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Abstract 

There have been many different studies done around the subject of Extramural English, where 

researchers Sundqvist and Sylvén (2012) have drawn the conclusion that there is a correlation 

between video games and learners of English improving upon their English vocabulary. This study 

focuses time spent on whether or not playing video games for an extended amount of time will help 

with a student’s English vocabulary. This was done by having the students answer a demographic 

questionnaire in which they answer whether or not they regularly play video games, and answers 

approximately how many hours a week they do play. The study is looking for a correlation between 

improved vocabulary scores and longer periods of time spent playing video games every week.  

The study also looks into specific vocabulary that is commonly found in video games and compares 

different groups which have spent different amounts of time each week playing video games. Do 

video games help a learner’s English vocabulary and if so, does an increased amount of time spent on 

playing video games correlate to a higher score on the vocabulary tests, and do students who plays 

video games have an easier time with some of the specific vocabulary? The study found that there is 

indeed a correlation and that if a student spends time playing video games their English vocabulary 

proficiency will most likely increase as well. A student who spends more than ten hours a week on 

playing video games had higher average scores than those who played less than ten hours a week. 

Incidentally the students who did not play video games at all had the lowest average scores in the 

vocabulary tests. Lastly students who spent time playing video games had an easier time answering 

the questions relating to words that are commonly used in video games. 

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

acquisition, vocabulary tests, Swedish 9th grade students, videogames. 

 

 

 

 



Sammanfattning på svenska 

Många olika studier har utförts kring lärandet av engelska utanför klassrummet. Forskare har bland 

annat undersökt möjliga samband mellan Extramural engelska och ett förbättrat engelskt ordförråd. 

Sundqvist och Sylvén (2012) visar t.ex. ett samband mellan ord inlärning och dataspel. Om det finns 

ett direkt samband mellan tid tillbringad framför dataspel och utökat ordförråd är vad som utgör 

fokusen för denna undersökning. I denna korrelationsstudie utdelades ett demografiskt 

frågeformulär till 60 elever i årskurs nio. Eleverna frågades om hur regelbundet de spelade dataspel 

och hur många timmar de spelade varje vecka. Eleverna svarade även på ett vokabulärprov där de 

fick lösa problem angående engelsk vokabulär. De elever som spenderade tio timmar eller mer per 

vecka med dataspel hade högsta medelvärde på vokabulärproven. De elever som spelade mindre än 

tio timmar per vecka hade lägre. Samtidigt hade de elever som inte spenderade någon tid alls på 

dataspel den lägsta medelvärdes poäng utav grupperna. Studien visar en koppling mellan tid 

spenderat framför dataspel och ett utökat engelskt ordförråd.  

Ytterligare undersöks möjliga samband mellan tid spenderat på dataspel och inlärning av engelska 

ord som ofta används i dataspel. I vokabulär provet som eleverna fick fanns det sex ord som eleverna 

behövde lösa. Dessa ord är vanliga att hitta inom dataspel. Resultatet visar att de elever som spelade 

dataspel presterade bättre med de dataspels specifika vokabulärproblemen. De elever som inte 

spelade alls presterade sämst av grupperna, medan elever som spelade lite dataspel varje vecka 

presterade sämre än de som spelade mycket dataspel varje vecka. 

Nyckelord: Extramural engelska, att lära sig utanför skolan, andraspråks inlärning, vokabulärs 

inlärning, vokabulär prov, Svenska nionde-klassare, dataspel. 
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1. Introduction and aims 

This study concerns video games and if there are any correlations between Swedish students 

playing video games and improving upon their English vocabulary at an early age, specifically 

in grade 9. There have been many different studies done in this particular area (Sundqvist, 

2009, Gee 2003, Sylvén & Sundqvist 2012) where they have found that there is indeed a 

correlation between playing games and acquiring vocabulary in English. Sundqvist (2009) 

however focused on whether there is a correlation between Extramural English and helping 

students improve upon their English vocabulary. Sundqvist did not focus on video games 

entirely but rather Extramural English as a whole. There have been other studies that have 

investigated this as well such as Sundqvist & Sylvén (2012) which I found very interesting, 

seeing as I am familiar with video games. So this study set its focus on video games to try and 

find out if there is indeed a correlation between playing video games and having students 

improve upon their vocabulary in English. This was tested by two vocabulary tests (see 

appendix 3 & appendix 4). These tests were designed to test a student’s vocabulary 

proficiency; these tests are called Vocabulary Levels Test (VLT) and have been proven to be 

useful for testing students’ knowledge of vocabulary. As mentioned Sylvén & Sundqvist(2012) 

have done a similar study which showed that there was indeed a correlation between playing 

games and other computer activities and improved results in vocabulary tests; they 

concluded that it would be beneficial for students at the age of 11-12 to partake in these 

activities. This study focused on students at the age of 15 instead of 11-12 and therefore will be 

in a later stage of learning and where most students will be at a more advanced level of 

English. But even so this study got a similar result as to what Sylvén & Sundqvist(2012) 

acquired. Sylvén & Sundqvist(2012) had the following concluding remarks regarding “digital 

gaming”:  

“For example, by raising learners’ awareness of the possible benefits of digital gaming, 

teachers can help empower gamers and non-gamers alike, for example by ‘‘prompting 

them to seek opportunities to learn to use computers.”(Chapelle, 2001:165) (Sylvén,& 

Sundqvist 2012). 

This study involves something called Extramural English (see section 2.1) (Sundqvist, 2009) 

and although there have been a lot of studies in this particular field such as Extramural 

English in teaching and learning (Sundqvist & Sylvén, 2012), Extramural English matters 

(Sundqvist, 2009) and On the impact of Extramural English and CLIL on productive 
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vocabulary (Olsson, 2016), there have not been a lot of studies that take a particularly in-

depth view of video games. One exception to do this however is Sylvén & Sundqvist (2012) 

which is why this study focuses on the fact that video games may yield different results of 

vocabulary proficiency compared to other Extramural activities that have been researched in 

other studies. The type of English one may encounter could also vary depending on what kind 

of activity one partakes in, which is why the study includes some words that may be seen 

commonly in video games. That is largely why the study is structured the way it is, as there is 

a limited amount of research done that focuses on video games and vocabulary in this 

particular age group of Swedish L2(Second language) learners. The study aims to fill the 

apparent research gap of how there might be a link between video games and different 

vocabulary acquisition for Swedish L2 learners. 

 

1.1 Research Questions 

The first research question of my study was: 

 Is there a correlation between video games and Swedish students of English and their 

English vocabulary proficiency? 

The answer to this was gathered by having two vocabulary tests (see appendix 3 & appendix 

4) where students answer simple vocabulary questions such as filling a gap with a word that 

has already been started and to match a word to a meaning. The term “English vocabulary 

proficiency” means that the students’ knowledge of the English vocabulary is more extensive 

than of those who do not play video games, and if those students were able to use their 

English vocabulary. 

The second research question: 

 If there is a correlation between video games and helping students of English with 

their vocabulary proficiency, does increased amounts of time played correlate to an 

increase in average score on the two vocabulary tests? 

This was answered by the demographic questionnaire which has a question that relates to 

how much time a student spends playing video games a week (appendix 2, question 5d). By 

having the students fill in a question about how many hours approximately they play video 

games per week, the study will be able to see differences between average scores of those who 

play a lot of games, those who do not play a lot and those who does not play at all. 



 

 

 

3 

 

Lastly the third and final research question: 

 If there is a correlation between video games and the prior research questions, what 

kind of vocabulary does one learn from video games? Does one learn words that are 

commonly used in video games? 

This was answered by the productive vocabulary tests (appendix 3) with certain words that 

are commonly found in games such as: World of Warcraft (Massive multiplayer online role-

playing), Battlefield 1 (Online First-Person Shooter), The Crew (Racing) and Civilization V 

(Real Time Strategy). The words were tactics, track, medic, enemy, patch, and grind. These 

words were all selected for this purpose as they are found in the games mentioned. The word 

tactics are found in real time strategy (RTS) games where the players need to use the correct 

strategies to win (Wikipedia, 2018). The word track is a word that is commonly seen in racing 

games where the players usually drive a vehicle around a race track to win different 

competitions (Wikipedia, 2018). The words enemy and medic are commonly seen in games 

such as shooter games where the players often play against each other and divide into teams 

where everyone has a different role. Some are there to snipe the enemy from long range, 

others are there to heal their teammates (Wikipedia, 2018). Lastly the words patch and grind 

are used frequently in massive multiplayer online role-playing(mmorpg) games where the 

player build a character from scratch and level it up, which is commonly referred to as 

“grinding” or “grind” and the word patch is used when these kinds of games are updated. 

These games are updated frequently otherwise their players would get bored of the game 

rather quickly so new content needs to be added every so often (Wikipedia, 2018). 
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2. Background 

The theoretical framework of this study is based on earlier research, mainly performed by Pia 

Sundqvist (2009, 2012, 2014, 2015 & 2016). There have been studies performed that show 

that playing games, specifically online games, facilitates second language acquisition 

(Sundqvist, 2012:189-208). What is different about this research compared to earlier 

research is that Extramural English research usually includes different kinds of media for 

learning English, such as watching English movies. This study focuses on the game aspect of 

media and will therefore test students’ vocabulary knowledge and include some vocabularies 

that are common in video games.  

 

Some other research that has been done concerning Extramural English that looks at it as a 

whole would be (Olsson, 2016) where she studies the impact of Extramural English and CLIL 

on productive vocabulary. CLIL is an acronym for Content and Language Integrated 

Learning, which is teaching subjects in foreign languages. This is to help students improve 

on their language proficiency in a foreign language, but because this study focuses on 

Extramural English which is outside of institutions I will not delve into this. Olsson’s (2016) 

study worked under the assumption that language may be acquired both explicitly and 

implicitly. She explains it as follows:  

“When engaged in spare-time activities, there is most likely very little explicit 

language instruction involved, but students may nevertheless learn implicitly, and 

also explicitly, if, e.g., they pay attention to and notice linguistic features in the input 

they encounter.”(Olsson, 2016:30) 

So students may know that they are learning the language from what they are doing, but 

usually it is not on purpose, and therefore one can say that they are learning implicitly as in it 

is not obvious to them that they are learning at that moment. This is how Extramural English 

usually is to students, they may learn from whatever it is they are doing, but their intent was 

not to learn English but rather something else, for example to enjoy playing some video 

games. 

 

Olsson (2016) came to the conclusion regarding Extramural English that it seems it has some 

kind of positive impact on students’ writing proficiency. She summaries by saying “In 

summary, the results of study I indicate that EE seems to have a positive impact on students’ 

writing proficiency, not least with regard to register variation.”(Olsson, 2016:70). Which 

means that this study may come to the same conclusion regarding vocabulary proficiency? 
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This section of the study covers Extramural English and what it actually is, it also covers 

video games and English acquisition and more specifically vocabulary acquisition. How are 

video games able to teach vocabulary and in what way can we use this to our advantage? The 

last section informs the reader as to what English in a Swedish school may look like and how 

important it can be to use English regularly whilst in school but also after the school day is 

over. 

2.1 Extramural English 

Extramural English is the study of how students learn English outside of the walls of an 

institution, such as school or university; this entails that students learn English from other 

activities that are not related to school. Sundqvist explains it as follows: 

“[...] an adjectival compound of Latin origin where the prefix, extra, means ‘outside’ 

and the stem, mural, means ‘wall’. Hence, the term Extramural English means 

‘English outside the walls’ and [...] it refers to the English that learners come in 

contact with or are involved in outside the walls of the classroom.” (Sundqvist, 

2009:24) 

Sundqvist’s (2009) study Extramural English Matters brings up multiple instances where 

this takes place, such as when students watch movies in English, listen to music or read 

English books. But what the present study focused on the most is the fact that when students 

play video games they tend to be surrounded by English, whether it is from other people or 

the game itself (Sundqvist, 2009:30-31). Extramural English is extremely important as this 

offers a way for a student to learn English in a way that may be more enjoyable and 

interactive than in school. But at the same time, acquainting oneself with English is also a 

great way to learn, therefore by taking part in school activities to learn English as well as 

taking part in Extramural activities it would mean that students are in contact with the 

language more than ever. 

 

In a later study Sundqvist & Sylvén provide some examples of where Extramural English is a 

possibility, these examples are mentioned in Sundqvist’s and Sylvén’s (2016) study 

Extramural English in Teaching and Learning. These examples are:  

 



 

 

 

6 

 

“Some typical EE activities are the following: 

Watching films, watching TV series, watching music videos, watching video blogs (vlogs), 

listening to music, reading blogs, reading books, reading magazines, reading newspapers, 

surfing English websites on the Internet, following people, news, organizations, and so on, on 

Twitter or Instagram (or some other online community), 

reading/writing/speaking/listening/interacting in real life or online, and playing 

video/digital games (online or offline, on one’s own or with others).”(Sundqivst & Sylvén, 

2016:7) 

 

These examples are possible Extramural English activities students could take part of if the 

students took part in any Extramural English activities at all, and this study will focus on the 

playing video/digital games aspect. 

2.2 Video Games and Language Acquisition 

As technology becomes more advanced for each passing day, it would be a waste to not take 

the opportunity to integrate it into normal curricula, and this seems to be an opinion shared 

by others as well. In Turkey, children spend long hours playing video games, which are 

mostly in English, in internet cafés. Therefore an investigation was made based on the 

theoretical framework of young learners’ experience of language learning while playing 

computer games in internet cafés (Turgut & Irgin, 2009:1).  Their concluding words on 

English learning and technology were: 

 

 “In relation to future English learning and technology, the study suggests ways 

forward in implementing the study and utilization of technology. Young learners’ 

playing online games promotes language learning and especially vocabulary skills. 

They would be best advised to try to play online games that are useful resources for 

language learning.” (Turgut & Irgi, 2009:5).   

 

Just like computer games are able to help children in Turkey learn English, it is also possible 

in Sweden. There is a lot of research that indicates that learning English from playing games 

is possible and the reason for this is the fact that learning English is something you can do by 

reading and writing but you also need to actively use the language at all times and this is 

done by surrounding yourself with it. By playing video games you actively use the language 

whether it is reading, writing or speaking. 

 



 

 

 

7 

 

Sundqvist & Sylvén (2012) found in their study that there was a correlation between digital 

gaming and better results in their vocabulary tests amongst young learners. Sunqvist & 

Sylvén (2012) said this in their study: “we observed that the results on the vocabulary tests 

clearly correlated with the amount of time spent gaming in the naturalistic setting of learners’ 

homes.” They also mention Sundqvist’s earlier research from 2009 by saying:  

 

“This pattern corroborates the findings in Sundqvist (2009), which also showed that 

naturalistic gaming among slightly older (9th grade) learners correlated positively 

with L2 vocabulary (as well as with L2 oral proficiency).”(Sundqvist, 2009) 

 

Therefore this study should or at the very least have some similar results as these two studies 

regarding gaming and vocabulary proficiency.  

 

2.3 Background Using English in Swedish Schools 

English is a core subject in Swedish curricula and it is extremely important to Swedish people 

as it is one of the major languages used in the world. English is becoming a global language 

which means that it is going to be even more important to know how to speak and read 

English. Something that teachers need to teach their students is the fact that English is 

important and it is evident that that is going well from these statistics.  

 

Skolverket performed a study where students were asked what they thought of English and 

how important they thought it was. Amongst these students the understanding of how 

important English is seemed to be apparent to the students as “99% of the girls and 97% of 

the boys in the 9th grade said that it is important to be able to speak and understand English.” 

(Skolverket, 2004a:60). “There is also a considerable difference between how the teenagers 

spent their time, girls on average spent more time listening to music rather than watching TV 

or playing games on the computer.” (Skolverket, 2004a:59) This may have changed during 

the past years as there are a lot more girls who are interested in video games and a lot more 

girls have started playing games compared to before so we might be able to see a difference 

here after fourteen years. Now this difference may not make any significant changes to the 

final result, but depending on how a class is structured, such as how many girls compared to 

boys there are there may be slightly different results, but for this study it did not matter as it 

is on a small scale.  
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By playing games on a regular basis, the students are able to understand the importance of 

English even more as most games today have English as the original language, if a student 

were to play an online such as MMORPGs the student will realize that the language used the 

most is English. Therefore, the students start using the language in these games but might 

not use it in the correct way. It is important for students to try and use the language as much 

as possible, but at the same time there should be someone present so the students may be 

told if they are writing or pronouncing something incorrectly. One way for this to happen is if 

students are encouraged to use the targeted language. Therefore schools try to have the 

students use English during English lessons, this has been proven to be a very good way of 

learning a language there are two ways of learning a language and that is by “learning” it or 

“acquiring” it (Krashen, & Terrell, 1983:55). The difference between these two ways is as 

follows: 

 

”The term acquisition describes the communicative situations with others who know 

the language. Acquisition normally takes place without a teacher and without much 

attention to the details of what is being acquired. The term learning, however, applies 

to a more conscious process of accumulating knowledge through analysis of features 

of a language, such as vocabulary and grammar, typically in an institutional setting, 

with teachers.”(Yule, 2016:209).  

 

With this in mind language acquisition is something that may not be a conscious process, but 

rather a process that takes place naturally as you use the language. This is how the idea of 

video games having a correlation with Swedish learners English vocabulary proficiency. 

 

3. Methods 

This study takes place at a secondary Swedish school where students ages 15-16 regularly 

attend English lessons. The study included a demographic questionnaire (see appendix 2) 

where the students answered questions such as what gender they are, how much English they 

use outside of school and whether or not they have spent time in an English speaking 

country. The students also answered questions regarding games and how much time they 

spend playing games and what games they may prefer. This is to be able to separate the data 

in to different groups the first group will be non-gamers, the second group will be moderate 

gamers, and lastly frequent gamers. They are divided by looking at how many hours a week 
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the students play (see appendix 2). Group one has the students who do not play video games 

at all within it, group two has students who play moderately and that means that they do 

spend some time per week to play video games but less than ten hours and lastly group three 

consists of students who play regularly which means ten hours or more a week. 

 

By testing students’ knowledge of English vocabulary it becomes easier to determine how well 

educated they are at a certain stage of their educational journey, and to test this research 

multiple studies have been done on students’ knowledge in English vocabulary through the 

years, some of these researchers are Schmitt N, Schmitt D, Clapham (2001), Sundqvist 

(2009), Olsson (2016) and more. The researchers that conduct this kind of research use a 

special kind of test to determine where a student may be in their vocabulary studies. These 

tests are named Vocabulary Levels Test (VLT) and it has been used for testing students’ 

knowledge of vocabulary in these studies. This study used these tests to test the students that 

take part in the study and the study will use average scores to determine the students English 

vocabulary proficiency. 

This study aimed to test the students’ vocabulary knowledge and therefore the students 

performed two tests that gauged the students’ vocabulary proficiency. The reason as to why 

this study uses these particular tests (see appendix 3 & appendix 4) is because this study 

needed to test the students’ productive and receptive vocabulary. This relates to written 

vocabulary of course, which is why the two tests prepared are both in written form 

(Sundqvist, 2009). Receptive vocabulary means that the learner is able to understand words 

when they hear or read them, whilst productive vocabulary means that the learner is able to 

use words they have come across before in a correct manner. Thus these tests focus on the 

fact that exposure to English will help ones vocabulary. The study uses these particular tests 

for testing learners of English to see at what level they may be at, and as mentioned earlier 

they are named VLT tests.  

 

The two vocabulary tests that the students answered to the best of their capabilities (see 

appendix 3 & appendix 4). These tests are related to vocabulary and therefore test the 

students’ vocabulary proficiency, the scoring was as follows: on the first test which is a 

productive test (see appendix 3) the students had the start of a word already written and they 

needed to finish the word. It also needs to fit in with the sentence that the word is situated 

within so there is a limited amount of words that can fit. Spelling is also important so if the 

student is able to write the word and spell it correctly they get one point however if they 

misspell it they get half a point but, if they write a word that is incorrect they do not receive 

any points at all.  In this test there are also some words that are related to video games as 
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previously mentioned these words are tactics, track, medic, enemy, patch, and grind all of 

these words are in some way related to video games as mentioned earlier. By including these 

words and having the students try to answer them, the study would be able to tell if by 

playing video games a student would have an easier time distinguishing the words. 

 

The second test which is a receptive test is quite similar but instead of having to spell a word 

and situate it the students need to attach definitions to the words (see appendix 4). In this 

test they only need to attach the word to the meaning and can therefore not misspell any 

words, so here they either get a point or they do not. Afterwards the study compared the 

average score of the three groups, those with zero hours played per week, those with more 

than zero hours but less than ten and then those with ten or more hours per week. By doing 

this the study was able to tell if there is a correlation between average score and time played 

between the three groups. 

 

After the test results are in the study compared the three groups’ average scores, and by doing 

so find out if higher amounts of time spent playing video games per week can correlate to an 

increase in average score. 

3.1 Ethics 

This study had students at the age of 15 or 16 for two reasons; the first reason was because 

the studies I had read so far did not include students at those ages. Secondly because they 

were at that age, they could decide themselves whether or not they wanted to participate in 

the study. When I was at the school with the students, I made it clear to the students that if 

they at any point felt uncomfortable about participating in the study they could either tell 

their teacher or me and their information and tests would have been discarded. At no point 

did I want the students to feel obligated to participate in the study, so I asked the teachers to 

tell them that it was their choice if they wanted to participate or not. I also made sure to tell 

them the exact same thing once I got to the school and met with the students. 
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4. Results 

The results of the study are divided into four different parts, the first part is the mean score of 

the productive test, the second part is the mean score of the receptive test, the third part is 

the mean score of both tests put together, by doing this the study will be able to discern 

where the differences are most apparent. Lastly the fourth part is the results of whether or 

not the students who actively play video games were able to solve the problems related to the 

words that are commonly used in video games at a higher rate than the students who do not 

play video games. 

 

The study showed that there indeed were a correlation between average score and whether 

the students play video games or not. The maximum score on these vocabulary tests was 32 

points, so the amount of points the students could get on the productive test was 14 points 

(see appendix 3) and 18 points on the receptive test (see appendix 4). By tallying up the score 

of all students into three different groups, the study was able to find a distinct difference in 

performance in each test as well as in total score. The three different groups were divided by 

those who do not play video games meaning they play zero hours a week, those who play a 

moderate amount meaning more than zero hours but less than ten hours a week and lastly 

those who play regularly which equals to ten or more hours a week. 

 

Table 1 shows that the results were quite clear, the maximum score one could get on this test 

was 14 which group three is closest to. The differences between the different groups are 

clearly shown in this table (Table 1) which dictates that if you were in group one, those who 

do not play video games you would have a lower score. If you were to be in group two your 

score would be higher because you spend some time each week playing video games. Lastly 

group three which has the highest score plays the most each week equaling at least ten hours 

a week. This means that if a student spent approximately ten hours or more on video games 

each week, their average score would increase. 
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Table 1 Average score for the Productive Levels Test across the three groups (appendix 3). 

Group Participants Avg.Score Time Spent p. week (Hours) 

1 21 4,38 0  

2 14 7,32 <10  

3 11 8,45 ≥ 10  

Total 46 Max: 14   

 

 

Figure 1 depicts table one’s (Table 1) results in a way that is easier to understand. It is clear 

from this figure that depending on how many hours a week a student plays video games it 

reflects onto their score for this test. If the student is a non-gamer, their average score would 

most likely be lower than that for those who play moderately, but at the same time those who 

are frequent gamers will have a higher score than those who play moderately (figure 1). 

 

 

Figure 1 Columns depicting the increase between average score dependent on hours played 

per week for the Productive Levels Test (appendix 3). 

 

Table 2 shows the results of the Receptive Levels Test, and similarly to the productive test 

(Table 1 & Figure 1) the difference is quite clear, except this time the difference between non-

gamers and moderate games is a lot smaller than before. But comparably the difference 

between the students who play regularly and the other two groups the difference is still 

noteworthy. 
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Table 2 Average score for the Receptive Levels Test across the three groups (appendix 4). 

Group Participants Avg.Score Time Spent p. week (Hours) 

1 21 13,76 0  

2 14 13,79 <10  

3 11 16,18 ≥ 10  

Total 46 Max: 18   

 

Figure 2 depicts table two’s (table 2) results in a way that is easier to understand. There is a 

difference between this test and the productive test and that is how close group one and 

group two are to each other compared to the productive test. In the productive test, group 

three had a better average score than group two by 1,13, but in this test group three doubled 

the gap between the two groups the difference in average score here is 2,39 for group two and 

2,36 for group one. 

 

 

Figure 2 Columns depicting the increase between average scores dependent on hours played per week 

for the Receptive Levels Test (appendix 4). 

 

Table 3 shows the total average score of both tests together (appendix 3 & appendix 4) and 

just as clearly as the other two tables (Table 1 & Table 2), the results show that the more time   

students spent during the week playing video games the students’ average score would be 

higher. The increase in average score is also quite linear, meaning that it is an increase at a 

fairly constant rate and therefore one could assume that by playing video games there may be 

a correlation between improving one’s English vocabulary and spending time playing video 

games. 
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Table 3 Average score for the Productive Levels Test & Receptive Levels Test across the three 

groups (appendix 3 & appendix 4) 

Group Participants Avg.Score Time Spent p. week (Hours) 

1 21 18,12 0  

2 14 21,43 <10  

3 11 24,36 ≥ 10  

Total 46 Max: 32   

 

Figure 3 is similar as to the two figures prior (figure 1 & figure 2) making it easier to more 

accurately tell how much of an increase there is between each group, and as stated the 

increase is at a fairly constant rate. Group one has the lowest average score, group three has 

the highest and group two is in the middle. 

 

 

Figure 3 Columns depicting the increase between average scores dependent on hours played per week 

for both tests (appendix 3 & appendix 4). 

 

There are signs that if a student plays video games they are introduced to words that may not 

be introduced until later in life or not at all. If a student does not regularly use English 

outside of school, the chances of them coming across a word that they do not learn in school 

is very low, but if the student does regularly use English or is exposed to English either in text 

or speech the student is able to more easily learn these words. 
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This table shows how each group did when solving the problems containing the specific 

words that are commonly used in video games. The words were: tactics, track, medic, enemy, 

patch, and grind, and as mentioned in section 1.1 these words were selected because of their 

reoccurrence in video games. The study gave one point for each of these questions answered, 

and zero points if the student failed to answer it, and from the results group one had an 

average score of 1 for these six words. Group two had an average score of 2,8 for the six words 

and group three had an average score of 3,6 for the six words. The average scores are on the 

lower side, but there is a clear difference in average scores between the three groups. Group 

one was 1,8 scores below group two and 2,6 average score below group three. 

 

Table 4 Average score for the specific words chosen for being commonly found in video games 

(appendix 3). 

 

Group Participants Avg.Score Time Spent p. week (Hours) 

1 21 1 0  

2 14 2,8 <10  

3 11 3,6 ≥ 10  

Total 46    

 

This figure shows the increase in average score of the words that were specifically chosen as 

they appear frequently in video games; they are a bit harder than the other words in this test. 

(Appendix 3) This increase was very similar to the increase of the Productive Levels Test 

between the three groups. The increase in score between the whole test (Appendix 3) and 

these six words is most likely because a person who plays video games frequently has a higher 

chance to encounter these words whilst playing video games, than those who do not play 

video games at all. The more time you spend playing video games a week also correlates to 

how high of a chance a student might have to encounter one or more of these words as well. 
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Figure 4 Line chart depicting the increase between average scores on the specific words commonly 

used in video games (appendix 3 & table 4). 

 

So this study was able to show that there is indeed some correlation between increases in 

English vocabulary proficiency in secondary school students at the ages 15-16 and video 

games. The students who played video games scored in average higher than those who did 

not according to the study, and this result agrees with Sundqvist’s (2009) findings as well. A 

part of Sundqvist’s conclusion and summary said the following:  

 

“First of all, it is possible to make an argument based on empirical evidence for the 

students in my sample, i.e. Swedish ninth graders representing Western Svealand, 

that there is a relationship between EE and oral proficiency on the one hand, and EE 

and vocabulary on the other. In other words, the total amount of time which these 

adolescents spend on various EE activities correlate with their level of oral proficiency 

and the size of their vocabulary.” (Sundqvist, 2009:202) 

 

So in Sundqvist’s study she was able to determine that “EE” her acronym for Extramural 

English, does indeed correlate to an increase in English vocabulary proficiency.  She 

mentions both oral proficiency and vocabulary, and states that:  

 

“I conclude that students’ EE has an effect on both oral proficiency and vocabulary, 

though, the causal relationship is clearer between EE and vocabulary than it is 

between EE and oral proficiency.”(Sundqvist, 2009:202) 
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This study focused on the vocabulary of the students compared to Sundqvist’s that also tested 

many other aspects of students’ English knowledge, but even so our findings within 

vocabulary and Extramural English are still similar. There was also a difference between our 

studies of areas, Sundqivst’s study focused on Extramural English as a whole whilst this 

study focused solely on the video game aspect of the area. 

5. Discussion 

In this study, I have been able to determine that there is a correlation between the amount of 

time a student spends playing video games and their scores on vocabulary tests. It is also 

important to understand that although in this study it was found that video games have a 

correlation between vocabulary proficiency and time spent playing video games the fact that 

school is important should not be ignored.  The fact that there is a correlation does not mean 

students should ignore school but rather I believe they should be working side by side, to 

make sure that students are able to learn in the most efficient way possible. I believe that 

games would be beneficial to normal curricula if one were to integrate it; however I doubt it 

can be integrated anytime soon as the area is still quite unknown. But in the future this may 

become a possibility. There are also many other reasons to integrate games into the school 

curricula other than English vocabulary, as it does not only help with English vocabulary but 

depending on the game played one can learn many different things, such as hand-eye 

coordination, strategies and other things that may be useful later in life.  

 

There was also a difference in the results between the Productive Levels Test and Receptive 

Levels Test those who spend more time playing had a much better score in the receptive tests. 

But the difference was smaller when you looked at the productive test score this may be 

because when students play video games, they encounter the language and need to work out 

how it works. They need to be able to use it to progress in the game, and they also need to 

understand it to a certain degree to be able to communicate with others within the game. 

Therefore their receptive capabilities are at a higher level because they have been forced to 

learn it even if they were not aware of it themselves. 

 

In the productive test there were some words I included which are commonly found in 

different genres of video games. I added these words to see much of a difference there would 

be between those who play video games and those who do not, and the difference is very 

clear. The average score between the three groups correlate well with what was previously 
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discovered, so one could argue that the difference in score is simply because those who play 

video games have a better vocabulary. But there is most likely a reason as to why these 

students know these words and that is because they have encountered them before, and that 

would very likely be within a video game.  

 

I would be happy to see other researchers look into the other aspects of games as well, as this 

is something we can all benefit from in the end. I would also like to say that although this 

study has been interesting, there is a lot more to learn around this subject, how can we 

implement it into normal curricula? Are there any possibilities that games could be created 

for the goal of learning and improving upon different skills? What can teachers do to help 

students improve through video games? These are some of the questions I would like to be 

answered, but there are of course many more that I just have not thought about. 

5.1 Limitations 

There were some limitations concerning this study that I had to think about whilst the study 

was still on going. 

 

The first limitation was the limited time I had to perform the study; the study took place 

during my time as a student teacher, which meant that I had to complete the study within a 

limited time frame. 

 

The second limitation was the amount of students who were able to take part in the study; I 

had sixty students take part in the study, if I had more time and access to more schools 

around Sweden, this study could have been much larger. But at the same time with my 

limited amount of time this was the best I could do and even though the sample size is small, 

it still has some significance. 

 

The last limitation that I could think of was my limited knowledge; this study took place 

while I was still a student myself at university, which meant that there were certainly areas 

that I myself could not think of at the time. Those might have been a good contribution to the 

study but I never thought of them which mean that there may be some areas that I missed out 

on, but I am sure others will be able to cover those areas in the future. 
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6. Conclusion 

 

This study has been influenced a significant amount by Pia Sundqvist’s studies as well as 

many other studies concerning Extramural English. This study ended up showing that there 

is indeed a correlation between video games and English vocabulary proficiency and although 

it might not have led to a new fascinating discovery it still strengthened the fact that video 

games correlate to English vocabulary proficiency. 

But what implications does this have for the future? Because multiple studies have been done 

in this area concerning Extramural English, sometime in the future, whether it is soon or far 

in the future the usage of video games in normal English curricula of Swedish schools may 

become a reality. At the moment however I believe that teachers and students alike are 

unsure of what they would do if that were to happen, video games is a fun activity to students, 

so involving it in school might remove some of the interest in them for the students. Teachers 

would have to learn about video games and find out a way to use them to teach students, 

which could be incredibly challenging so therefore I believe that this is something for the 

future generations to try out. However I believe that it should be possible and I would love to 

try this in the future when I become a teacher, but it might be hard for other people who 

might not play video games to understand why and how they would help students. 

 

Some final words about this study; it has been incredibly fun to do this study as I am an avid 

gamer myself and therefore video games sits close to my heart. I always believed during my 

youth that because I played video games my English was improving, and I always took that as 

a fact, and now that this study is complete I can without a doubt say that video games  has 

helped me personally with English throughout my life.  
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Appendix 1: Information for students about study 

 

Till eleverna i årskurs 9, läsår 2018-19, Xskola 

Information angående deltagande i forskarstudie om elevers vokabulära 

kunskaper i engelska läsåret 2018-19 

Jag heter Pontus Engqvist och är studerande på Karlstad universitet och studerar inom 

ämneslärarprogrammet. Denna studie görs som en del utav min kandidatuppsats i 

engelskämnet och görs för att se om spel har något inflytande på vokabulära kunskaper i 

engelska. Jag samarbetar med xskolan och dess engelsklärare och det är därför ni får ta del 

utav denna enkät. 

För att få lite förståelse över hur min framtida analys för denna studie kommer se ut, ska ni få 

lite underlag om hur jag tänkt. Ni kommer att få en elevenkät där ni får svara på ett par 

frågor gällande era upplevelser i engelska samt era spelvanor. Efter detta kommer ni få ta del 

av två övningar som båda testar era vokabulärkunskaper inom engelska. Detta kommer jag 

sedan samla in och jämföra för att se om det finns någon koppling mellan spel och 

vokabulärkunskaper i engelska. Allt kommer att göras anonymt så inga namn behövs. 

Skulle du känna att du inte vill ta del utav denna studie så är det bara säga det till antingen 

mig(om jag är på plats) eller till din engelskalärare, men jag vill helst att så många som 

möjligt deltar för att få bästa resultat så om du kan tänka dig att delta så skulle jag vara 

väldigt tacksam! 

Denna studie kommer att vara helt anonym vilket betyder att era namn kommer aldrig att 

nämnas under studiens gång och senare innan jag är färdig med studien kommer även 

skolans namn att tas bort. Samt att ingen annan än jag och min handledare på universitet 

kommer att se era tester. 

Genom att läsa igenom detta papper och svara på enkäten har du godkänt att du deltar i 

studien. Därefter får jag, Pontus Engqvist, använda dina svar i min studie. 

Skulle ni vilja komma i kontakt med mig efter studien är färdig kan ni nå mig på min e-

postadress: engqvist.pontus@gmail.com 

Med vänliga hälsningar, Pontus Engqvist 
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Appendix 2: Questionnaire 

 

Elevenkät 

Kön       

 Man 

 Kvinna 

 Annat 

 Föredrar att inte svara 

1 a) Vilket är ditt modersmål(ditt första 

språk)?________________________________ 

b) Om ditt modersmål är något annat än svenska, när började du prata svenska? 

 Innan jag började skolan. 

 När jag gick i 1:an-3:an 

 När jag gick i 4:an-:6an 

 När jag gick i 7:an-9:an 

2 a) Har du någonsin bott i/besökt ett engelsktalande land?     ☐Ja ☐Nej 

b) Om ja, vilket/vilka länder? 

________________________________________________________________

____________ 

c) Hur länge sammanlagt har du varit i ett engelskttalande land? 

 Mindre än 3 månader 

 3-12 månader 

 Mer än 12 månader 

3 a) Pratar du regelbundet engelska utanför skolan? ☐Ja       ☐Nej 

   b)Om ja, vid vilka tillfällen pratar du engelska? 

________________________________________________________________

__________________ 

  4 a) Använder du dator hemma? ☐Ja ☐Nej 

     b)Om ja, vad använder du datorn till? Du får kryssa i fler än 1 ruta! 

 Läxor och uppgifter 

 TV-Serier och Filmer 

 Surfa på Internet 

 Datorspel 

 Övrigt 
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5 a)Om du kryssade i datorspel på fråga 4b, vilka spel spelar du? Du kan också svara på dessa frågor 

om du spelar på konsol, t.ex Xbox, Playstation eller Wii. 

 

 

 

 

 

 

 

 

 

Skriv det spel du spelar som 

mest:_______________________________________________________ 

  b)Använder du engelska i de spel du spelar? Ja☐             ☐Nej 

  c)Om ja, på vilket sätt? 

 Skriver på engelska till andra spelare 

 Använder engelska för att göra val 

 Skriver engelska svar 

 Läser engelsk text 

Annat_________________________________________________________

_________________ 

d) Hur många timmar per vecka spelar du datorspel? 

 0 timmar 

 1-5 timmar 

 6-10 timmar 

 11-15 timmar 

 16-20 timmar 

 Mer än 20 timmar 

 

 

 

 

From here on out, only use English! 

Good Luck! 
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Appendix 3: Productive Levels Test 

 

Vocabulary Test Part 1 

Complete the underlined words as has been done in the example. 

 

Ex)     He was riding a bicycle. 

 

1) I’m glad we had this opp_____________________to talk. 

 

2) There are a doz___________________eggs in the basket.  

 

3) The rich man died and left all his we____________________ to his son. 

 

4) In order to be accepted into the university, he had to imp______________________his 

grades. 

 

5) Thanks to the tac_____________________we were able to win the game! 

 

6) The cars race around this tra_____________________four times. 

 

7) The soldier was hurt and needed a med_____________________ to help him. 

 

8) The mall is packed with peo_____________________today! 

 

9) Congratulations for winning the tour_____________________! 

 

10) I need my map and com_____________________ to find out where we are. 

 

11) The ene_____________________are on their way. 

 

12) The weather is hor_____________________ today. 

 

13) Let’s pa_____________________ things up, what do you say? 

 

14) We’ve only got a bit left, lets gri_____________________it out. 
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Appendix 4: Vocabulary Levels Test 
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