat lebih 
focus menyampaikan pola pola tertentu dalam bermusik. Beberapa cara yang 
sama yang dilakukan dalam penelitian sebelumnya bahwa menggunakan sumber 
media sebagai pendekatan pembelajaran seni musik, melibatkan diri dalam 
proses pembelajaran, melakukan komunikasi yang efektif, membuat lingkungan 
belajar yang positif. Sedangkan dalam penelitian ini, beberapa cara yang bisa 
dilakukan untuk meningkatkan kemampuan bermain musik melalui materi 
pembelajaran komposisi musik kontemporer pada mata pelajaran Seni Musik, 
siswa dapat meningkatkan apresiasi musik, memperluas pengetahuan, dan 
mengembangkan kemampuan kreatif. Apresiasi dalam kegiatan pembelajaran 
komposisi musik kontemporer merupakan proses mengidentifikasi, menyerap, 
dan memahami hakikat sebuah karya  musik berdasarkan  karya musik yang 
dirancang oleh penciptanya. Kegiatan ini juga membantu siswa  menemukan 
inspirasi, ide, dan pemikiran sebagai bahan dasar dalam pementasan karya 
musik. 

Tujuan dari penelitian ini dalam upaya meningkatkan kemampuan bermain 
musik instrument yang menggunakan komposisi musik bergenre kontemporer 
untuk memupuk rasa seni dalam diri melalui perkembangan kesadaran bermusik, 
tanggap terhadap perkembangan musik, kemampuan mengungkapkan dirinya 
melalui bermusik, dan peka terhadap dunia sekelilingnya.  
 
Metode  

Berdasarkan tujuan penelitian untuk meningkatkan kemampuan bermain 
musik menggunakan komposisi bergenre kontemporer bagi siswa tuna netra 
maka penelitian ini menggunakan pendekatan kualitatif. Penggunaan metode 
kualitatif ini, untuk menganalisis kegiatan bermain musik bergenre kontemporer 
bagi siswa tuna netra di SLB A karya Murni Medan Johor. Upaya untuk mencari 
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jawaban atau hasil kemampuan siswa tuna netra dalam menerapkan komposisi 
bergenre kontemporer sebagai subyek penelitian. 

 
Gambar 1. Bagan Alir Penelitian 

 
Instrument Penelitian  

Menurut Huberman & Miles (1984) menjelaskan bahwa seorang peneliti 
kualitatif melakukan penelitian berpegang pada focus dan pembatasan studi 
melalui kerangka kerja konseptual, pertanyaan-pertanyaan penelitian, dan 
penentuan sampel.  

Instrument utama adalah siswa tuna netra. Lincoln & Guba (1985) secara 
tegas mengemukakan bahwa apabila metode penelitian telah jelas kualitatif 
maka instrument yang digunakan adalah manusia. Selain itu, melakukan 
observasi, wawancara, mengkaji dokumen-dokumen dan catatan-catatan yang 
ada di lapangan. 

Observasi dilakukan untuk melihat situasi dan kondisi yang terjadi selama 
proses kegiatan bermain musik berlangsung. Wawancara digunakan sebagai 
pembimbing peneliti untuk mengarahkan pelaksanaan konfirmasi dengan subyek 
penelitian.  
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Teknik Pengumpulan Data 
Teknik yang digunakan dalam pengumpulan data; teknik pengamatan 

(observasi), wawancara dan studi dokumentasi.  
Lokasi dan Subyek Penelitian  

Lokasi penelitian adalah SLB A Karya Murni Medan jalan Karya Wisata 
Medan Johor. Sedangkan subyek penelitian adalah siswa SLB A kelas X dan kelas 
XI yang usianya 15-16 tahun yang telah mendapatkan pembelajaran seni musik di 
sekolah luar biasa.  
Pelaksanaan Penelitian 

Adapun pelaksanaan penelitian melalui tahapan-tahapan: 
1. Tahapan Eksperimen: 

a. Menemukan inspirasi lagu 
b. Menentukan jenis lagu 
c. Menentukan genre lagu 
d. Membuat lirik lagu 
e. Menentukan struktur lagu 
f. Menentukan nada dasar 
g. Menentukan tangga nada  
h. Menyinkronkan pola gerakan dan nyanyian 
i. Melakukan evaluasi. 

2. Tahapan Eksplorasi 
a. Ide penciptaan 
b. Mencari dasar teori musik  
c. Data referensi 
d. Kerja studio 
e. Menggunakan software musik (Sibelius version 7). 

3. Tahapan Evaluasi 
a. Membandingkan karya dengan karya yang serupa 
b. Menentukan tujuan atau fungsi pekerjaan tersebut  
c. Menetapkan seajuh mana karya yang ditentukan berbeda dengan 

karya-karya yang telah ada. 
4. Tahapan Hasil 

a. Kemudahan meningkatkan bermain musik instrument 
b. Kemudahan memainkan pola irama 
c. Peningkatan ketrampilan yang diharapkan 
d. Peningkatan rasa percaya diri 

5. Tahapan Pertunjukan/performance. 
 
Hasil dan Pembahasan 

Telah diketahui sebelumnya bahwa subyek penelitian adalah siswa tuna 
netra SLB A Karya Murni Medan Kelas X dan XI yang berjumlah 11 Orang siswa  
yang terdiri dari 4 orang siswa laki-laki dan 7 orang siswa perempuan. Sebelum 
melaksanakan penelitian, peneliti mengadakan kegiatan awal untuk mengetahui 
kondisi awal siswa. Hal ini diperlukan agar peneliti dapat mengukur sejauh mana 
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tingkat keberhasilan penelitian bermain instrument ini. Pengamatan awal 
dilakukan melakukan permainan pola-pola ritme yang sederhana dengan 
menggunakan instrumentasi musik tradisonal dan perkusi.  

Analisis materi komposisi musik bergenre kontemporer yang relevan 
dengan subjek penelitian. Bentuk dan prosedur komposisi dalam penggunaan 
masa modern. Komposisi yang dimainkan adalah bergenre kontemporer. 
Menggunakan Basis scala  tonal, modal, duodecuple (terdiri dari duabelas). 
Tonalitas diperluas, pengelompokkan bebas, polytonal (efek disonan) yang 
merupakan dasar harmoni. Sedangkan untuk dasar ritmis/rhythm merupakan 
irama baru atau ritme tambahan, pola-pola non simetris, bebas, kompleks, 
terfragmentasi, dan pola-pola micro-rhytmic,  serta notasi proportionate (notasi 
proporsional). Sedangkan dari segi bentuk merupakan modifikasi dari bentuk 
musik tradisional, struktur non melodis pada musik perkusi, kolaborasi alat musik 
tradisional dan alat perkusi barat. Komposisi musik ini mengadopsi lagu dan lirik 
dari nyanyian permainan anak suku Batak Toba Sappele Sappele. Lagu Sappele 
Sappele ini dirancang menjadi sebuah repertoar musik instrument yang terdiri 
atas 3 (tiga) bagian dengan 3 (tiga) gerakan. Gerakan pertama dengan tempo 
Allegro, gerakan ke dua dengan menggunakan tempo Adagio, dan gerakan ke 
tiga (terakhir) dengan tempo Adagio.  
 
Pratindakan 

Mempelajari musik komposisi modern  dalam aktivitas bermain musik. Ada 
beberapa kemampuan yang dapat dicapai oleh siswa, seperti kemampuan untuk 
memahami materi yang berkaitan dengan komposisi musik kontemporer, alat 
musik tradisional, dan alat musik perkusi (alat musik barat).  

Pada bagian ini syair atau lirik Sappele Sappele dinyanyikan dengan 
menggunakan pola melodi dan ritme:  

 
Gambar 1. notasi proportionate 
 
Gerakan ke dua, Adagio.  

Permainan instrumen pada gerakan ke dua yaitu Adagio. Ada 3 teknik cara 
pengolahan motif yang dilakukan pada ritme/rhythm dan melodi, yang pertama 
dengan teknik pengulangan/repetisi, penggunaan aksen pada birama pertama. 
Vokal dengan teknik pengucapan huruf a.  

 
Gambar 2. Komposisi musik dengan micro ritmik 



Panggabean et al., Upaya Peningkatan Kemampuan... 

UNP JOURNALS 
 

PRINTED ISSN 1411-3732  

38 

Setelah teknik pengulangan/repetisi, dilanjutkan dengan teknik vocal dibagi 
menjadi 2 jalinan suara  dengan pola ritme dan melodi yang berbeda dan hal ini 
menghasilkan efek disonan (harmoni vertical non fungsional).  

 
 
 
 
 
 

Gambar 3. Komposisi musik dengan pola ritmis fragmentasi 
 

Pada permainan gerakan ke tiga, Adagio. Komposisi musik dalam gerakan 
ini, terdapat duodecuple bebas, microtonal dan melodi sebagai variasi ketinggian 
(pitch) dalam irama (time) seperti yang terlihat pada gambar di bawah ini.  

 

  
Gambar 4. Komposisi  dengan duodecuple bebas  
 
Tabel 1.  Hasil rekapitulasi pada pratindakan ini dalam kegiatan bermain musik 
instrument  

Nama Anak:         Alat Musik:            Score:            Kategori: 
                               Agus                       Sulim                             80              Sangat Baik 
                               Netti                       Taganing                       70              Baik 
                               Aditya                     Garantung                    70              Baik 
                               Chris                        Cowbell                        70               Baik 
                               Fritz                         Triangle                         70              Baik 
                               Yuni                          Kicrik air                       70              Baik 
                               Selvi                         Snare Drum                  70              Baik 
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                               Felicia                      Vokal dan Gerak Lagu  70             Baik 
                               Leris                         Vokal Dan Gerak Lagu  70             Baik 
                               Sinta                        Vokal Dan Gerak lagu   70              Baik 
                               Frida                        Vokal dan Gerak lagu    70             Baik 

 
Siklus 1 

Analisis dan pengolahan media instrumentasi yang akan digunakan sebagai 
media pembelajaran musik. Dalam kegiatan mengeksplorasi instrumentasi musik 
sebagai media bunyi dalam komposisi yang bergenre kontemporer, pada bagian 
ini penggunaan alat musik dan pengolahan elemen warna bunyi yang dihasilkan 
melalui variasi teknik permainan.  

           
Gambar 5. Melodi dengan teknik glissando yang dihasilkan oleh suara sulim ( 
seruling bamboo) 
 

Selain itu, penggunaan media stick air (kicrikan air) menghasilkan bunyi 
atau suara seperti air yang mengalir.  

         
Gambar 6. Kicrikan air/stick air) yang digunakan sebagai media untuk 
menghasilkan bunyi air yang mengalir.  
 
Tabel 2. Hasil rekapitulasi penilaian pada siklus ke I dalam kegiatan  bermain 
musik instrument yang menggunakan komposisi bergenre kontemporer, sebagai 
berikut: 
Nama Anak:         Alat Musik:            Score:            Kategori: 
Agus                     Sulim                             80              Sangat Baik 
Netti                    Taganing                       80              Sangat Baik 
Aditya                  Garantung                    80              Sangat Baik 
Chris                     Cowbell                        75               Baik 
Fritz                      Triangle                        70               Baik 
Yuni                      Kicrik air                       80               Sangat Baik 
Selvi                      Snare Drum                 80               Sangat Baik 
Felicia                   Vokal dan Gerak Lagu  80            Sangat Baik 
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Leris                         Vokal Dan Gerak Lagu 80              Sangat Baik 
Sinta                        Vokal Dan Gerak lagu   80              Sangat Baik 
Frida                        Vokal dan Gerak lagu    80             Sangat Baik 

 
Siklus II, 

Penyusunan beberapa bagian komposisi untuk bahan pembelajaran musik. 
Dalam repertoar musik/komposisi musik di bawah ini menunjukkan setiap 
insturmentasi memiliki peran untuk menghasilkan bunyi yang sesuai dengan pola 
ritme yang dimainkan silih berganti. Pada komposisi musik ini, instrumentasi atau 
alat musik yang dimainkan sulim, kicrikan air, cowbell, triangle, tamborin, snare 
drum, bass drum, taganing, garantung (alat musik yang terbuat dari bilah kayu) 
dan vokal dimainkan dengan teknik pengolahan melodi, ritme dan harmoni yang 
menghasilkan komposisi musik bergenre kontemporer.  

  
Gambar 7. Komposisi Musik Kontemporer 

 
Tabel 3. Hasil rekapitulasi penilaian pada siklus ke II dalam kegiatan  bermain 
musik instrument yang menggunakan komposisi bergenre kontemporer, sebagai 
berikut: 
Nama Anak:         Alat Musik:                    Score:                Kategori: 
Agus                      Sulim                              80              Sangat Baik 
Netti                      Taganing                       80              Sangat Baik 
Aditya                   Garantung                     80              Sangat Baik 
Chris                      Cowbell                         75               Baik 
Fritz                       Triangle                         70               Baik 
Yuni                        Kicrik air                       80               Sangat Baik 
Selvi                       Snare Drum                  80               Sangat Baik 
Felicia                   Vokal dan Gerak Lagu  80              Sangat Baik 
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Leris                     Vokal Dan Gerak Lagu 80              Sangat Baik 
Sinta                    Vokal Dan Gerak lagu   80              Sangat Baik 
Frida                    Vokal dan Gerak lagu    80             Sangat Baik 

 
Berdasarkan hasil evaluasi seluruh kegiatan bermain musik instrument 

yang menggunakan komposisi bergenre kontemporer sudah mendapatkan hasil 
yang diharapkan. Dari hasil pratindakan, siklus I, dan siklus II didapatkan ada 
peningkatan dalam ketrampilan bermain musik instrument yang menggunakan 
komposisi bergenre kontemporer.  

Hasil rekapitulasi peningkatan kemampuan bermain musik instrument yang 
menggunakan komposisi bergenre kontemporer pada pratindakan, siklus I, dan 
siklus II adalah sebagai berikut: 

 
Grafik 1.  Peningkatan Kemampuan Bermain Musik Siswa SLB A  

 
Hasil yang diperoleh dari upaya peningkatan kemampuan bermain musik 

instrumen menggunakan komposisi musik bergenre kontemporer di SLB A Karya 
Murni Medan dinilai dengan indikator sangat baik. Siswa dan siswi dapat 
melaksanakan pertunjukan kecil-kecilan dengan mengundang masyarakat 
setempat pada hari Kamis, 28 November 2024 pukul 18.00 sampai dengan pukul  
19.30 wib bertempat di Aula SLB A Karya Murni Medan Johor.  

  
Gambar 8. Pertunjukan Musik 
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Gambar 9. Penonton Pertunjukan 
 
Simpulan 

Kesimpulan dari bermain musik instrument dengan menggunakan 
komposisi bergenre kotemporer dapat meningkatkan kemampuan bermain 
musik instrumen pada siswa SLB A dengan karakteristik tuna netra di SLB A Karya 
Murni Medan Johor. Hasil yang diperoleh dari upaya peningkatan kemampuan 
bermain musik instrumen menggunakan komposisi musik bergenre kontemporer 
di SLB A Karya Murni Medan dinilai dengan indikator sangat baik. Berdasarkan 
hasil evaluasi seluruh kegiatan bermain musik instrument yang menggunakan 
komposisi bergenre kontemporer sudah mendapatkan hasil yang diharapkan. 
Penelitian ini telah memperlihatkan adanya peningkatan kemampuan bermain 
musik instrument yang menggunakan komposisi musik bergenre kontemporer 
untuk memupuk rasa seni dalam diri melalui perkembangan kesadaran bermusik, 
tanggap terhadap perkembangan musik, kemampuan mengungkapkan dirinya 
melalui bermusik, dan peka terhadap dunia sekelilingnya. 
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The popularity of video games among language learners makes games a 
potential medium for learning languages. Previous research shows that playing 
video games, one of which is DOTA 2, can have a positive effect on students' 
vocabulary acquisition, but it still does not explain what specific vocabulary 
learning strategies are used. This study explores DOTA 2 players' experiences in 
acquiring new knowledge and identifies effective strategies for acquiring 
knowledge in the context of the game. The research method used is a case study 
research design, as well as semi-structured interviews and observation. The 
results showed that DOTA 2 players learned new vocabulary through exposure 
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while playing the game, and social interaction was the most emphasized 
comprehension learning strategy used by the participants. This study provides 
insight into the effectiveness of DOTA 2 as a language learning tool, especially 
regarding knowledge acquisition. 
 
Keywords: DOTA 2; Vocabulary acquisition; English language learners; Social 
interaction; Language learning strategies 
 

Abstrak 
Popularitas permainan video game terhadap pelajar bahasa membuat permainan 
sebagai media belajar bahasa mungkin. Penelitian sebelumnya menunjukkan 
bahwa bermain permainan video game, salah satunya DOTA 2, dapat memiliki 
efek positif terhadap pengakuan kata bahasa siswa, tetapi masih belum 
menjelaskan strategi belajar kata bahasa yang spesifik yang digunakan. Studi ini 
meneliti pengalaman pelajar DOTA 2 dalam memperoleh pengetahuan baru dan 
mengidentifikasi strategi belajar yang efektif dalam konteks permainan. Metode 
penelitian yang digunakan adalah desain penelitian kasus, serta rancangan 
beraturan semiprasing dan observasi. Hasil penelitian menunjukkan bahwa 
pelajar DOTA 2 membelajar kata bahasa baru melalui pengalaman saat bermain 
permainan, dan strategi pengertian belajar yang paling diakcentuasi oleh peserta 
adalah interaksi sosial. Studi ini memberikan insight tentang efektivitas DOTA 2 
sebagai alat belajar bahasa, khususnya tentang pengetahuan. 
 
Kata kunci: DOTA 2; Pengakuan Kata Bahasa; Pelajar Bahasa Inggris; Interaksi 
Sosial; Strategi Belajar Bahasa 
 
Introduction 

Language learning is a complex process that demands several skills and 
knowledge. Vocabulary acquisition is an important component of language 
learning for effective communication. Learners who know more words and 
phrases tend to speak more accurately (Uchihara&Clenton, 2020). Additionally, 
productive vocabulary knowledge is significantly related to Second Language (L2) 
spoken ability, particularly fluency (Uchihara& Saito, 2019). Vocabulary is an 
essential indicator of the learner's language skills.  

Knowing vocabulary learning strategies is necessary for language learners 
because it can help them acquire new vocabulary more effectively. Gu, (2019), 
Guand Johnson, (1996) mentioned vocabulary learning strategies are cognitive, 
metacognitive, and social strategies, that can help in vocabulary mastery. When 
students use cognitive strategies like summarizing, highlighting, and note-taking, 
they can better organize information, make connections between what they 
already know and new information, and remember important details. 
Metacognitive strategies, such as setting goals, self-assessment, reflection, and 
self-questioning, help students become more aware of their own learning 
processes, identify areas where they can improve, and take steps to achieve 
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better outcomes. Social strategies, like peer tutoring, group discussions, and 
collaborative learning activities, allow students to develop communication skills, 
learn from others' perspectives, and benefit from the collective knowledge of 
their peers.  

Furthermore, various studies have been conducted to identify vocabulary 
learning and acquisition strategies. Hsu et al., (2023) investigated the use of 
artificial intelligence image recognition and self-regulation learning strategies for 
vocabulary acquisition, which includes setting goals, self-monitoring, and self-
evaluation. Al-Khresheh& Al-Ruwaili, (2020) conducted an exploratory study into 
vocabulary learning strategies used by Saudi EFL learners, which includes 
strategies such as memorization, guessing, and using dictionaries. By 
incorporating these strategies into their learning process, learners can improve 
their vocabulary acquisition and ultimately their overall language proficiency. In 
addition, by knowing these strategies, educators can help students identify 
which strategies work best for them and allow them to adjust their learning to 
their individual needs and learning styles. Gu& Johnson, (1996) found a 
relationship between vocabulary learning strategies and language learning 
outcomes, highlighting the effectiveness of different strategies for different 
learners and contexts. Therefore, understanding vocabulary learning strategies is 
crucial for language learners who want to improve their vocabulary acquisition 
and overall language proficiency. 

Video games have become increasingly popular in recent years, and many 
language learners use video games to improve their language skills. The use of 
video games for language learning and vocabulary acquisition can be an effective 
strategy for students indicated by several previous studies. Game-enhanced 
second language vocabulary acquisition strategies  were found to increase 
vocabulary retention and motivation to learn languages (Yudintseva, 2015). 
Video games were also found to have a positive influence on English as a foreign 
language vocabulary acquisition (Camacho Vásquez&Ovalle, 2019; 
Kazu&Kuvvetli, 2023; Luan Ng et al., 2022) and learners have a positive 
perception of using video game for vocabulary mastery (Gazam et al., 2022). 
Furthermore, video-game-based teaching has been indicated to be more 
effective than traditional instruction for vocabulary acquisition with English 
learners (Thompson & von Gillern, 2020). Those previous studies show that video 
games can be useful tools for language learning, but it but it's still lacking to 
explore the effectiveness of its use, so more research is needed to investigate 
specific vocabulary learning strategies used in video games, as well as more 
detailed information on other specific video games used to better understand 
their impact on vocabulary acquisition. It is important to consider the 
characteristics of the video games used, as different levels of difficulty and 
engagement may impact the effect. 

DOTA 2 (Defense of the Ancients 2) is a popular video game that can help 
people learn languages due to its unique features. This game involves teamwork 
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consisting of five people per team, requires strategy, and communication 
between players in order to achieve the goal of destroying the enemy's base 
(Akhmedov& Phan, 2021). The game has been played by millions of people 
worldwide and has potential as a tool for language learning as it allows players to 
interact with people from different countries and cultures. DOTA 2 has features 
such as the in-game chat system for communication and coordination between 
players. In addition, the overall language used in this game is English. Players can 
learn new vocabulary and improve their language skills while playing and 
communicating with teammates. Some studies have shown that DOTA 2 is 
popular and can be analyzed in different ways (Akhmedov& Phan, 2021; 
Demediuk et al., 2019). Additionally, in Indonesia, the DOTA 2 game has become 
popular, especially among young people (Khomeiny&Wibawa, 2020). Overall, 
DOTA 2's popularity and unique features make it a potential tool for language 
learning and analysis. 

Previous research has shown that playing DOTA 2 can have a positive 
effect on students' vocabulary acquisition, but it still does not explain any 
specific vocabulary learning strategies used by the participants (Yudha&Utami, 
2022). In a study conducted in Malang, Indonesia, it was found that playing DOTA 
2 had a significant effect on the academic achievement of students (Ismail, 
2016). However, there is still a lack in exploring the potential of DOTA 2 for 
learning vocabulary, especially in the Indonesian setting. Future research is 
needed on investigating the potential of DOTA 2 as a tool for vocabulary 
acquisition among English language learners and the vocabulary learning 
strategies used. Therefore, the purpose of this study is to investigate the 
experiences of DOTA 2 players in acquiring new vocabulary words while playing 
the game and to identify the strategies that they use to enhance their learning. 
This study builds upon previous research that has highlighted the potential of 
gaming to promote language learning and the importance of identifying effective 
strategies for vocabulary acquisition in gaming contexts. 

In addition, this study has research questions: 
1. How do players experience the acquisition of vocabulary while playing DOTA 

2? 
2. What strategies does DOTA 2 player use for learning new vocabulary words 

while playing the game? 
 

Methods  

This study utilizes a case study research design to explore the experiences 
of players in playing DOTA 2 and the strategies they use in acquiring new 
vocabulary. Case study research design is chosen for its ability to provide an in-
depth analysis of a particular phenomenon within its real-life context. It is 
particularly useful for exploring complex and multifaceted issues, allowing 
researchers to gain a comprehensive understanding of the topic being studied 
(Ary et al., 2014). By examining the experiences of players in their natural 
settings, researchers can gain valuable insights into the strategies they use in 
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acquiring new vocabulary while playing DOTA 2. This approach allows for a 
detailed examination of the phenomenon, providing a rich and nuanced 
understanding of the topic. 

The participants of this study are two players who are experienced in 
playing DOTA 2 and have good command of English. The procedure includes 
giving questions related to game-specific terminology, asking participants to 
explain and use certain terms according to context, and observing them to find 
out whether they have experienced vocabulary acquisition from playing DOTA 2. 
In addition, semi-structured interviews were also conducted with questions 
focused on participants' experience of discovering new vocabulary while playing 
the game, strategies for learning new words, and overall experience of using 
DOTA 2 for language learning.  

Observation data of participants' answers and explanations as well as 
interview data in transcripts were then analyzed using content analysis to code 
themes related to participants' experiences in vocabulary acquisition and their 
strategies for learning new words, as well as their overall experiences using 
games for language learning. 

 

 

Results and Discussion 

 The results of this study show the player's experience in acquiring 
vocabulary through DOTA 2 and what strategies they use for learning new 
vocabulary words while playing the game. The results of this study were analyzed 
based on the vocabulary learning strategies proposed by Gu, Y., & Johnson, R. K. 
(1996), which are cognitive, metacognitive, and social strategies. 
 
Experiences of vocabulary acquisition while playing DOTA 2 

Participants' usage of game-specific vocabulary was observed, and results 
revealed that they were able to answer 19-20 out of 20 questions on terms such 
as "creeps", "Roshan", "carry", "support", "farming", "jungle", "rotation", and 
more. Despite that, they were able to adequately explain the game's special 
terms. Following that, interviews were conducted and yielded the following 
results. 
 
Encountering and Learning New Vocabulary 

The interviews with DOTA 2 players revealed insights into how they 
encountered and learned new vocabulary while playing the game. The 
participants noted that they learned new vocabulary words, through exposure to 
them in the game. They stated that playing DOTA 2 improved their confidence in 
speaking English, and they also learned game-related terminology, abbreviations, 
and slang in English through communicating with other players. They said that 
motivation to learn new words makes them better at talking with their 
teammates, especially if their teammates speak English first. 

 



Komposisi: Jurnal Pendidikan 

Bahasa, Sastra, dan Seni 

Volume 26  No. 1 

Maret 2025 

 

E-ISSN 2548-9097ONLINE ISSN 2928-393 UNP JOURNALS 
 

49 

"I learned new words such as ganking, roaming, and SS, which describe Special 
Skill, an alternative term for Ultimate Skill. I also encountered in-game terminologies, 
abbreviations, and slang in English, which I usually understand through communication." 

(Participant 1) 
 
"I can use these words because of the time I spent playing. I understand and use 

new words because I am used to them and encounter them almost every day when 
playing. These words cannot be found in English lessons. And, also, my confidence in 

speaking English has increased" (Participant 1) 
 
"I practice new words that I meet in games with my friends to communicate 

better." (Participant 2) 
"Because of the interactions with the game and friends who use English, I am 

forced to use English, which indirectly improves my English language skills" (Participant 
2) 
 
Overcoming challenges 

The participants then shared their experiences about the challenges they 
faced in learning new vocabulary and the way to overcome them. They share 
how they encounter difficult words and the external resources they rely on, such 
as dictionaries and translation tools, to support their learning process. 
Participant 2, in particular, discussed the challenge of translating a sentence from 
Indonesian to English, only to realize the importance of context over literal 
translation. Interestingly, Participant 1 had no difficulty in learning new words 
while playing DOTA 2. The participants also revealed that they learned new 
words while playing DOTA 2 by seeking help from their friends, using Google 
Translate, and practicing with their colleagues. Both participants emphasized the 
significance of practicing with their teammates to improve their language skills. 
Overall, their experiences shed light on various obstacles and solutions in 
learning new vocabulary. 

 
“The challenge is when we translate a sentence into Indonesian and then 

translate it again into English to convey it, it also needs to be adjusted to the context. So, 
the more we play, the more we get used to practicing conversational skills using 

English.” (Participant 2) 
 
“For beginners, we can look at and use tutorials, then to improve our vocabulary 

and language skills, we can just play and practice communicating with strangers.” 

(Participant 2) 
 
“I didn't encounter any big challenges, I only used Google search and Google 

Translate when I encountered an unfamiliar word.” (Participant 1)  
 
“My suggestion when playing DOTA 2 is to play with foreigners often and dare to 

use open mic and be communicative.” (Participant 1) 
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Benefits of using DOTA 2 as a Language Learning Tool 

The interviews with DOTA 2 players suggest that the game can be a useful 
tool for improving language skills, particularly in aspects related to 
communication. However, it is important to balance playing DOTA 2 with other 
methods of language learning, such as classroom instruction or language learning 
applications.  
 
Improving Conversational English Skills and Building Connections 

Participants in the study highlighted that playing DOTA 2 can be a useful 
and enjoyable way to improve conversational English skills and build connections 
with communities. They emphasized that the game provides an interactive 
platform for practicing English language skills, which can boost confidence in 
communication. 

 
Participant 1 stated, "When I play DOTA and talk to strangers, I tend to use less 

formal language compared to what I learn in school. I found DOTA to be a great way to 
build connections and increase my confidence in speaking English, improving my 
language skills as a bonus since my goal of playing is of course to have fun." 

 
Participant 2 also shared, "DOTA 2 is a great way to practice English language 

skills because it is interactive and can boost confidence in communication. When I play 
DOTA 2, I do it for fun, not specifically to learn English." 

 
This aligns with previous studies that found DOTA 2 and other MOBA 

games to be effective in improving conversational English skills and vocabulary 
(Hapsari et al., 2018; Rachmad et al., 2023; Gazam et al., 2022). 
 
Learning by Doing and Hands-On Learning 

The participants noted that learning through DOTA 2 is more efficient as 
it involves hands-on learning. They found that the interactive nature of the game 
allows for practical application of language skills, which can enhance the learning 
experience. 

 
"Based on my experience, I find that learning through DOTA 2 is more efficient 

because it involves hands-on learning."(Participant 2) 
 
This is consistent with previous research that emphasized the 

effectiveness of hands-on learning and interactive mediums, such as video 
games, in improving language skills and communication (Emre et al., 2022). 
 
Understanding Real-Life Context and Applying Knowledge 

The study participants emphasized the importance of understanding the 
context in which English words are used and applying them in real-life situations. 
They highlighted that playing DOTA 2 provides an opportunity to learn and apply 
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language skills in a practical and authentic context, such as communicating with 
strangers during the game. 

 
Participant 1 emphasized, "Apart from that understanding the context in which 
English words are used is also important, which means I need to apply my knowledge in 
real-life situations, such as communicating with foreigners or learning about different 
cultures." 

 
Participant 2 also highlighted, "For those who are just starting out, using tutorials can 
be helpful, and practicing communication with strangers can improve vocabulary and 
language skills." 
 
This is in line with previous research that emphasized the significance of real-life 
application and contextual understanding in language learning through video 
games (Thompson & von Gillern, 2020). 

 
The findings from the study and the cited previous research suggest that 

playing DOTA 2 can indeed be a beneficial tool for improving language skills, 
particularly in aspects related to communication and vocabulary. The interactive 
and hands-on nature of the game provides a unique platform for language 
practice and learning. However, it is important to note that while DOTA 2 can be 
a helpful supplement to language learning, it cannot fully replace formal 
education. The participants themselves acknowledged the need for a balance 
between formal learning and everyday life applications, such as playing DOTA 2. 

Furthermore, the study's emphasis on the importance of supervision and 
restrictions from teachers and parents aligns with previous research that has 
highlighted the potential negative effects of excessive gaming on academic 
performance (Ismail, 2016). Therefore, while DOTA 2 and similar games can be 
valuable for language learning, it is essential to approach their use with a 
balanced and supervised perspective. 

In conclusion, playing DOTA 2 can be an effective and enjoyable way to 
improve language skills, particularly in terms of conversational English and 
vocabulary. However, it should be integrated as a complementary tool within a 
well-rounded language learning approach that includes formal education and 
other methods of language practice. 

 
Strategies used by DOTA 2 Players in learning new vocabularies 
Based on the work of (Gu& Johnson, 1996), vocabulary learning strategies 

include cognitive, metacognitive, and social strategies. After the participants 
shared their experiences in acquiring new vocabulary through DOTA 2, the three 
strategies were identified as being used by the participants. 
 
Cognitive Strategy 
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Cognitive strategies are mental processes learners apply to acquire new 
skills and understanding. Participants in this study showed cognitive strategies 
such as predicting the meaning of unfamiliar terms from context, seeking 
dictionaries, and repeating phrases that are unfamiliar. These strategies are 
linked to incidental vocabulary learning, which occurs when learners acquire 
vocabulary unconsciously or as a result of doing another activity, such as playing 
a video game or communicating (Huang &Eslami, 2013). The following are the 
cognitive strategies performed by participants in this study: 
 

Contextual guessing: Participants used contextual guessing to understand new 
words based on the conditions they were in. They identified the meaning of new 
terms based on their past knowledge of the language and the context of their 
current situation. 

“The way we translate a language is not word-for-word but based on context.” 
(Participant 1) 
 

Using dictionaries: While playing DOTA 2, participants used external resources 
such as Google Translate to help them learn new terms. They also utilized 
dictionaries to corroborate their ideas and look up words in other resources. 

“..I search on Google Translate if I encounter difficult words.”  

(Participant 2) 
Repeating new words: Participants reported that while learning new terms, they 
had to use them frequently in order to become familiar with them. They learned 
about new terms with their friends in order to communicate more effectively, 
and they employed these words as a consequence of the time they spent 
playing. 

“..I understand meaning of new words because I am used to them and encounter 

them almost every day when playing.” (Participant 1) 
These cognitive strategies can help learners identify word meanings and 

improve their vocabulary acquisition.   
 

Metacognitive Strategy 

The implementation of strategies that help learners become aware of 
their own learning processes and how to manage them is known as 
metacognitive vocabulary learning strategy (Diaz, 2015). Participants in the 
present research suggested that they worked with metacognitive strategies, yet 
they were not significant, such as practicing with friends. 

“I also often played with my team” (Participant 1) 
“.., I practice with my friends to communicate better.” (Participant 2) 
 
Practicing with friends is a metacognitive acquisition of vocabulary 

strategy because it requires students to take advantage of their metacognitive 
potential to select and use various strategies in specific circumstances for a 
specified purpose (Trujillo Becerra et al., 2015). Learners may check their own 
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learning, evaluate their understanding of the terms, and modify their learning 
strategies by practicing with friends, who can engage in activities like as 
discussing new words, using them in expressions, and offering feedback to each 
other. It allows learners to engage in continuous participation, socializing, and 
metacognitive strategy use, which may help in the acquisition of new vocabulary 
and the improvement of overall language competency. 
 
Social Interaction Strategy 

Another strategy of vocabulary learning that learners might utilize to 
enhance their vocabulary acquisition is social strategies. Interactions with other 
users, such as friends or educators, are used in social strategies for acquiring the 
meaning of new words (Alahmadi& Foltz, 2020). Both participants in the present 
research use social strategies to acquire new terms. The following social 
strategies were discovered: 
 

Asking friends for meaning: Participants could enhance their comprehension of 
new terms by asking their friends for the definitions. 

“I ask my friends if I encounter difficult words.” (Participant 2) 
 

Communicating with with native speakers: Participants interact with native 
speakers to discover new words in context and learn how to use them properly.  

“When playing this game, we can meet with stranger that speak English, we 

automatically try to speak in English to communicate with them.” (Participant 2) 
“I have a friend from a foreign country, and I can apply the words I learned from 

playing DOTA 2 when communicating with them.” (Participant 1) 
“When expressing strategies to play in the game, we need to communicate with 

the team, and we can learn new words based on context.” (Participant 1) 
 
In addition, the Participant also suggested staying active and 

conversational with teammates while playing to develop language abilities, 
confidence, and communication, which is consistent with Gu& Johnson, (1996) 
approach of employing social engagement to boost vocabulary learning.  

“Do not be a passive player, as passive players only understand the meaning of 
new words without being able to use English actively. You must be active and 
collaborative with your teammates to improve your language skills, confidence, and 

communication.” (Participant 1) 
 
They learned new terms more easily through conversation and 

collaboration with their teammates, one of whom was a native speaker who 
participated in the game. This approach can be helpful in the acquisition of 
vocabulary because it allows learners to engage in social interaction and 
conversation, which can help them improve their social and communicative skills 
(Alahmadi& Foltz, 2020). 
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The present study discovered that while playing the game, individuals 
utilized cognitive, metacognitive, and social strategies to acquire new 
vocabulary. These findings align with O’Malley and Chamot, (1990) classification 
of learning strategies as various strategies or behaviors used by learners to 
interpret, learn, or maintain new knowledge. Furthermore, this present study 
confirms Alahmadi and Foltz, (2020) suggestion that interacting with others 
could enhance vocabulary acquisition. A previous study on the use of vocabulary 
strategies for learning additionally found a substantial connection between 
individual factors and the use of vocabulary learning strategies, emphasizing the 
importance of social strategies in vocabulary acquisition (Göçen, 2020). This 
illustrates how the implementation of ways to learn by one individual may differ 
from one person to another. All of these strategies have been employed by 
participants in the present study to acquire vocabulary in DOTA 2. As a result, 
DOTA 2 could be considered a great way of vocabulary acquisition.  

In summary, the present study provides evidence for the effectiveness of 
DOTA 2 as a language learning tool, particularly for vocabulary acquisition. The 
findings are consistent with previous studies on vocabulary learning strategies, 
such as Gu (2019), Gu & Johnson (1996), Supian and Asraf (2019), Aravind and 
Rajasekaran (2018), and Ghalebi et al. (2021). These studies emphasize the 
importance of using effective vocabulary learning strategies for language 
learners to enhance their language proficiency. The present study's results 
contribute to the understanding of the potential of DOTA 2 as a language 
learning tool and provide insights into the effectiveness of using video games for 
language education. 
 
Conclusion 

In conclusion, the present study suggests that DOTA 2 can be an effective 
medium for acquiring new vocabulary words through social, cognitive, and 
metacognitive strategies. The interviews conducted with language learners 
provide insights into the vocabulary learning strategies used during DOTA 2 
gameplay, including the use of context clues, repetition, and social interaction. 
The immersive environment, motivation, and social support provided by DOTA 2 
gameplay can also contribute to language learning outcomes.  

The findings of this research have implications for the application of 
DOTA 2 or similar video games in the school environment for vocabulary 
learning. The implementation of DOTA 2 or similar video games in school can be 
integrated into existing language learning curricula. Suggestions for teachers are 
to create assignments or activities that require students to use games for 
vocabulary acquisition. This can be done by incorporating games into language 
classes, or by giving students access to them during study periods or after-school 
clubs. 

In addition, suggestions for further research are the need to explore the 
potential of DOTA 2 or similar video games for language learning. This includes 
examining the impact of games on language proficiency, comparing their 
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effectiveness with other language learning methods, and investigating the role of 
motivation and support in language learning through games. By conducting this 
research, educators can gain a better understanding of the potential of video 
games in language education and develop more effective strategies for 
vocabulary teaching in schools. 
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