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Abstract 

The purpose of this study is to provide additional research on the topic of the relationship 

between extramural English activities and performance on vocabulary tests among Swedish 

school learners. Data were collected from English L2 learners in Swedish upper secondary 

school (English 6 course). A questionnaire about participants extramural English activities 

was filled in. Participants then took a receptive vocabulary test of 140 items. The participants 

(N=74) were aged 17, with the exception of one 19-year-old and two 16-year-olds and got 

divided into two main research groups: gamers and non-gamers. The results from the 

vocabulary test revealed that gamers had a higher mean score than non-gamers on the test. 

However, the non-gamers trailed behind with a barely notable distinction. When examining 

the gamer group more closely, the findings show that participants who spent more time 

gaming also had the highest scores, compared to lower frequency gamers. Additionally, 

gamers spend more hours per week on other English-related media (excluding tv-series, 

movies and gaming) than the non-gamers. This makes it possible to conclude that there is, to 

some extent, a connection between extramural English activities and better receptive 

vocabulary. However, while extramural activities influence vocabulary, so does length of 

instruction in a language. The non-gamers caught up to the gamers, one reason as to why 

being a result of the length of instruction in English, which may even out large differences 

between gamers and non-gamers for more advanced learners (Peters, 2018). 

 

Keywords: Extramural English, out-of-school learning, vocabulary, second language 

acquisition, second language learning, ESL, EFL, vocabulary acquisition, core vocabulary, 

peripheral vocabulary, gaming, gamification, upper secondary school, gamers, non-gamers 

 

  



 

Sammanfattning på svenska 

Syftet med denna studie är att bidra med ytterligare forskning om ämnet extramurala 

engelsksaktiviteter och deras inverkan på svenska skolelevers vokabulärinlärning. Data 

samlades in från elever som har engelska som andrahandsspråk och som gick på gymnasiet 

(och deltog i engelska 6 kursen). Deltagarnas uppgift var att fylla i ett frågeformulär samt ett 

engelskt vokabulärtest som bestod av 140 ord. Deltagarna (N = 74) var 17 år gamla, samt en 

19-årig elev och två 16-åriga elever, och delades in i två huvudgrupper: spelare (gamers) och 

icke-spelare (non-gamers). Resultaten från vokabulärtestet avslöjade att spelarna hade ett 

högre medelvärde än icke-spelare på testet: Dock hade icke-spelarna nästan samma  

medelvärde. När man undersöker den gruppen som spelar spel närmare, visar resultaten att 

deltagare som tillbringade mer tid på spel också hade de högsta poängen jämfört med spelare 

som spelade mindre frekvent. Dessutom tillbringar spelare i genomsnitt fler timmar per vecka 

på annan  engelskrelaterad media (exklusive tv-serier, filmer och spel) i genomsnitt än icke-

spelarna. Detta gör det möjligt att dra slutsatsen att det i viss utsträckning finns en koppling 

mellan extramurala engelskaktiviteter och högre ordförrådsförmåga. Peters (2018) slutsats 

visade att även längden av engelskstudierna kan ha en inverkan på vokabulären och för äldre 

elever kan möjligen effekten av exempelvis dataspelande jämnas ut desto längre de studerat 

engelska. 

 

Nyckelord: extramural engelska, vokabulär, vokabulärinlärning, språkinlärning, EFL, ESL, 

gaming, gamification, gymnasiet, gamers, non-gamers 
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1. Introduction and aims 

For more than six decades, video games have gained medial, scholarly, and public attention. 

Springing in the late 1940s, video games starting merely as early simulation games, for 

example Spacewar! (Wolf, 2012), are today phenomena known worldwide. Generally, the 

term gaming refers to “playing or engaging in games” (Oxford English Dictionary, 2019). 

Games can be carried out on both stationary computers, laptops, tablets, mobile phones and 

consoles such as Xbox, PS4, Wii or Nintendo. However, a more specific definition of 

computer/digital/video gaming usually involves some type of screen combined with a 

controller, such as a TV/computer monitor, and a keyboard or joystick (Kirriemuir, 2002). In 

present time, there are websites dedicated to producing and marketing games. Companies that 

are web platforms or profit-driven gaming communities such as Origin, and other established 

platforms, are constantly adapting and developing to attract their audience, and Steam, one of 

the most prominent digital distribution websites for video games (Medium, 2017, PC gamer, 

2016), has evolved to let gamers find specifically what they are looking for. The tag list on 

Steam (https://Store.Steampowdered.com/tag/browse/#global_492) will offer visitors more 

than a hundred different tags where gamers can filter and obtain the game fitting exactly their 

preferences. Common genres, such as first-person shooter and action games attract the 

majority of gamers’ attention: However, unusual genres, such as anime or family-friendly 

games will undoubtedly attract gamers that are curious about other types of games.  

   While a spare time activity for children, teenagers, and young adults, studies have also 

shown that it is possible to gain an advantage in terms of their English proficiency by gaming. 

By way of example, studies have shown a connection between extensive gaming on the one 

hand, and performance on English vocabulary tests for learners of English as a foreign 

language (EFL) (Brevik, 2016; Olsson, 2016; Sundqvist, 2009; Sundqvist, & Sylvén, 2012; 

Sundqvist & Wikström, 2015; Sundqvist, 2019). The learning of English outside of formal 

pedagogical context is often called extramural English learning, which refers to any learning 

that takes place outside the classroom and includes naturalistic learning, self-instruction, or 

self-directed naturalistic learning, as mentioned by Benson (2011b:139). The extramural 

English learning process through gaming has been found to contribute to boosting ninth-grade 

students’ English skills (Sundqvist, 2009) as well as expanding Norwegian boys’ reading skill 

in English (Brevik, 2016), to mention a few of the studies demonstrating a positive 

relationship between gaming and English proficiency. 
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   With a specific focus on the vocabulary size of gamers and non-gamers, a recent, large-scale 

study by Sundqvist (2019) revealed that time spent on gaming was the most decisive factor in 

explaining the performance on English vocabulary tests for Swedish learners. The present 

study, therefore, aims to see if there is any correlation between media consummation and 

scores on an English receptive vocabulary test. Many of the studies on gaming and second 

language vocabulary have targeted young teenagers, often in compulsory school (Sundqvist, 

2009; Sylvén & Sundqvist, 2012; Sundqvist, 2019). The present study builds on prior work in 

the area but focuses specifically on learners in upper secondary school. As such, the study 

aims to contribute with data and findings from a less researched age/educational group.  

 

1.1 Research Questions 

The following research questions will be addressed: 

• Which extramural activities correlate with results on an English vocabulary test? 

• Do other factors, such as time spent on extramural activities, correlate with learners’ 

receptive vocabulary? 

   As previously mentioned, the aim is to contribute with further research on the topic of the 

relationship between extramural English activities and performance on vocabulary test among 

Swedish school learners. This study will focus on upper secondary school learners from the 

age of 17. 

 

 

 

  



3 

2. Background and previous research 

In this section, key terms related to extramural English will be explained, such as second 

language acquisition and extramural English. Furthermore, this section accounts for empirical 

studies on language learning in informal contexts. The Swedish English 6 syllabus and the 

teachers’ role are also described. 

 

2.1 Second language acquisition and second language learning 

Yule (2017) makes a distinction between second language acquisition and second language 

learning. Acquisition is a process where the learner gradually acquires the language in natural 

settings, without the presence of a teacher, with and through contact with other speakers of the 

language. Acquisition, in this view, is an unconscious process; therefore, less attention is 

given to grammar and vocabulary. Learning, however, is the conscious process of obtaining a 

new language, usually through teaching, in formal educational contexts. When learning a 

language, the learner has to pay attention to grammar and vocabulary. An example of a 

subject that cannot be acquired, but has to be learned, is mathematics (Yule, 2017). Second 

language (L2) is often used as an umbrella term to cover second and foreign language 

learning: That is “any languages learned later than in early childhood” (Mitchell, Myles & 

Marsden, 2013:1). It has also been argued that “[…] individuals whose L2 exposure is 

primarily a learning type of experience tend not to develop the same kind of general 

proficiency as those who have had more of an extended acquisition type of experience” (Yule, 

2017:209), which indicates that language learning in naturalistic, informal settings is central 

for proficiency development.  

  Another thing one can look at concerning second language acquisition/learning is learner age 

as a factor. It has been shown that an individual best learn a language before the critical 

period hits, that is around puberty. Afterwards, the critical period, it is believed to be more 

challenging to acquire a new language, if the goal is native-like proficiency (although the 

absolute relevance of the critical period hypothesis has been contested, see e.g., Bialystok & 

Hakuta, 1999). In contrast, it has also been demonstrated that early teens, aged ten to sixteen, 

are more effective L2 learners (Yule, 2017). The reason why is that “the maturation of 

cognitive skills allows more effective analysis of the regular features of the L2 being learned” 

(Yule, 2017:210). 

  When talking about second language acquisition, it is worth mentioning the terms English as 

a Second Language (ESL) as well as English as a foreign language (ESL). While ESL refers 
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to a “language that is spoken in the surrounding community” (Yule, 2017:209), EFL on the 

other hand, is typically used when referring to a “language that is not generally spoken in the 

surrounding community” (Yule, 2017:209). Digital gaming can be viewed as a potential site 

for ESL or EFL learning, as gamers are exposed to English when participating in games, even 

though participants may not view themselves as ‘learners’ in that specific context, but as 

language users (Sundqvist, 2019: 105). 

 

2.2 Extramural English and extramural Activities 

The word “Extramural” stems from the Latin word extrā mūr-ōs’ meaning “outside the walls” 

(Oxford English Dictionary, 2019). Extramural English, therefore, refers to the English 

learned outside of the school walls or in an out-of-school context (Sundqvist, 2009). Some 

extramural activities listed by Sundqvist and Sylvén (2016) are video gaming, watching tv 

series or movies, listening to music, watching blogs or vlogs, reading books, newspaper, 

magazines, surfing English websites and reading/ speaking/ writing/ listening /interacting in 

real life or online. Svensson (2018) argues the importance of understanding the impact of 

extramural English learning: 

 

The effects of extramural English activities on English proficiency need to be investigated further, especially 

with the aim of investigating causation rather than correlation, because the effect of extramural English activities 

on English proficiency could possibly be greater than the effect English teaching in school might have due to the 

amount of hours students spend on these activities (Svensson, 2018:23). 

 

In order to further understand the impact of extramural English on proficiency in English, a 

number of empirical studies have been conducted since 2009. Sundqvist (2009) examined the 

possible effects of extramural English on oral proficiency and vocabulary. The 80 Swedish 

participants, 9th graders (aged 15-16), filled in two different vocabulary tests as well as data 

regarding their extramural English activities in language diaries. In the results, Sundqvist 

(2009) points out something regarding the oral proficiency (OP) and vocabulary (VOC): The 

“total amount of time spent on extramural English correlated positively and significantly 

(p<.01) both with learners’ level of OP and size of VOC, but that the connection between 

extramural English and VOC was stronger and more straightforward than the one between 

extramural English and OP” (2009: i). The study also found how extramural English 

activities, where the learners had to be productive (i.e. gaming, reading), had a more 

significant impact on their overall vocabulary proficiency than passive activities (i.e. watching 

movies). In conclusion, Sundqvist (2009) summarizes her study as following: extramural 
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English is an “independent variable and a possible path to progress in English for any learner, 

regardless of his or her socioeconomic background” (Sundqvist, 2009: i). Sundqvist’s (2009) 

early work was an important starting point for research on the relationship between 

extramural English activities and proficiency, a field which is steadily growing.  

   A 2012 paper by Sundqvist and collaborator Sylvén (Sylvén & Sundqvist, 2012) presented 

empirical evidence showing that the frequency of gaming and type of games played had a 

positive impact on participants’ L2. The 86 Swedish participants were between the age of 11-

12 as opposed to Sundqvist (2009) study, where the participants were 4-5 years older. The 

participants took three different types of proficiency tests, one of which was a vocabulary test. 

The results showed that “frequent gamers (> 5 hours per week) outperformed moderate 

gamers who, in turn, outperformed non-gamers” (Sylvén & Sundqvist, 2012:302). The central 

area of this study was extramural English. 

   Sundqvist and Wikström (2015) examined the relationship between the extramural English 

activity gaming and English vocabulary measures and grading outcomes. There were 80 

Swedish teenage participants. The data included a questionnaire, language diaries, vocabulary 

tests, essays and grades in English. The participants were divided into three Digital Game 

Groups (DGGs): DGG1 non-gamers (0 hours per week), DGG2 moderate gamers (<5 hours 

per week), and DGG3 frequent gamers (>5 hours per week). The final results showed that the 

DGG 3 group had the highest rated essays while DGG 1 came second and DGG 2 came last. 

It was concluded that gameplay “aligns more directly with vocabulary test scores than 

vocabulary indicators drawn from essays” (Sundqvist & Wikström, 2015:65). 

   In a Norwegian study, Brevik (2016) investigated if out-of-school gaming could improve 

boys’ English reading skills. Her participants were Norwegian learners of English attending 

year 11, aged 16-17: However, they were not randomly selected. The reason these boys got to 

participate in the study was that they had scored below the 20% intervention benchmark on a 

national reading test in Norwegian, and above 60% in the English reading test, which was 

considered an unusual combination. In summary, Brevik (2016) says “I argue that, since the 

students do not seem to transfer their English reading skills from one context to another, 

teachers need to make this connection for them (Brevik, 2016:2). Brevik (2016) concluded 

that the students would listen and follow instructions more successfully if it is in their interest 

and engages them enough to do so, for example when gaming. 

   In her study, which is based in a Swedish context, Olsson (2016) argues for the impact of 

extramural English on productive vocabulary. The 84 Swedish participants attended upper 

secondary school. The participants’ vocabulary was tested in their writing of different types of 
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texts. Olsson (2016) concluded that the positive outcomes of extramural English are likely 

more notable for learners with lower proficiency, as opposed to learners with already high 

proficiency. She also noted that 9th graders who were frequent extramural English users in 

their spare time showed a better vocabulary variation than those who were infrequent 

extramural English users. Finally, Olsson (2016:5) concluded that extramural English 

correlated with “productive academic vocabulary only in the first year” of upper secondary 

school, but that this outcome was not observed over time. Olsson’s study shows that age and 

amount of instruction in English may decrease the impact of extramural English on 

vocabulary. 

   Sundqvist (2019) examined commercial-off-the-shelf games (COTS) outside of school and 

L2 English vocabulary, as well as offering comparisons with non-gamers’ vocabulary. A total 

of 1,069 Swedish Year 9 students (aged 15-16) participated in this large-scale study. The 

results showed that when it comes to gaming, time is significant. There was a positive 

connection between time spent gaming and vocabulary test scores, particularly regarding 

difficult words on the test. Sundqvist (2009:5) made a short and consistent summary of the 

study by saying that “playing COTS games matters for L2 learner vocabulary”. This study, in 

particular, is interesting since it regards the same test group (year 9 students aged 15-16) as 

the Sundqvist (2009) study had. The main difference is the number of participants, and while 

the two studies (Sundqvist 2009; Sundqvist 2019) widely shift in participants, they both have 

the same outcome: Extramural English (i.e. gaming) matters. The 2019 study thus indicates 

that time spent gaming overrides other variables, such as the type of game played. As such, 

detailed measures of time spent on extramural English activities is central to further empirical 

studies on gaming and English proficiency. 

   Before ending this section, it is of importance to note the topic of extramural English in a 

European context, since most parts of the previous studies are Scandinavian. Comparable 

findings were discerned by Peters (2018), who noted that extramural English exposure for 

Flemish EFL learners had a more significant impact on vocabulary than, for example, length 

of instruction in English. 

 

2.3 The empirical context: English in Swedish upper secondary education 

English is a core subject in the Swedish school system from age seven, with national tests in 

years 6 and 9 of compulsory school and in year 3 in upper secondary school. Even though 

English is something Swedish students practice for many years, some learners seek to learn 
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English outside of the school walls for further proficiency. Extramural learning is one 

possible source that the majority of students believe their English proficiency actually derives 

from (Jakobsson, 2018; Söderqvist, 2019).  

   

2.3.1 The teaching of English in upper secondary 

The English 6 course is the last mandatory English class a student has to attend in upper 

secondary school: English 7 is the last English class available in upper secondary school. 

However, English 7 is optional for the students. The students are between 16-18 when 

attending the English 6 course. When looking into the aim of the English 6 course, it is clearly 

stated that the teaching of English “should aim at helping students to develop knowledge of 

language and the surrounding world so that they have the ability, desire and confidence to use 

English in different situations and for different purposes.” (Swedish National Agency for 

Education, 2010:261). The learning objectives listed for the English 6 course are formulated 

as follows: 

 

• Understanding of spoken and written English, and also the ability to interpret content.  

• The ability to express oneself and communicate in English in speech and writing.  

• The ability to use different language strategies in different contexts.  

• The ability to adapt language to different purposes, recipients and situations.  

• The ability to discuss and reflect on living conditions, social issues and cultural features in different 

contexts and parts of the world where English is used. (Swedish National Agency for Education, 

2010:261) 

 

In the syllabus for English 6 (Swedish National Agency for Education, 2010), the core content 

is divided into three main parts: content of communication, reception, and production and 

interaction. The content refers to the areas in which students are expected to be able to 

communicate, such as education, society and work. Reception refers to all kinds of receptive 

skills, such as understanding different dialects, and proficiency, such as being able to 

understand different types of texts. The last part, production and interaction, refers to the oral 

and written production of language, monologically and dialogically. 

 

2.4 Teachers’ role in students’ second language acquisition 
When speaking of previous studies, as mentioned in the section above, it is crucial to note that 

the teacher holds an important role when it comes to the students’ journey to better understand 
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English and to feel more comfortable using it. According to Sundqvist (2009), teachers can 

contribute to increased motivation for language learning by taking the time to find out more 

about the students’ extramural English activities and habits. Sundqvist and Wikström (2015) 

provide some examples of what teachers can do to find out their students’ extramural English 

habits: 

 

As all teachers know, in order for teaching to be successful, it is crucial to meet the needs and interests of 

individual learners and one way to do so would be to incorporate a systematic use of language diaries (or 

something similar) to map learners’ out-of-school language-related contacts and based on the given information, 

design or recommend suitable learning tasks. Such an approach would, most likely, facilitate the fostering of 

learner autonomy (Sundqvist & Wikström, 2015:74). 

 

The teacher should be able to draw conclusions based upon their diaries and perhaps see 

where the emphasis should be placed, as well as enhance student motivation by getting to 

know the interests of the students. Teachers can “bridge the gap” (Sylvén & Sundqvist, 2012: 

316-317), connecting students and their extramural language activities (or absence of it) as 

well as their intramural learning. The students are supposed to learn from the teacher, but the 

teacher can also learn from the students. Since students start to learn more English outside of 

the school walls, it is essential to keep up with where students put their focus and time. By 

doing so, the teacher can create a more effective learning environment. 

   Regarding the topic of the study, teachers could integrate technology and gaming to make 

learning more productive and enjoyable. This type of learning is called "gamification" and 

intends "to gamify learning and instruction in the classroom" (see Kim, Song, Lockee & 

Burton, 2018:1). Moreover, in Kim et al. (2018), board games and real-life games are in 

focus, but it is essential not to forget that gaming on a computer or console can also be used as 

a form of gamification. There are several reasons why games are needed in an educational 

context. As mentioned in Kim et al. (2018), games are not only for fun and enjoyment but 

also to increase motivation, promote collaboration skills and improve learning achievement 

and academic performance amongst the students. Teachers can do this by, for example, 

encourage gamers to play games with English settings instead of native language settings. 

   As a teacher, it might be hard to know what to look for when creating or searching for a 

game that will work with the students. Typical characteristics found in games, which a teacher 

can look for, specify that games are entered wilfully, have goals, have conflict, have rules, 
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consist of winning and losing, are interactive, utter a challenge, create an intrinsic value, 

engage players, and are closed formal systems (Schell 2008). 

   Another study that highlights the importance of gaming is Nikkarinen (2019), where it is 

mentioned how teachers can “foster motivation” by including gaming in the learning material. 

In Sundqvist (2009), the acronym CALL (computer-assisted language learning) is mentioned, 

where a higher level of English proficiency is acquired through gaming. Classroom practices 

can be enriched by learning principles from gaming, but not as a replacement, but as “an 

additional learning tool designed for younger learners” (Nikkarinen, 2019:49).  
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3. Methods and Material 

In this section, the methods, as well as the material used will be presented. The study is based 

on material gathered from Swedish students attending the English 6 course, where the 

students responded to a questionnaire (see Appendix 1) and took a vocabulary test (see 

Appendix 2). Finally, ethical considerations for the present study are mentioned.  

 

3. 1 Data collection instruments 

In order to examine the relationship between L2 vocabulary knowledge and extramural 

English activities, the present study adopted a quantitative approach. The study addresses, in a 

first step, all types of extramural activities in order to see whether particular extramural 

English activities seem to be linked to high vocabulary scores. In order to map students’ 

extramural English activities, a questionnaire was developed (see 3.1.1 below). In order to test 

vocabulary knowledge, an established vocabulary test was used (see 3.1.2 below): However, 

depending on the results from the questionnaire and vocabulary test, the two main groups 

(gamers and non-gamers) will be divided into further subgroups. For the gaming group, three 

subgroups will be made based on their gaming frequency (hours per day), type of games and 

the number of hours spent on other English-related media. The non-gamers will be divided 

further according to number of hours spent on English-related media. These subgroups are 

created to look for a potential pattern that could display a higher mean score on the receptive 

vocabulary test. 

 

3.1.1 Extramural English questionnaire 

The participants filled out a questionnaire (see Appendix 1). Before it was handed out, a 

round of questionnaires was collected in one class beforehand and can, therefore, be 

considered as a pilot round. The pilot questionnaire gave insights into what needed 

adjustment, for example, if some questions were missing or if students looked for other 

answer alternatives. The pilot questionnaire also aimed to map the students’ extramural 

activities. The pilot questionnaire round was carried out in one class only. The same class got 

to re-do the final questionnaire as well as fill in the vocabulary test later on. Filling out the 

questionnaire twice could affect their responses. However, when the pilot class filled in the 

final questionnaire, they got their old pilot questionnaire back, so that they could fill in as 

similar answers as possible in the final version. The pilot class did not fill in the vocabulary 
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test during the pilot round to make sure that all classes only filled in the vocabulary test once. 

The questionnaire was developed with inspiration from previous studies (e.g., Sundqvist, 

2009; Engqvist 2019) but adapted for the purpose of the present study. The questionnaire 

contained general questions about the students and their extramural activities habits and 

specific gaming habits (see Appendix 1). Unlike Sundqvist’s (2009) study, this study does not 

include the parents’ background, as this was beyond the scope of the present study. Another 

difference is that the options for extramural activities were expanded in this study in the hope 

of capturing a wide range of possible extramural English activities to be compared to the 

vocabulary tests.  

   The statements in this questionnaire are responded to either in Likert scales or in 

open/closed question alternatives. Likert scales refer to when “respondents indicate their 

agreement or disagreement to a particular statement on a scale (Litosseliti, 2010:130). As 

mentioned by Litosseliti (2010), statements that are relevant to the study are included, while 

irrelevant statements were excluded. Closed questions refer to when participants can only 

answer yes or no to the question, simply a set of possible answers to tick from, while open 

questions are designed for eliciting participants’ own words (Litosseliti, 2010). The closed 

questions are used in the beginning to get a grip of the students’ background, gaming 

background and L1. The open questions provide the participants with the opportunity to give 

examples of their own, for example, watching Twitch (a streaming site of people that are 

playing games) or writing stories. The majority of the questions are open to making sure the 

students’ answers are as accurate as possible. The aspect of letting students answer open 

questions can give a more nuanced picture since some students write down examples that are 

not always listed in the statement. 

 

3.1.2 Vocabulary test 

The students took a vocabulary test developed by Paul Nation, a second language scholar with 

extensive research in the area of vocabulary acquisition (Nation, 2001). The development of 

the test is described in Nation and Beglar (2007). No specific permissions are required to use 

the vocabulary size test in research, and it is freely available for download at 

https://www.lextutor.ca/. Nation has written several course books in language teaching 

methodology as well as about the teaching and learning of vocabulary. The vocabulary size 

test by Paul Nation has been used in previous studies such as Beglar (2010), Diller (1978), 

Nation (2013), Coxhead, Stevens and Tinkle (2010), and Elgort (2013), and can, therefore, be 
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viewed as an established instrument for measuring vocabulary size for L2 English learners. 

The Vocabulary size test “14,000” is based and built upon the 14,000 most common word 

families of the English language. The test itself contains 140 words from these different 1,000 

level families. It also contains 14 levels, where the complexity of the word increases with 

levels. The test was specifically designed to measure a “non-native speaker’s vocabulary size” 

(Nation & Beglar, 2007:9). The test aims to measure the receptive vocabulary proficiency of 

the students and will be used in this study to measure if the high frequent gamers are scoring a 

mean higher than the non-gamers to answer RQ 1. As the creators note, the function of the 

test is “measuring learner’s progress in vocabulary learning” (Nation & Beglar, 2007:12). The 

reason an established test was used, instead of creating a new one, is because it has been used, 

tested and validated as a reliable measure of vocabulary knowledge at different levels. The 

author also chose to settle on this because the extensive vocabulary test would work for older 

learners and that it would give more nuanced information on how gamers and non-gamers 

scored. 

   The reason a quantitative approach was chosen is that it makes possible the analysis of large 

sets of data and the collection of as large an amount of material as possible in a short period of 

time (Litosseliti, 2010). A quantitative approach, such as studying vocabulary in the written 

texts of a small group of learners, would also have been possible, but less suitable for 

obtaining information about a large group of students. A quantitative approach can also be 

implemented since it is based on a hypothesis which has been tested in previous studies 

(Litosseliti, 2010); that is, that extensive engagement in extramural English activities will 

have an impact on vocabulary size (Brevik, 2016; Olsson, 2016; Sundqvist, 2009; Sundqvist, 

& Sylvén, 2012; Sundqvist & Wikström 2015; Sundqvist, 2019). 

 

3.2 Data collection procedure 

The questionnaire and vocabulary test were filled in by students in a region in southwestern 

Sweden, where the majority of learners will be EFL students, having received formal 

education in English since first grade. As mentioned above, a pilot round was conducted at 

first. While piloting the questionnaire to one class, the vocabulary test was also handed out to 

a person aged 16, similar to the participants, in order to obtain an estimate of the time needed 

to complete the vocabulary test. It was concluded that the time it took for the pilot vocabulary 

test user was acceptable for the study (about 50 minutes).  



13 

   The collected data is quantitative, and therefore 11 high schools in Sweden were contacted 

via e-mail or phone. The schools were kindly asked to forward the invitation email to all 

teachers that were teaching one or more English 6 courses. Once contact was established, the 

teachers were informed generally about the study, its aims, and procedures. They were asked 

if they had the opportunity to spare a lesson for the questionnaire and vocabulary test. The 

time of the year (i.e. November-December) is a busy time for most teachers in preparation for 

term grading, and as a result, many teachers declined participation. However, out of 11 

schools contacted, four teachers at three different schools agreed to engage their students for 

participation in the study. The date, time and place (classroom) were set. Once in the 

classroom, the students, aged 17, were given short background information about the aim and 

purpose of the study. In Table 1, the gender distribution in the sample is detailed as well as 

the total number of students that participated. 

Table 1 Gender distribution amongst the participants. 

Participant Gender N 

Male 34 

Female 35 

Prefer not to say 5 

Total 74 

They were also given information that they could withdraw from the study up until the results 

had been compiled and presented in the paper. During the time the participants answered the 

questionnaire and took the vocabulary test, the author of the study was available for any 

further questions. When all students in a class were finished, the papers were collected. There 

was an aim to reach around 80-100 students: However, this amount was decreased to 74 

students, which was considered to be an acceptable number of participants. 

   Later on, the results had to be coded so the data could be analysed. The data from the 

questionnaire and vocabulary test were coded by using the computer software programme 

Microsoft Excel. As mentioned in Litosseliti (2010:132), a computer-assisted analysis helps to 

“translate all variable outcomes in our questionnaire”. For the extramural English 

questionnaires, the analytic focus was on the types of extramural English activities 

participants listed, and the quantity of time they estimated that they spent on them. The 

primary purpose of this part of the analysis was to organise groups of extramural English 

users that could be linked to the vocabulary test scores. For the vocabulary test results, mean 

scores and standard deviation were used to analyse the test results. The mean can be seen as 
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the pivotal point of the data utilised to represent the overall character of the data while the 

standard deviation tells how much the data will alter around the mean (Litosseliti, 2010). The 

reason why these two analytical methods were chosen is that they allow us to “identify 

potential patterns in our data set” (Litosseliti, 2010:141). To be able to prove statistical 

significance in a group comparison, other measures, such as a significance test, would be 

needed: However, for the purpose of the present paper, only mean scores and standard 

deviations are calculated, as the sample is relatively small. 

   When talking about the data collection procedure, it is also important to note that two 

participants, one who belonged to the non-gamer group and one who belonged to the gamer 

group, scored below ten points. The reason being that they claimed they did not have the time 

to finish the vocabulary test: However, since they filled in the questionnaire, their input was 

still considered doable, and therefore their results were included. The downside of including 

such low scores is that it, to some degree, affects the overall vocabulary score of the gamer 

and non-gamer group. 

 

3.3 Ethics 
The participants of the study were between 16-19 years old, which meant that parental 

consent was not necessary. The ethical conduct of the data collection was to give the 

participants the opportunity to give their consent before they completed the questionnaire and 

vocabulary test (Swedish Research Council, 2017). They were informed, before being given 

the questionnaire, that they have to give their consent for their questionnaires to be used in 

this study. They were also informed that they could withdraw up to the writing of the findings 

in the present paper (Swedish Research Council, 2017) (see Appendix 1). Considerations 

regarding informed consent are based on guidelines established by the Swedish Research 

Council (2017). Informed consent and risk are concepts that require the individual to 

voluntarily participate in the research (Litosseliti, 2010).  
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4. Results 

This section will be divided into five different subsections: the answers from the extramural 

English questionnaire, the gamer vs non-gamer group results on the vocabulary test, the native 

speakers’ results on the vocabulary test, the gamers’ results on the vocabulary test and, 

finally, the non-gamers’ results on the vocabulary test. 

 

4.1 Extramural English questionnaire results 

As noted in section 3 above, the sample consists of 74 students.  

   First, the data collected in the extramural English questionnaire were compiled according to 

those who reported that they played digital games (gamers) and those who reported not 

playing digital games (non-gamers). Within the gamer group, three subgroups were made to 

look deeper into certain parts of the questionnaire. The three subgroups are the low frequent 

gamers (0-2 hours per day), the frequent gamers (2-4 hours per day) and the high frequent 

gamers (4-6 hours per day (or more than 6 hours per day). The gamers were also grouped 

according to the type of game they played: single player, multiplayer and massively 

multiplayer online. The non-gaming group was divided into three subgroups as well. Those 

who scored between 0-69 points on the vocabulary test, those who scored 70-89 points and 

those who scored 90-140 points. 

   When looking at the distribution of gamers and non-gamers, Table 2 showcases that there 

was a total of 42 gamers and 32 non-gamers. The gamer group contained ten people more 

than the non-gamer group. This could affect the result to some degree.  

Table 2. Table displaying the number of gamer and non-gamer participants.  

Group N 

Gamer 42 

Non-gamer 32 

 Total: N=74 

   There is also an uneven distribution of gender within these separate groups. The gamer 

group, as predicted, contained a larger number of male than female students, as seen in Table 

3. The non-gamer group contained predominantly female and barely any male students, as 

visible in Table 4. Just as in previous studies (Sundqvist, 2009), the majority of gamers are 

male. 

 



16 

 

Table 3. Table displaying gender distribution amongst the gamer participants.  

Group Gender N 

Gamer Male 31 

Gamer Female 8 

Gamer Prefer not to say 3 

  N=42 

Table 4. Table displaying gender distribution amongst the non-gamer participants.  

Group Gender N 

Non-gamer Male 3 

Non-gamer Female 27 

Non-gamer Prefer not to say 2 

  N=32 

   When grouping the gamer participants depending on their frequency of gaming, they were 

grouped according to three different time intervals, as showcased in Table 5: The 0-2 hours 

per day group, the 2-4 hours per day group and the 4-6 hours per day group. 

Table 5. Table showcasing the gamers according to their frequency of gaming. 

Gamer Group Participants 

0-2 hours per day 17 

2-4 hours per day 16 

4-6 hours per day 9 

Total N=42 

   When it comes to the different types of games, Table 6 shows that as many as 34 games 

were mentioned. First-person shooter games was the most popular type of game: Call of Duty 

at first place, CS: GO and FIFA sharing a second place, and GTA as the fourth most played 

game among the participants in this study. Something the top four games have in common is 

that they are largely played as either multiplayer or massively multiplayer online games, even 

though all of them can be played in single player mode as well. Call of Duty was played by 

both female and male gamers. Moreover, an interesting finding was that the majority of 

gamers who wrote down The Sims (mentioned a total of six times) were female. The female 

demographic is dominating when it comes to games such as The Sims, and this could be used 

in further research to investigate the different preferences between male and female gamers 

when it comes to the type of games played. Games such as Zelda, Forza, Animal Crossing 

and ArcheAge were only mentioned once.  
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Table 6. Table displaying all games mentioned by the participants as well as the amount of 

times they were specified.  

Game Mentioned 

Call of Duty 13 

CS: GO (Counter-Strike: Global Offensive) 10 

FIFA 10 

GTA (Grand Theft Auto) 8 

The Sims 6 

Minecraft 6 

Fortnite 5 

League of Legends 5 

Overwatch 4 

Terraria 4 

NHL (National Hockey League) 2 

Assassins Creed 2 

Red Dead Redemption 2 

Don’t Starve 1 

EUIV (Europa Universalis IV) 1 

ArcheAge 1 

Battlefield 1 

Forza 1 

Garry’s Mod 1 

Borderlands 1 

Hearthstone 1 

Hitman 1 

Last of Us 1 

Animal Crossing 1 

Cities Skyline 1 

NBA (National Basketball Association) 1 

World of Tanks 1 

Outlast 1 

Apex Legends 1 

Players unknown Battlefield 1 

Team Fortress 1 

Rocket League 1 

Smash Bros 1 

Zelda 1 

 TOTAL: 34 

   When it comes to the type of communication used by gamers while gaming, Table 7 

displays four different approaches. There seemed to be an almost even distribution between 

gamers that chose to talk and write in English mostly or often, and gamers that chose to talk 

and write in Swedish mostly or often. This finding is helpful for teachers since there is 

evidence that a large group of gamers still talk and write in Swedish. Teachers have room to 



18 

motivate the students to talk and write more frequently in English instead, as a way of 

promoting extramural English. 

Table 7. Table displaying the type of communication used by the gamers. 

Type of communication Mostly Often Rarely Never 

Talking in English 8 10 15 4 

Writing in English 17 11 4 6 

Talking in Swedish 15 10 5 8 

Writing in Swedish 7 9 10 10 

   When looking into the non-gamer group, it is important to examine the number of 

participants that spend time on extramural English activities such as, movies, tv-series, 

YouTube and podcasts. As can be seen in Table 8, the majority of the non-gamers spent 

between 0-2 hours per day on the activities listed. The participants that spent 2-4 and 4-6 

hours per day on the activities listed were few but still a smaller group. Lastly, it seemed that 

no participant in the non-gamer group spent more than 6 hours per day on the listed activities.  

Table 8. Table showcasing extramural English activities of the non-gamer group. 
 

0-2 h per day 2-4 h per day 4-6 h per day >6 h per day 

Movies 29 0 3 0 

TV-series 18 9 5 0 

YouTube 22 7 3 0 

Podcasts 30 2 0 0 

   When looking at the gamers, as showcased in Table 9, the majority seem to spend 0-2 hours 

per day on the activities listed. However, some gamers spent more than 6 hours per day on 

movies, tv-series and YouTube. There also seems to be a larger number of participants in the 

gamer group that spends up to 2-4 hours per day on the listed activities, while the majority of 

non-gamers spent 0-2 hours per day on those activities. 

Table 9. Table showcasing extramural English activities of the gamer group. 

 0-2 h per day 2-4 h per day 4-6 h per day  >6 h per day 

Movies 32 5 3  2 

TV-series 27 11 3  1 

YouTube 11 18 9  4 

Podcasts 40 0 2  0 
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4.2 Gamer vs Non-gamer group results on the vocabulary test 

The mean value that the gamer group and the non-gamer group scored on the vocabulary test 

will be discussed in this section. The maximum score that could be reached on the vocabulary 

test by a participant is 140. The mean score in the gaming group as a whole was 74.83, while 

the mean vocabulary score for the non-gaming group was 71.5. As can be seen in Table 10, 

the standard deviation is large for both groups, which means that there is great variation in 

scores in relation to the mean value: However, the gamers ended up having the most notable 

standard deviation, a total of 23.18 as compared to 16.10 for the non-gamers. The reason for 

this might be hard to conclude, but one explanation is that one gamer scored very low because 

they did not have the endurance to fill in the complete test and decided to quit halfway, which 

affected the standard deviation and overall mean value for the gamer group. Since they filled 

in the questionnaire fully and parts of the vocabulary test, their participation was still 

considered acceptable and, therefore, they were not excluded. 

Table 10. Mean vocabulary score for the gamers vs non-gamers, as well as the standard 

deviation for each group. 

Group Participants Mean Value Standard 

Deviation 

Minimum 

score 

Maximum 

score 

Gamer 42 74.83 23.18 40 114 

Non-

Gamer 

32 71.5 16.10 30 92 

Total N=74 MAX: 140 N/A N/A N/A 

   The study did indeed show that gamers performed better on the vocabulary test. As previous 

studies have shown (Sundqvist, 2009; Sundqvist 2019), there is a positive correlation between 

gaming and receptive vocabulary. However, the non-gaming group, in this study, is not far 

behind the gamer group. Since both the gamer and the non-gamer group almost reached the 

same mean vocabulary score, there has to be further research conducted in the same age group 

with a larger number of participants, for better conclusions to be drawn. 

 

4.3 The Gamers’ results on the vocabulary test 

Whereas the vocabulary scores of the gaming group and non-gaming group were almost 

identical, the variation within the gamer group was larger. The gamers were examined further 

in an attempt to identify other factors that could explain the large variation within their group. 

Interestingly enough, as shown in Figure 1, when analyzing the gamers’ vocabulary scores 
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according to the amount of time spent on gaming, it turned out that the larger the number of 

hours spent on gaming, the higher the mean vocabulary score. This corroborates the findings 

of Sundqvist (2019) and shows that time seems to be an important factor. The columns in 

Figure 1 are showing the mean vocabulary score, as well as standard deviation, according to 

the three different subgroups of gamers connected to time spent per day on gaming; 0-2 hours 

per day gamers, 2-4 hours per day gamers and 4-6 hours per day gamers. The standard 

deviation is showcased with the black lines through the columns. There is a substantial and 

notable difference in mean vocabulary score depending on how many hours a day the gamer 

spent on gaming. This showcases once again the relationship between time spent on gaming 

and higher receptive vocabulary scores. The standard deviation is the largest in the 0-2 hours 

per day and 2-4 hours per day gamer subgroups while it is lower in the third gamer group; 4-6 

hours per day. 

 

Figure 1. Vocabulary mean scores for low, medium, and high frequency gamers. 

   Later on, the gamers were separated into three different groups. Depending on what game 

they had played for the most extended amount of time, they got separated into single player, 

multiplayer or massively multiplayer online subgroups. In this study, the gamers that played 

multiplayer games had the highest mean vocabulary score while the single players scored not 

far behind in second place, as shown in Table 11. The lowest mean vocabulary score was 

found in the massively multiplayer online group. However, the overall differences between 
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the groups were so small, especially between single player and multiplayer gamers, that it is 

not possible to draw any definite conclusions. Massively multiplayer online mean vocabulary 

results were lower, but still, relatively close to the single player and multiplayer gamers’ mean 

vocabulary results. When looking at the standard deviation, massively multiplayer online 

gamers had a deviation of 15.06 while the other groups, multiplayer and single player had a 

similar deviation. Among the multiplayers there was a standard deviation of 25.65 and among 

the single players it was 22.84. It is hard to conclude why there was less of a spread in this 

group overall. In Sundqvist (2009), it was found that English proficiency seemed to be higher 

amongst the gamers who played massively multiplayer online games, whereas multiplayers 

came in second place and single players came next to last, the last one being non-gamers 

proficiency. In conclusion, the results found in the present study were not in agreement with 

the findings in Sundqvist (2009). 

Table 11. Mean vocabulary scores according to the type of game played divided between the 

different type of game groups. Standard deviation included for each group. 

Game Type Mean vocabulary score Standard 

deviation 

Single player 76.53 22.84 

Multiplayer 76.83 25.65 

Massively 

multiplayer online 

74 15.06 

   The number of hours per week that the gamers spent on other English-related media were 

also investigated. The total amount of hours each student spent per week were put together 

and the mean number of hours was calculated for three different subgroups of gamers: the low 

frequent gamers (0-2 hours per day), the frequent gamers (2-4 hours per day) and the high 

frequent gamers (4-6 hours per day). Interestingly enough, as shown in Table 12, the more 

hours of gaming per day, the more hours a week the gamer would spend on other English-

related media as well. The standard deviation for both the frequent gamers and the low 

frequent gamers is between 16-25, as expected from previous deviation scores. However, in 

the gaming group, the standard deviation was 46.33, which means that the results are more 

difficult to interpret. 
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Table 12. The gamers’ mean number of hours spent per week on English-related media, 

excluding movies, tv-series and gaming. Standard deviation included for each group. 

Group Mean number of hours per week spent on English-

related media (excl gaming, tv-series and movies) 

Standard 

Deviation 

High Frequent Gamer 53,6 hours per week 46.33 

Medium Frequent 

Gamer 

32,25 hours per week 25.25 

Low Frequent Gamer 28 hours per week 16.84 

 

4.4 The English native speakers’ results on the vocabulary test 

Four participants that claimed that English was their L1 took part in the study. The 

participants were divided according to gender and vocabulary score. The results of the native 

speaker participants, as can be seen in Table 13, are displayed, primarily, since this could 

open up for further discussion if the native speakers had a better chance of scoring higher in 

the vocabulary test. It is visible that one of the native speaker gamers scored one of the 

highest points (109/140) on the vocabulary test. This could be because of the participant’s L1 

being English but also because the participant is gaming. One native speaker gamer scored 

only 3, the reason being that this person, along with some other participants, did not have the 

patience to do the whole test or attend another lesson. This vocabulary score is inaccurate but 

still worth mentioning. When looking at the native non-gamers, the overall vocabulary score 

for both the male and female scored below 70. 

Table 13. Table displaying the vocabulary results between the gamer and non-gamer native 

speakers. 

 Vocabulary Score N 

Gamer 109 

3 
 

2 

Non-gamer 65 

52 
 

2 

  Total: N=4 

 

4.5 The non-gamers’ results on the vocabulary test 

When it comes to mean hours per week spent on English-related media, the non-gaming 

students were divided according to their vocabulary results: The students that scored between 

0-69 scores became one group, the students that scored 70-89 became another group and the 
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students that scored 90-140, became the last subgroup. The results in Table 14 are quite 

remarkable. For the gaming group, there seemed to be a positive correlation between the 

vocabulary score and time spent on other English-language related media. However, for the 

non-gamers, the group that scored the lowest (69 or below), was the group that spent the most 

significant amount of time on English-language related media. With a mean of 36.46 hours a 

week, the 0-69 group spent around 10 hours more a week than the group that scored 70 

vocabulary points or higher on the vocabulary test. 

Table 14. Non-gamers’ mean number of hours spent per week on English-related media, 

excluding movies, tv-series and gaming. Standard deviation included for each group. 

Groups Mean hours per week spent on English-related media 

(excl gaming, tv-series and movies) 

Standard 

deviation 

0-69 36,46 24.53 

70-89 28,3 18.62 

90-140 28,5 22.04 

   Through an extramural English perspective, these results are quite fascinating, but a bit hard 

to interpret. This leads to the discussion in the forthcoming section. 

  



24 

5. Discussion 

In this section, the findings and subfindings will be discussed and compared with previous 

studies. Results that seem difficult to explain, and do not go in line with previous research, 

will be explored, and potential causes will be brought up and addressed as well.  

 

5.1 Main findings 

The main aim of the study was to study gamers and non-gamers to see what group scored the 

highest mean on the vocabulary test. The results showed that the gamers scored a higher mean 

than the non-gamers. Interestingly, the mean scores of the two groups were merely a few 

points apart, showing that their overall results were not as differentiating as hypothesized. In 

other studies, such as Sundqvist (2009), the difference was more notable. One reason for the 

similar mean results between the two groups can be that the target group for this study 

contained older participants ranging from 17-20 years of age, in comparison to previous 

research (Sundqvist, 2009; Sylvén & Sundqvist, 2012; Sundqvist & Wikström, 2015; 

Sundqvist 2019), where the participants were between the age of 11-12 or 15-16. This could 

mean that the older the students get the more slowly the acquisition of receptive vocabulary 

gets, as suggested by Peters (2018). However, as mentioned in the results section, this is hard 

to conclude because of the rather low number of participants. For future research, it is 

necessary to study more participants aged 17 or older, in order to see if age could explain why 

the gaming and non-gaming group had such similar results. Moreover, the variety within the 

gamer group, in terms of scores, is visible in the rather large standard deviations. This means 

that while some gamers scored very high, others scored very low, and as stated earlier, the 

low scores may be due to weariness with the lengthy vocabulary test. The fact that some 

students failed to complete the full test is, of course, a weakness of the study, and possibly, a 

shorter version of the 14,000 test could have allowed lower standard deviations.  

    

5.1.1 Subfindings in the gamer group 

There is one subfinding that showed a correlation between hours spent per day on gaming and 

vocabulary knowledge, as shown in the Sundqvist (2009) study: The more frequently a group 

played, the higher the mean they scored. A reason for this could be that the longer the gamer 

is exposed to this extramural interaction, the more knowledge is acquired. It shows that the 

length of exposure could affect the acquisition in a positive way, i.e. increase the gamers’ 
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vocabulary. There is a positive correlation between frequent gaming and receptive vocabulary 

size. The gamers with the highest vocabulary scores also engaged in other extramural 

activities that required a lot of output, such as composing short stories in English, which could 

be another factor for their high vocabulary score and should therefore be further examined. 

The gamer group also spent more hours per day on other activities such as YouTube and 

movies. In summary, although the study showed that time spent on gaming per day also 

seemed to be associated with better vocabulary scores, it is possible that gaming is not the 

only explanation. 

   When it comes to scores and the type of games played, there was no consistent pattern to be 

found. There seems to be no apparent correlation between the type of game and receptive 

vocabulary size. However, there are several reasons as to why. In previous research 

(Sundqvist, 2019), it was concluded that gamers that played massively multiplayer online 

games seemed to generate the highest vocabulary scores, followed by multiplayer gamers, 

then single player gamers and lastly non-gamers. In this study, the results revealed that 

multiplayer gamers came first place and single player gamers came second place, while 

massively multiplayer online gamers lingered behind with a few points. One reason why this 

could occur could be that there were too few participants to make an accurate depiction of 

game type distribution, and a larger sample may have yielded a different picture. Another 

reason could be related to the subtype of the game type played. Many of the massively 

multiplayer online players in this study played FIFA. FIFA is a massively multiplayer online 

football game, and even though it is an online game, the opportunities for communication 

between players are relatively few. There are no particularly advanced words in this game, 

and most players do not communicate in a way that makes the gamer increase their 

proficiency on a higher level. A desirable factor for further research would be to make a more 

in-depth study on the different game types and games within these game types.  

   When looking at the number of hours per week that the gamer group spent on other English-

related media (excluding gaming, tv-series and movies), the study revealed an unusual 

pattern. There was once again a clear connection between the frequency of gaming and 

vocabulary size. The more frequent gamers were the ones who used other media the most as 

well. There was also a positive correlation found between frequency of gaming and media use 

among all the gamers. Beforehand, it could be assumed that the high frequent gamers are too 

occupied with gaming to have time to keep up with other media, but interestingly enough, 

they engaged with other media more than any other group or subgroup. When looking at the 

vocabulary test scores, the highest score reached was 146 hours per week on other English-
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related media, still excluding gaming, tv-series and movies. This amount might sound like 

something that is not possible, but when looking into this student’s media usage, 56 hours per 

week were used to listen to music in the background while doing other things. Therefore, 56 

hours per week can be excluded from the total, but the number spent on passively listening to 

music is still important to keep in mind. One conclusion that can be drawn from this is that 

not only the amount of time matters to improve receptive vocabulary but also the number of 

different activities. The high frequent gamers, and the ones with high scores on the 

vocabulary test (90 or more), ticked off three or more extramural English-related media in 

their free time, which could show a positive correlation between a large number of different 

media usage and high receptive vocabulary scores. It is also important to discuss what could 

have been miscalculated in this part. There were, for example, about two participants who did 

not fill in their extramural English-related media because of a lack of time, which can result in 

inaccurate results. 

 

5.1.2 Subfindings in the non-gaming group 

Among the non-gamers, an interesting finding was the number of hours per week spent on 

other English-related media (excl. tv-series, movies and gaming). The lowest scoring group 

(0-69) spent around 10 hours more a week than the group that scored 70 vocabulary points or 

higher on the vocabulary test on other English-related media. This is rather interesting. In 

general, when looking at the hours spent on English-related media for all groups, it is notable 

that the non-gaming group overall spent a lower number of hours per week on this, the highest 

number of hours spent on English-related media barely passing 60 hours per week. When 

compared to the gaming group, there is a noticeable difference, and only the low frequent 

gamers spent as few hours on English-related media as the non-gamers did.  

One reason as to why the group that had the lowest mean vocabulary score could score the 

highest amount of hours in English-related media usage within the non-gamer group could be 

the small number of participants. However, the reason could also be that some students 

intentionally or unintentionally misreported their media time. This is one of the downsides of 

self-reported data. It is hard to know if the students answer truthfully or not. To be fair, 

misreporting the self-reported data could be said about the other groups as well. Another 

reason could be that the lowest scoring group spent more time on media that did not provide 

much proficiency or room for language improvement, for example listening to music. By 

engaging in activities which require the student to be active, i.e. gaming or writing, 
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improvement can be made. While this is an adequate way to learn, it does not mean the 

students learn a new word just by hearing it. They still need to interact with someone or look 

up the word in order to learn the meaning of the word. Music can result in a more passive 

form of language learning, which could be the reason why the lowest scoring group used a 

larger number of hours on English-related media: they might use media more frequently, but 

it would be the kind of media that is passive and does not result in any type of interaction. 

Further research could map a larger group of non-gamers´ extramural activities, to give a 

more detailed look into where non-gamers´ English proficiency derives from (or where it 

stops thriving), making it easier to distinguish non-gamer activities from gamer activities.  

 

5.2 Limitations 

For a study not limited by time, it would have been useful with another pilot round with the 

extramural English questionnaire. Increasing the amount of the extramural English 

questionnaire pilot rounds could give information on how the questionnaire could be closer to 

accurate, for example if certain alternatives are missing. Another pilot round with the 

vocabulary test would give input on where the test could have been shortened, since the 

length of the vocabulary test seemed to be a problem among several participants. Certain 

essential parts were not included in the questionnaire, for example, if the student had travelled 

abroad or what grade in English they currently had, which in turn could have provided 

additional data for comparison. 

   Another limitation is concerning the native speakers of the test. Even if the native speakers 

were solely 4 out of 74 participants, it would have been useful to let the native speakers 

answer a set of questions regarding their home environment to be able to map their extramural 

experiences more in-depth, as native speakers of English.   

   In the methods section, it was mentioned that the questionnaire would only contain 

statements that were relevant to the study. However, further on, it was notable that question 

number 8 in the questionnaire was of no use in the study and was not further investigated. It is 

worth mentioning this error for those readers who are searching for a follow-up on the 

question. 

   The timing of the data collection may have resulted in fewer participants, due to teachers 

being excessively occupied at the end of the semester to allow a full lesson to a research 

study. If possible, it is recommended that teachers and students are recruited early in the 

semester, and that careful planning of the data collection is done as early as possible. 
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Moreover, more advanced use of statistics, such as correlations and t-tests, could have been 

used in order to see if the variations within the groups are statistically significant. 

   When talking about the data collection procedure, it is also important to note that two 

participants, both of whom belonged to the gamer group, scored below ten points, the reason 

being that they claimed they did not have the time to finish the vocabulary test. However, 

since they filled in the questionnaire, their input was still considered acceptable, and therefore 

their results were included. The downside of including such low scores is that it, to some 

degree, affects the overall vocabulary score of the gamer group, and could, therefore, explain 

why the gamer group mean score was so close to the non-gamer mean score. In conclusion, if 

a new version of the essay were to take place, the participants that scored lower than ten 

points would have been excluded.  
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6. Conclusion 

The study aimed to contribute with further research on the topic of the relationship between 

extramural English activities and performance on receptive vocabulary tests among Swedish 

upper secondary school learners. The main finding showed that there is indeed a positive 

relationship between gaming and receptive vocabulary, but that the differences between 

gamers and non-gamers were small. Moreover, results in the subfindings showed exciting 

outcomes for the gamers, especially for frequent gamers, where the results suggest that the 

more frequently a student games, the larger the receptive vocabulary. The study also showed 

that the amount of extramural English-related media (excluding tv-series, movies and gaming) 

activities and time spent on them, is positively related to receptive vocabulary, especially for 

gamers. 

   Future research could be applied to in-game types and specific games within these game 

types, as different games allow for different types of extramural English exposure. For 

example, massively multiplayer online games can vary mainly in what they have to offer 

when it comes to communicative possibilities between the gamers. To be able to examine 

gamers´ proficiency further, it is of interest to study different kinds of gamers in order to see 

how different games or game patterns correlate with different kinds of proficiency in English. 

Since it turned out that some games, such as The Sims, had a largely female demographic, it 

would also be of interest to investigate different preferences between male and female 

gamers. Last but not least, it would be interesting to further study the merged role of gaming 

and other extramural English activities and their correlation with vocabulary knowledge.  

  



30 

References 

Beglar, D. (2010). A Rasch-based validation of the vocabulary size test. Language Testing, 27 

(1), 101-118.  

Benson, P. (2007). Autonomy in language teaching and learning. Language Teaching, 40(3). 

21 - 40. Doi: 10.1017/S0261444806003958. 

Benson, P. (2011b). Teaching and researching autonomy (2nd ed.). Harlow: Pearson 

Education. 

Bialystok, E. & Hakuta, K. (1999). Confounded Age: Linguistic and Cognitive Factors in Age 

Differences for Second Language Acquisition. In Birdsong, D. (ed.). Second Language 

Acquisition and the Critical Period Hypothesis (pp. 161-181). Mahwah, NJ: Lawrence 

Erlbaum. 

Brevik, L. (2016). Gamers, Surfers, Social Media Users: Unpacking the role of interest                  

Coxhead, A., Stevens, L, & Tinkle, J, (2010). Why might secondary science textbooks be 

difficult to read? New Zealand Studies in Applied Linguistics, 16(2): 35-52. 

Diller, K. C. (1978). The Language Teaching Controversy. Rowley, Mass.: Newbury House. 

Elgort, I. (2013). Effects of L1 definitions and cognate status of test items on the Vocabulary 

Size Test. Language Testing, 30(2), 253-272. 

Engqvist, P. (2019). Does playing video games have an effect on English vocabulary 

acquisition? The correlation between English vocabulary acquisition and the playing of video 

games in ninth grade learners of English in Sweden. [Degree project]. Karlstad University. 

Retrieved from http://urn.kb.se/resolve?urn=urn:nbn:se:kau:diva-74521  

https://www.lextutor.ca/tests/nation_beglar_size_2007.pdf  

in English. Journal of Computer Assisted Learning, 35(5), s 595- 606. Doi: 

10.1111/jcal.12362 10.1111/jcal.12362.  

Kim, S., Song, K., Lockee, B., & Burton, J. (2018). Gamification in Learning and Education. 

Enjoy Learning Like Gaming. [electronic resource]. New York: Springer International 

Publishing. Retrieved from 

https://search.ebscohost.com/login.aspx?direct=true&db=cat01070a&AN=karl.b1687666&lan

g=sv&site=eds-live 

Kirriemuir, J. (2002). Video Gaming, Education and Digital Learning Technologies. D-Lib 

Magazine, 8. 10.1045/february2002-kirriemuir.   

Litosseliti. L. (2010). (Ed.). Research Methods in Linguistics. London, UK: Bloomsbury 

Academic. 

http://urn.kb.se/resolve?urn=urn:nbn:se:kau:diva-74521
https://www.lextutor.ca/tests/nation_beglar_size_2007.pdf
https://search.ebscohost.com/login.aspx?direct=true&db=cat01070a&AN=karl.b1687666&lang=sv&site=eds-live
https://search.ebscohost.com/login.aspx?direct=true&db=cat01070a&AN=karl.b1687666&lang=sv&site=eds-live


31 

Mackey, A., & Gass, S. M. (2012). Research methods in second language acquisition. 

[Elektronisk resurs]: a practical guide. Wiley-Blackwell.  

Medium. (2017). Steam is a digital distribution platform developed by Valve Corporation. 

Retrieved 2019-10-12 from https://medium.com/@albertionline/steam-is-a-digital-

distribution-platform-developed-by-valve-corporation-c1bbeeb0328 

Mitchell, R., Myles, F. & Marsden, E. (2013). Second language learning theories. London: 

Routledge. 

Nation, I.S.P. (2001). Learning Vocabulary in Another Language. Cambridge: Cambridge 

University Press. 

Nation, P., Beglar, D. (2007). A vocabulary size test. The Language Teacher, 31 (7), 9-12. 

Nikkarinen, E. (2019). Video games as a source of extramural English: Finnish university 

students’ perspective. Finland, University of Oulu. Retrieved 2019-12-12 from: 

https://gupea.ub.gu.se/bitstream/2077/41359/1/gupea_2077_41359_1.pdf 

Olsson, E. (2016). On the impact of extramural English and CLIL on productive vocabulary. 

[Diss]. Göteborg: Acta Universitatis Gothenburgensis. 

Oxford English Dictionary. (2020). Extramural. Retrieved 2020-01-06 from https://www-oed-

com.bibproxy.kau.se/view/Entry/67115?redirectedFrom=extramural#eid 

Oxford English Dictionary. (2020). Gaming, adj. Retrieved 2019-12-12 from https://www-

oed-com.bibproxy.kau.se/viewdictionaryentry/Entry/76506 

PC GAMER. (2016). Steam games market worth $3.5 billion in 2015. Retrieved 2019-06-12 

from https://www.pcgamer.com/steam-games-market-worth-35-billion-in-2015/ 

Peters, E. (2018). The effect of out-of-class exposure to English language media on learners' 

vocabulary knowledge. ITL – International Journal of Applied Linguistics, 169(1), 142–167. 

doi: 10.1075/itl.00010.pet 

Schell, J. (2008). The art of game design: A book of lenses. Burlington, MA: Morgan 

Kaufmann Publishers. 

Söderqvist, F. (2018). Perceptions of extramural English and English in the classroom: 

Swedish upper secondary students’ writing, reading, listening and speaking skills [BA degree 

thesis]. Retrieved from http://urn.kb.se/resolve?urn=urn:nbn:se:du-29483 

Steam. (2020). Steam powdered. Retrieved 2019-06-12 from 

https://store.steampowered.com/tag/browse/#global_492 

Sundqvist, P. (2009). Extramural English Matters: Out-of-School English and Its Impact on 

Swedish Ninth Graders’ Oral Proficiency and Vocabulary [Diss]. Karlstad University 

Studies, 2009:55.  

https://medium.com/@albertionline/steam-is-a-digital-distribution-platform-developed-by-valve-corporation-c1bbeeb0328
https://medium.com/@albertionline/steam-is-a-digital-distribution-platform-developed-by-valve-corporation-c1bbeeb0328
https://gupea.ub.gu.se/bitstream/2077/41359/1/gupea_2077_41359_1.pdf
https://www-oed-com.bibproxy.kau.se/view/Entry/67115?redirectedFrom=extramural#eid
https://www-oed-com.bibproxy.kau.se/view/Entry/67115?redirectedFrom=extramural#eid
https://www-oed-com.bibproxy.kau.se/viewdictionaryentry/Entry/76506
https://www-oed-com.bibproxy.kau.se/viewdictionaryentry/Entry/76506
https://www.pcgamer.com/steam-games-market-worth-35-billion-in-2015/
http://urn.kb.se/resolve?urn=urn:nbn:se:du-29483
https://store.steampowered.com/tag/browse/#global_492


32 

Sundqvist, P. (2019). Commercial-off-the-shelf games in the digital wild and L2 learner 

vocabulary. Language Learning & Technology, 23(1), 87–113. https://doi.org/10125/44674  

Sundqvist, P., & Sylvén, L, K. (2016). Extramural English in Teaching and Learning: From 

Theory and Research to Practice. London: Palgrave Macmillan. 

Sundqvist, P., & Wikström, P. (2015). Out-of-school digital gameplay and in-school L2 

English vocabulary outcomes. System, 51, 65-76. 10.1016/j.system.2015.04.001. 

Svensson, M. (2018). Extramural Gaming and English Language Proficiency: The potential 

benefits of extramural gaming as a tool for learning English [Degree project]. Högskolan i 

Dalarna: Akademin Humaniora och medier. Retrieved from 

http://urn.kb.se/resolve?urn=urn:nbn:se:du-27450  

Swedish National Agency for Education. (2010). Ämne – Engelska. Retrieved 2020-01-05 

from https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-

i-

gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsu

bject.htm%3FsubjectCode%3DENG%26lang%3Dsv%26tos%3Dgy%26p%3Dp&sv.url=12.5

dfee44715d35a5cdfa92a3#anchor1 

Swedish Research Council (2017). Good research practice. Stockholm: Swedish Research 

Council. 

Sylvén, L. K., & Sundqvist, P. (2012). Gaming as extramural English L2 learning and L2 

proficiency among young learners. ReCALL, 24(3), 302–321. Retrieved from: 

https://doi.org/10.1017/S095834401200016X 

Wolf, M. J. P. (2012). Before the Crash: Early Video Game History. Detroit: Wayne State 

University Press. Retrieved from https://search-ebscohost-

com.bibproxy.kau.se/login.aspx?direct=true&db=nlebk&AN=454083&lang=sv&site=eds-

live 

Yule, G. (2017). The Study of Language. Cambridge: Cambridge University Press 

 

 

  

https://doi.org/10125/44674
http://urn.kb.se/resolve?urn=urn:nbn:se:du-27450
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DENG%26lang%3Dsv%26tos%3Dgy%26p%3Dp&sv.url=12.5dfee44715d35a5cdfa92a3#anchor1
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DENG%26lang%3Dsv%26tos%3Dgy%26p%3Dp&sv.url=12.5dfee44715d35a5cdfa92a3#anchor1
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DENG%26lang%3Dsv%26tos%3Dgy%26p%3Dp&sv.url=12.5dfee44715d35a5cdfa92a3#anchor1
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DENG%26lang%3Dsv%26tos%3Dgy%26p%3Dp&sv.url=12.5dfee44715d35a5cdfa92a3#anchor1
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DENG%26lang%3Dsv%26tos%3Dgy%26p%3Dp&sv.url=12.5dfee44715d35a5cdfa92a3#anchor1
https://doi.org/10.1017/S095834401200016X
https://search-ebscohost-com.bibproxy.kau.se/login.aspx?direct=true&db=nlebk&AN=454083&lang=sv&site=eds-live
https://search-ebscohost-com.bibproxy.kau.se/login.aspx?direct=true&db=nlebk&AN=454083&lang=sv&site=eds-live
https://search-ebscohost-com.bibproxy.kau.se/login.aspx?direct=true&db=nlebk&AN=454083&lang=sv&site=eds-live


33 

Appendix 1: The Questionnaire 
 

 

Frågeformulär 

 

Hej, jag heter Lejla Zeidan och detta frågeformulär ingår i ett vetenskapligt uppsatsarbete inom 

lärarutbildningen vid Karlstads universitet, som jag kommer arbeta med kommande månader. De uppgifter 

du lämnar i formuläret används endast för att analysera resultat från olika delar i studien och alla 

personuppgifter anonymiseras i den färdiga uppsatsen. Dina svar behandlas konfidentiellt och kommer inte 

att delges dina lärare eller andra obehöriga.  

Genom att kryssa i rutan nedan samtycker du till att dina svar i frågeformuläret används till 

detta  uppsatsarbete. 

        

                                               JA 
 

___________________________________________________________________________ 

 

Namn/Pseudonym:_________________________________________ 

Klass:____________________________________________________ 

Skola:____________________________________________________ 

Ålder:______ 

Kön: 

Kvinna ___   

Man ___  

Vill ej ange ___ 

 

1. Är ditt modersmål engelska? 

Ja ___  Nej ___ 

 

2. Spelar du spel (datorspel eller konsol)? 

Ja___  Nej ___ 

 

Om du svarade Ja, fortsätt svara på alla frågor. Om du svarade Nej, hoppa över till fråga nummer sju. 

 

3. Hur många timmar per dag spelar du engelskspråkiga spel: 

0-2 timmar ___ 2-4 timmar ___ 4-6 timmar ___     mer än 6 timmar__ 

 

4. Vilket spel skulle du säga att du spelar som mest (nämn titel/titlar på spelet, MAX 3st):  

 

__________________  __________________  __________________ 
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5. När började du spela detta spel (hur många, veckor, månader eller år sedan, på ett ungefär): 

 

SPEL 1 ____________________________________________________________________ 

 

SPEL 2 ____________________________________________________________________ 

 

 SPEL 3 ____________________________________________________________________ 

 

6. När du spelar engelskspråkiga spel, vad använder du dig av för kommunikation som mest?  
 

Mestadels Ofta Sällan Aldrig 

Jag pratar på engelska 
    

Jag skriver på engelska 
    

Jag pratar på svenska  
    

Jag skriver på svenska 
    

 

7. Hur många timmar per dag tittar/lyssnar du på engelskspråkiga: 

Filmer  0-2 timmar ___ 2-4 timmar ___ 4-6 timmar ___     mer än 6 timmar__ 

Tv serier 0-2 timmar ___ 2-4 timmar ___ 4-6 timmar ___     mer än 6 timmar__ 

Youtube 0-2 timmar ___ 2-4 timmar ___ 4-6 timmar ___     mer än 6 timmar__ 

Podcasts 0-2 timmar ___ 2-4 timmar ___ 4-6 timmar ___     mer än 6 timmar__ 

 

8. Vilka engelskspråkiga filmer/tv serier/ youtubekanaler/podcastkanaler tittar/lyssnar du som mest på? 

(nämn titel/namn på youtubekanalen, podcastkanalen etc. MAX 3st):  

Filmer __________________  __________________  __________________ 

TV serier __________________ __________________  __________________ 

Youtube kanaler __________________     _________________   ___________________ 

Podcasts  __________________  __________________  __________________  

 

9. Vilken/vilka engelskspråkiga medier använder du utanför skolan som mest? Uppskatta även på ett 

ungefär hur många timmar per vecka du använder dessa medierkolumnen åt höger. Du kan titta på din 

användarstatistik på mobilen för att underlätta. 

Media     Uppskattat antal timmar per vecka 

Nyheter (CNN, Al Jazeera, m. fl) ___  ______________________  

Facebook   ___  ______________________ 

Twitter   ___  ______________________ 

Instagram   ___  ______________________ 

Pinterest   ___  ______________________ 

Böcker   ___  ______________________ 

Tidningar/Serietidningar  ___  ______________________ 

Musik   ___  ______________________ 



35 

Podcasts   ___  ______________________ 

Forum (t. ex Reddit, Quora m. fl) ___  ______________________ 

 

Övrigt      ___ 

 ______________________ 

*Nämn specifikt vad för media på 

“övrigt”__________________________________________________________ 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ta gärna kontakt med mig eller min handledare om ni vill veta mera!  

Med vänliga hälsningar,  

Lejla Zeidan, mobil 0000000000 eller mail.mail@mail.mail 

Handledare, Erica Sandlund; docent i engelska, tel 054-700 17 09 eller erica.sandlund@kau.se 

 

Tack för att du bidrog! ♣ 
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Appendix 2: The Vocabulary Test 
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