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Abstract

Gaming and Learning: Young Adults’ Perceptions of Video Games as a Language

Learning Tool

Video games have already become essential to everyday life, and millions worldwide play
various video games. Globally, there are approximately 3.09 billion active video game
players (Howarth, 2024). Many people encounter language exposure by playing various
video games in a foreign language with others and alone. The purpose of this study is to
examine young adults’ experiences of learning the English language through video games. To
grasp the experiences and perceptions of the participants, this study employed Gee’s (2007)
principles of Good Games for Good Learning, adapting them to capture linguistic aspects of
video game processes and learning outcomes. This qualitative case study had 6 participants
gathered from different parts of the world, united under one gaming community for gamers
named Discord. The data obtained through semi-structured interviews revealed a positive
perception of video games as a source for learning English. This study paid attention to the
language choice of the participants and, through the participants’ narratives, identified the
potential benefits of games in learning aspects of reading, listening, speaking, and
vocabulary. In addition, the findings suggest that communication processes that occur during
gameplay have positive and negative effects on the learning process. Thus, this study
identifies the possible limitations and advantages of video games as an English language
learning tool. The study findings carry implications for the field of video games and language

learning, pointing out this study’s limitations and future research directions.

Keywords: video games, English language learning, young adults, experiences,

perceptions, language choice
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AHaaTna

Oiibiaaap xoHe OkbITY: ZKacTtapasiH Bugeo Oiibingapas! Tia Yiipeny Kypassl peringe

KaobLiaysl

Buneo ofibiHIap Ka3ip/iiH ©3iH1e KYHACTIKTI OMIpIiH aKbIpaMac 0eJirine alHaJI bl )KOHE
OYKUT onieM Oo¥bIHIIIAa MAJUTMOHIAFaH alaMiap dpTypiii Oeline ofbIHapAbl oitHaNbI. [lyH1e
KY31HIE OeJICeH/Il BUICO OMBIHIAPIbI OMHANTHIH IamameH 3,09 muwuap ajgam 0ap
(Howarth, 2024). Kenireren agamaap meT TUTIHJE opTYpJil OeiiHe OWbIHAApAbl OacKaTapMeH
YKOHE KAJFbI3 OMfHAY apKbUIBI TULIIK ocepre Tar 0osaasl. byt 3epTTeyiiH MakcaThl - BUIEO
OMBIHJIAP apKBUIbI )KaCTAPIBIH aFbUIIIBIH TUTIH YUPEHY TOKIPUOECIH 3epTTey.
Katsicymbinap ey Toxipubeci MeH KaObuinayslH TyCiHy yiniH 0y 3eprrey Gee-aig (2007
x.) XKakcel Oxyra ApHanran JKakcel OfbIHIAp TPUHIMOTEPIH KOJIAHIBI, OJIAPIbl OMBIH
MPOIIECTEPl MEH OKY HOTHKEJCPIHIH JTUHTBUCTUKAIIBIK aCTIEKTUIEPIH Tycipyre OeiiMaen/ii.
Bbyn xarmaiisIk 3epTTeyre OneMHIH TYKIIp-TyknipiHeH Discord mem atanaThiH
OMBIHIIIBUTIApFa apHaJFaH Oip OMBIH KaybIMJIACTHIFBIHA OIPIKTIPUITeH 6 KATHICYIIIBI KUHAJJIBI.
XKaprbutaii KypbeUIbIMIAIFaH cyx0aTTap apKblUIbl albIHFAH MANIIMETTep OeiiHe OMbIHIap/IbI
arbUIIIBIH TUTIH YHPEHYAIH KaltHap Ke31 peTiHe OH KaOblIAaraHblH KepceTTi. by 3eprrey
KATBICYIIBLIAP/IbIH TUI TAHAAYbIHA HA3ap aydap bl dKoHE KaThICYLIbLIAP/IBIH SHIIMeNepl
apKbLIbl OMBIHIAPBIH OKY, THIHIAY, COUIICY )KOHE CO3/IIK aCIIEKTUIepiH YHPEHYET1 dNIeyeTTi
apTHIKUIIBLIBIKTAPBIH aHBIKTa1bl. COHBIMEH KaTap, HOTHXKeJep reiMIUIel Ke31H1e OpbIH
aJlaThIH KapbIM-KaThIHAC TIPOIIECTEPIHIH OKY MPOIECIHE OH JKOHE TEPIC dcep ETEeTIHIH
kepcetei. Ocbuiaiiia, OyJ1 3epTTey aFblIIIbIH TUTIH OKBITY KYpalibl peTinae Oeline
OMBIHAAPABIH MYMKIH OOJIATHIH IIEKTEYAEPl MEH apTHIKIIBUIBIKTAPBIH aHBIKTAIbI. 3epTTey
HOTHKeNepi OCBI 3epTTEY/AIH LIEKTeyaepi MeH OoJalak 3epTTey OarbITTaphIH KOPCETe

OTBIpHII, OeifHe OMbIHAAp MEH Ti YipeHy cajlachblHa acep eTeli.



Tyiiin co30ep: Geiine OWbIHIAP, aFBUIIIBIH TUIIH YHpPEHY, )Kac epeceKkTep, TaKipuoe, TYHCIHY,

TUT TaHJQY



AHHOTAUA

I/Il"pbl H oﬁyqeﬂne: BOCIIPUATHE BUACOUTD MOJIOABIMH JIIOAbMH KaAK HHCTPYMEHTA

H3yYCHUA SA3bIKA

Bupneourpsl yxxe cTany HEOThEMIIEMOU YacThIO MOBCEAHEBHOM KM3HH, U MUJUIMOHBI JIIOIEH
10 BCEMY MHUPY UIparoT B pa3nyHble BUACOUTphl. B Mupe HacuuteiBaercs okoJio 3,09
MUJUTHAp/Ia aKTHBHBIX UTPOKOB B Buzeourps! (Howarth, 2024). MHorue i1 CTaTKUBarOTCS
C SI3bIKOBBIMU TPYAHOCTSIMU, UT'pasi B pa3IMUHbIE BUJICOUTPbl HA HHOCTPAHHOM SI3BIKE C
JOPYTUMU JIOABMH WM B OJUHOYKY. L{enb TaHHOTO Hccne0BaHus - U3YYUTh OIBIT MOJIOJIBIX
JOJIeN B M3yYEHHUH aHTJIMMCKOIO A3bIKa C TOMOIIbIO BUACOUTP. UTOOBI MOHSTH ONBIT U
BOCIIPUATHE YYaCTHUKOB, B 3TOM HCCJICIOBAHUU MCITOJIb30BauCh mpuHmunbsl Gee (2007)
"Xoporue Uurpsl st XOporiero ooydenus", aqanTUPOBaHHBIC ISl yUeTa JIMHT BUCTHYECKUX
aCMeKTOB MPOIIECCOB BUJCOUTD U PE3yIbTaTOB 00ydeHus. B 3ToM kauecTBEeHHOM
TEMAaTHYECKOM MCCIIEJOBAHUU IPUHSIN y4acTHe 6 YEIOBEK U3 Pa3HbIX YTOJKOB MUPA,
00BbEMHEHHBIX B OJTHO UTPOBOE COOOIIECTBO /sl FeliMepoB o] HazBaHuem Discord.
JlaHHbI€, TOTYYEHHBIE B XOJ€ MOJYCTPYKTYPUPOBAHHBIX HHTEPBbIO, TOKA3AIN
MIOJIOKUTEIBHOE BOCIPUATHE BUJICOUTP KAaK UCTOYHMKA I U3yYEHUS aHTJIMICKOrO sA3bIKa. B
3TOM HCCIIEIOBAaHUH OBLIO y/EJIeHO BHUMAaHUE BBIOOPY s3bIKa YUaCTHUKAMU U HA OCHOBE
paccka3zoB YYaCTHUKOB ObUIH BBISIBJICHBI IOTEHIIUAIBHBIE MPEUMYIIIECTBA UT'P B U3YUCHUH
TaKUX acleKTOB, KaK UTEHHE, ayJuPOBaHUE, Pa3rOBOPHAs peub U cIoBapHbIi 3amac. Kpome
TOT0, MOJY4YEHHBIE PE3YJIBTAaThl CBUIETENBCTBYIOT O TOM, YTO KOMMYHHUKAIIUOHHBIE
IIPOLIECCHI, TPOUCXOISIINAE BO BPEMS UTPBI, OKa3bIBAIOT MOJIOKUTEIBHOE U OTPULIATEIILHOE
BIIMSIHHME Ha rporiecc oOydeHus. Takum oOpa3oM, JaHHOE UCCIIEI0BAaHHUE BBISBIISAET
BO3MO>KHbBIE€ OTPAaHUYEHUS U IPEUMYIIECTBA BUICOUTP KaK CPEACTBA U3YUEHHUS AaHTJIUHCKOTO

SA3bIKA. Pe3yJ'IBTaTBI HCCICI0BaHUA MMCIOT OTHOIICHUC K obiactu BUICOUTD U U3YUCHUA



SA3BIKOB, YKa3bIBas Ha OrPpaHUYCHUS 3TOI0 UCCICAOBAHUA U 6YI[YH_II/Ie HaIlTpaBJICHHUA

HUCCIIENOBAHUM.

Knrwouesuvie cnosa: BUJACOUTPBI, U3YUCHHUC aHTJIUNCKOTO SA3bIKa, MOJIOABIC JIKOAH, OIIBIT,

BOCIIPUATHUC, BI)I60p SI3bIKa

Xi



xii

Table of Contents

F N 11 0] N €<= 4= | PSPPI i
[ =Tod - = U o] o PSSR PR ii
ELNICAL APPIOVAL ... ..o v
CITI Training CertifiCALE. ........eeiiieiie ettt v
ACKNOWIBAGMENTS ...ttt vi
N 41 1 = Tod PSSR vii
PN £ 91 s o r: DTN viii
F AN 2 05 (02110 5 (R X
LI L0 (o) 041 (=] £ USSR Xii
TS 0 N 1 o] (=SSR XV
LISE OF FIQUIES ...ttt ettt ettt et sbb et nbe e XVi
Chapter 1: INEFOTUCTION ......eiiiiiiiieiie ettt bbb be e 1
Background INFOrMALION ..........oouiiiiiiiie e 1
Problem STAtEMENT ..........eie e 2
Purpose of the Study and Research QUESLIONS..........ccuveiiireeiiieesiiee e 2
SIgNIficanCe OF the STUAY.........eeiiie e 3
OULIINE OF the STUAY ....eeiveieeiec e e e e e e e e nnee e 3
Chapter 2: LItErature REVIEW.........cccuuiiiiiieeiieeesiiie st e e st e e st e e st e e st a e e st e e e snaeeesnaaeesnseeesnneeens 5
T Ao Lo [8Tox o] o P TP UPPROPR 5
Definitions of the Main CONCEPLS .......cciuireiiiie et 5
INFOrMAL LEAIMING ...eeeiiiie et et e e r e et e e e e e snnaeeanneas 5
VOB GAMES ...ttt ettt ettt ettt et e b bt et e et e e e n b e e nbb e et e enbe e 6

The Development 0f VIAE0 GaMES.........coiuviiiiie et 7
Before the INtroduction 0F 3D ......cceoiiiiiiieiie e 7

The Rise 0f 3D and BEYONU.........ccoiuiiiiiiie ettt 7
TYPES OF GAIMES ....eeeiiiee ettt s e e et e e et e e et e e e ata e e e rae e e ntteeeanbeeeanneas 9
Past ReSEarch 0N COTS GaMES ......ciuieiiieiie it see ettt e e anees 10
The Impact of Video Games on Learners’ Language Development.............cccooveviiennnnnn. 12
L0101V LA o] PSSP PPTROPRPRY 13
TYPES OF MOTIVALION ... e aee e 13
Games aNd IMOLIVALION. .......ccuieiiieie ettt ieeanee e 14
TheoretiCal FramEWOIK ........ccueiiiiiieiiie et 15
(000] 0 0d 1] (o] o PSP OPPR PP 18

Chapter 3: MethodOIOgY .........vviiiiiiiie e 19



RESEAICI DIBSIGN ... ittt e et e et et e et e nnb e e b e e anreee s 19
SAMPIING SIFALEGY ...ttt 20
RESBAICI SHEE... ittt et e et e et e e anreee s 21
Data ColleCtion INSTIUMENT.........eviiiie e et e e e et e e snaee e 22
Data ColIECTION PrOCEAUIES .......vvieiiiie it eeiiee et see et e tea et e et a et e e snteeeannee e 22
Data ANALYSIS PrOCEAUIES .........oiiiiiiiieitieetie sttt 23
EthiCal CONSIABIALIONS.......uveieieie ettt e et e et e e e e e e snee e e snteeeanneee s 26
POSTHIONAITLY ...ttt 27
L000] 0] (113 [0 o SRR 27
ChaPLer 42 FINGINGS . ettt ettt et 28
Language ChoiCe iN VIAEO GAMES.........ooiiiiiiiiiieiie ettt 28
Playing in the Original LanQUAGE..........couiiiiiiiieiie e 28
Immersing in the Game CONLEXES. ......c.ueivieiiieiie e 29
Learning & LANQUAGE .......eoiueiaieeiiieitie ettt ettt ettt ettt e i 31
Benefits of Video Games on the English Language Development..............ccooeevvieiiieninn, 33
Reading and Vocabulary Development Through Games...........ccccovvvevieeevieeeviiee s, 33
Listening and Speaking Skills Development Through Games ............ccccevvveeviieeiiinenn, 35
Development of Listening Skills with Diverse Speakers ...........ccccoceveeivveeiiveesinnenn 35
Communication with Other Players in Online Games. ..........ccccccveeviveesieeeciie e 37
FREADACK. .. ettt 39
Participants’ Learning PrOCESSES ........cuuieiiireiiieeiiieeesiieesiteesine e s staeessraaessnaeeesnneeesneeeanes 40
Limitations of Video Games on English Language Development .............cccccoevvvveiinnnne, 42
(O] 101 11151 1o U U P OP PP 43
Chapter 5: DISCUSSION ....vieivieeiiiee it e ettt e ettt e et e e st e e st e e st e e s sta e e e staaeantaeeesnaeeeanaaeesnneeeannes 45
RQ1: Why do young adults choose to play games in the English language? .................... 45
Playing in the Original Language to Immerse Themselves into a Specific Context....... 45
RQ2: What are the perceived benefits of using video games for language learning? ........ 47
What English Language Skills are Developed by Playing Video Games? .................... 47
Reading and VOCabUIAIY ..........c.oooiiiie e 47
Listening and SPEaKING.........coiviiiiiiee ittt 49
What Processes of Video Game Play Support English Language Learning?................. 50
Obijective Intended COMMUNICALION. .....cccvvveiiiiie e 51
FEEADACK. ..o 52
LEAINING PrOCESS. ...iiiiie ittt e e st e e st e e e s anrb e e e e e e 53

RQ3: What are the perceived limitations of using video games for language learning?.... 54



Xiv

(000] 0 0d 1] [0 o TSP 55
Chapter 6: CONCIUSION.........iiiiiiie ettt 57
Main Findings 0F the STUAY .........ooiiiiie e 57
T 00T L0 PSSR 60
RECOMMENTALIONS ...ttt e e et e e et e e et e e e sreeeenneeeesnteeeanneeeas 60
Future ReSearCher DIFECTIONS. ........oiiiiiieiiieiie ettt 61
FINAL RETIECTION ... e e e anteeeanee e 62
=] (T 1=] =PSSOSR 64
AAPPENTICES ...ttt ettt R bbbttt 72
Appendix A Declaration of the Use of Generative Al ... 72
AppendixX B INtErVIEW ProtOCO! ........cocuiiiiiiiiieiiieee e 74
Appendix C AnNNouncemMENt 0N the SEIVET .........eoiiiiiieiiecie e 83
Appendix D Sample of TransCription .........cccuoiiioiiiiiie e 87

Appendix E Informed CONSENE FOIM .........oiiiiiiiiii e 92



List of Tables

Table 1 Demographic Data of the PartiCipants ...........cccccceeiiieiiieiiie e

Table 2 Coding sample

XV



XVi

List of Figures

Figure 1 Conceptual FrameWO K ...........ooiiiiiiiiiiiieiiiese e 16
Figure 2 The SIms 4 iN-game SCIrEENSNOT.........ccuviiiieiiieie et 34



Chapter 1: Introduction

Background Information

The video game industry has become a juggernaut in global entertainment, with a
projected value of $268.8 billion by 2025 (Statista, 2023). This growth coincides with a surge in
informal learning, where knowledge is acquired outside of formal education (Callanan et al.,
2011). Yanev (2023) reports that over 3 billion people actively play games worldwide, with a
significant portion being children and young adults (ESA, 2023). In the US alone, 75% of
children under 18 and 65% of adults play games for at least an hour weekly (ESA, 2023).
Interestingly, the ESA also found that 88% of gamers expand their social circles globally through
gaming.

This combination of massive user engagement and rich storytelling makes video games a
compelling tool for language learning. Games offer immersive audio-visual experiences that can
enhance vocabulary acquisition, listening comprehension, and reading skills. Broadly, video
games can be categorized into two groups: serious games — educational games designed
specifically for developing certain skills, and (2) commercial off-the-shelf (COTS) — games
primarily intended for entertainment.

Given the significant time young people dedicate to video games, educators see an
opportunity to transform this entertainment into an informal learning tool for language
development. Research supports this potential, with studies demonstrating video games'
effectiveness in improving listening skills (Anderson et al., 2008; Chen & Yang, 2013),
vocabulary acquisition (Ashraf et al., 2014; Bakar & Nosratirad, 2013; Chen & Yang, 2013;

Ryu, 2013), and motivation for language learning (Chik, 2012; Gee, 2005; Lai & Chen, 2021;



Yang et al., 2020). These findings support the view of scholars like Chik (2014), Gee (2005), and

Knight et al. (2019) who see video games as a valuable tool for informal language learning.

Problem Statement

Many young people in Kazakhstan and internationally spend most of their free time
playing video games. While playing, they may be exposed to a foreign language and have online
communication and vocabulary learning opportunities. Therefore, young adults can expand their
linguistic repertoire and gain new relationships with native speakers of foreign languages.
However, there is no scholarly evidence for using games for language learning. Previous
research has mainly focused on ‘serious games’ created for educational purposes. Less is known
about the effectiveness of using COTS games for language maintenance. There is a lack of
research on the perceived benefits of video games for language learning and particular language
aspects such as listening, speaking, and vocabulary development. Therefore, it is crucial to
understand what COTS video game features promote language learning and the perceived

benefits and effectiveness of video gaming in English language learning.

Purpose of the Study and Research Questions

This qualitative study aims to investigate the perceptions and experiences of young adults
using video games to learn the English language. The study also aims to explore the perceived
benefits and effectiveness of using video games for language learning and English language
maintenance and to identify the perceived impact of video games on young adults’ language
development in listening, vocabulary, speaking, and reading.

The study aims to address the following research questions:

RQ1: Why do young adults choose to play games in the English language?

RQ2: What are the perceived benefits of using video games for language learning?



a) What English language skills are developed by playing video games?
b) What processes of video game play support English language learning?

RQ3: What are the perceived limitations of using video games for language learning?

Significance of the Study

This research study may be critical in several ways. It has the potential to increase
understanding of the nature of video games, its impact on language learning in Kazakhstan and
internationally, and its benefits and drawbacks. This study could also lead to more effective use
of informal language learning tools for learning purposes. The findings of this study could also
inform educators and other stakeholders about the effectiveness of using video games for
language learning. Furthermore, it can enable practitioners in educational institutions to increase
their awareness of how learners use video games outside the classroom. The study’s findings
may also be helpful for the participants as they might provide information about their past
experiences using video games as a form of entertainment and develop language skills and
knowledge. The findings of this study might be helpful for various populations since video
games have become a dominant part of society. Finally, this research may be informative for
researchers who conduct research in informal learning tools as the study could provide evidence
on how gaming can assist in language learning.
Outline of the Study

This thesis consists of the following chapters: Introduction, Literature Review,
Methodology, Findings, Discussion and Conclusion. The Introduction Chapter has presented the
background of the study, its purpose, the statement of the problem, the research questions, and its
significance. Chapter Two reviews the literature relevant to the study and explains the theoretical

framework used in this study. Chapter Three presents detailed information about the research



methodology that guided the study, outlining its design, sampling strategy, data collection, and
analysis procedures. Chater Four delves into the main research findings of the study. Chapter
Five discusses the main findings in relation to the previous research done on this topic. The last
chapter concludes main research findings, addresses the limitations of the current study, and

provides future directions for the research and recommendations to the stakeholders.



Chapter 2: Literature Review

Introduction

The previous chapter discussed background information about video games, the
significance of this study, the problem statement, the study purpose, and the research questions.
This chapter reviews the relevant literature on learning a language through video games. It
consists of six sections. First, it introduces the definitions of the main concepts: gaming, informal
learning. Next, it discusses a brief history of video games development and how it came to the
current state. Then past research on COTS video games is presented. The impact of video games
on language learning and concepts of motivation are presented afterwards. The chapter
concludes by presenting Gee’s (2007) framework that is used for describing games for learning.
However, | reconsidered the interpretation of the framework and constructed a conceptual
framework based on the principles to suit this study’s aims which is intended to capture language

learning outcomes and experiences. Thus, three components were chosen to analyze the data.

Definitions of the Main Concepts
Informal Learning

Informal learning is a broad and complex phenomenon that is defined in many ways.
Ainsworth and Eaton (2010) characterized informal learning as “This type of learning is never
organized. Rather than being guided by a rigid curriculum, it is often thought of as experiential
learning” (p. 13). A later study by Scolari and Espinosa (2019) defined six Informal Learning
Strategy (ILS) modalities: learning by doing, problem-solving, imitating, playing, evaluating,
and teaching.

Acquiring language through informal learning occurs within a social setting where

individuals engage in meaningful activities and access various tools and resources (Callanan et



al., 2011). For example, the authors stated that children are interested in learning language
informally as they actively seek out names for objects and imitate language sounds. In other
words, the first language is not purposefully taught to young children in a didactic manner. A
socially collaborative setting is used for language learning; plenty of resources and meaningful
activities support the process.

In contrast to the informal learning of children’s first language, Christianson and
Deshaies (2020) suggest that adults can compensate for less effective second language processes
by integrating different sources of information during informal language learning more
effectively than children. Adults studying a second language in casual settings possess
significant cognitive abilities that can be effectively utilized in language acquisition tasks. These
abilities include effective multimodal processing, explicit learning techniques, a developed
working memory capacity, metalinguistic awareness that expands with exposure to additional
languages, and a proficient command of at least one language. The authors assert that despite
these advantages, adult language learners typically do not acquire their second language as
quickly or proficiently as children.

Video Games

Esposito (2005) defines video games as “a game that we play thanks to an audio-visual
apparatus, and that can be based on a story” (p. 2). Many video games have been launched in the
digital games industry throughout the years, and these games may be played on a range of
devices, including gaming consoles, laptops, desktop computers, tablets, and mobile phones.
According to Sykes and Reinhardt (2013), video games are voluntary activities in which
participants agree to adhere to rules to achieve a goal or experience a range of outcomes. Games

can be internally satisfying and demand effort.



This study used a combination of definitions to understand the complexity of video game
elements. Depending on the genre, video games may include rules and objectives and visual and
aural elements that support the game’s storylines and narratives.

The Development of Video Games

Video games have progressed considerably since their introduction in the 1950s. The
gaming industry has witnessed an impactful change over 70 years, attracting the worldwide
attention of millions of people as it moved from basic arcade games to the immersive experience
of virtual reality (McDriguez, 2023). Technological breakthroughs, innovation, creativity, and a
passionate gaming community have fueled this development. The gaming industry has also
undergone several stages, from its earliest versions of arcade video games to several platforms
allowing users to play them.

Before the Introduction of 3D

The earliest video games, though simple, laid the groundwork for interactive
entertainment. In 1958, William Higinbotham's "Tennis for Two" became a pioneer, displaying a
basic tennis match on an oscilloscope (Ivory, 2015). A few years later came Steve Russell's
"Spacewar!" (1962), a two-player space combat game. The 1970s saw the rise of arcade games,
offering simple yet addictive experiences. Classic titles like Pac-Man, Pong, and Space Invaders
became iconic representatives of this era.

The Rise of 3D and Beyond

The introduction of 3D graphics in the late 1980s and early 1990s revolutionized video
games. Home consoles like the Nintendo Entertainment System (NES), Sega Genesis, and Atari
2600 brought arcade experiences home. These platforms birthed legendary characters and

franchises like Mario, Zelda, and Sonic the Hedgehog (Wikipedia contributors, 2023b).



PCs emerged as a powerful competitor in the 1990s (Wolf, 2012). With superior
graphics, more complex gameplay, and diverse genres, PC games like "Doom," "Quake," and
"Civilization" pushed the boundaries of the medium. Fierce competition between console
manufacturers like Sony's PlayStation, Nintendo's systems, and Microsoft's Xbox defined the
1990s and 2000s. Each generation boasted improvements in connectivity, performance, and
graphics. Titles like Super Mario 64, The Legend of Zelda: Ocarina of Time, Grand Theft Auto
I11, and Halo stand out from this era.

The 2000s ushered in a new era with mobile gaming on smartphones. Simple and
accessible, mobile games exploded in popularity. Games like Angry Birds, Candy Crush Saga,
and Pokémon GO showcased the potential of mobile gaming as a major entertainment platform.

Today, the video game industry boasts incredible diversity, encompassing various genres,
platforms, and business models. Indie titles like "Celeste” and "Hollow Knight™ offer unique
experiences and fresh ideas, while AAA blockbusters like "Red Dead Redemption 2" and "God
of War" push the boundaries of storytelling and graphic fidelity. Video games also expanded
their boundaries thanks to the internet opportunities especially with genres like MMORPG, FPS
(First-Person Shooter) games. The most prominent representatives of FPS genre are Overwatch,
Team Fortress 2, Destiny 2, Valorant, CS GO (Counter Strike Global Offensive), and Call of
Duty series (Wood, 2016; Yaden & Givens, 2024). Emerging technologies like augmented
reality (AR) and virtual reality (VR) promise to further transform how we interact with video
games, and one of the AAA (a big-budget games from well-known publishers) video games in
VR is counted to be Half-Life Alyx (Steinberg, 2007; Skarredghost, 2020).

The gaming business is also undergoing rapid change. The global video games market

size of $333 billion projected for 2023 indicates the tremendous growth and potential of the



industry (Statista, 2023). It is reported that the mobile gaming sector has the most significant
revenue, with $173 billion, among other sectors in the market. Therefore, the gaming industry
impacts people, considering the share the gaming industry holds in today’s economy. The
gaming industry has grown into an immersive and progressive form of entertainment, replacing

traditional television, which was considered the most popular form of entertainment.

Types of Games

Serious and commercial games are both types of video games that serve different
purposes. Serious games are designed to provide more than just entertainment (Bonnechere,
2017; Bruns, 2019; Hanes & Stone, 2017). They can be used for educational, rehabilitative, or
training purposes. These games often contain cultural heritage, historical information, or specific
content tailored to a particular pathology or group of patients.

Serious games go beyond mere entertainment in several ways. They allow learners to
experience situations that are impossible in the real world for safety, cost, and time (Susi et al.,
2007). They are described as mental contests, played with a computer by specific rules, that use
entertainment to further government or corporate training, education, health, public policy, and
strategic communication objectives. Serious games have positive impacts on the players’
development of several different skills. They are used in various markets such as military,
government, education, corporate, and healthcare. In the healthcare sector, serious games have
diverse applications and stakeholders, including hospitals, clinics, private practice physicians,
therapists, personal trainers, government, corporations, and individual consumers.

Video games not designed for educational purposes are COTS games. These games are
readily accessible in the market as they were initially intended for entertainment. COTS games

can be obtained without charge or purchase, and one can access them through different platforms
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such as consoles, personal computers (PCs), smartphones, and various mobile devices. Notable
examples of COTS games include The Sims, Civilization, and Portal, which have successfully
earned recognition due to their remarkable potential for education beyond their popularity in
non-academic domains (Becker, 2017; Engerman et al., 2017; Pallavicini et al., 2021).

Digital spaces known as Synthetic Immersive Environments (SIEs) employ the
interactive gameplay dynamics of massively multiplayer online games (MMOGS) to realize
predetermined educational goals in simulated scenarios (Sykes, 2014). SIEs effectively integrate
elements from social virtual worlds and objective-oriented gaming frameworks to tackle learning
outcomes (Sykes, 2012).

Commercial off-the-shelf (COTS) games and synthetic immersive environments (SIES)
are the primary avenues for introducing video games into the exploration of a second language in
the field of computer-assisted language learning (CALL) (Cornillie et al., 2012). Online games,
for instance, offer a dynamic environment with voice and text chats, fostering interaction among
players in the target language and providing them with a platform to practice various discourses
and strategies (Zhang et al., 2017).

While significant research has been conducted on serious games, which are widely
recognized as educational tools for knowledge and skill acquisition, there remains a pressing
need for more extensive studies on commercialized games, often perceived as entertainment, in
the context of language learning.

Past Research on COTS Games

This section analyzes past research done on the benefits of COTS. The incorporation of

the use of Commercial Off-The-Shelf (COTS) games in the K-12 classrooms has drawn an

attention in the recent past. This interest could also be attributed to another interest due to the
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ability of games to capture students’ attention and facilitate their learning. This paper aims at
reviewing the extent of current literature on COTS games and their acceptability from teachers’
point of view, advantages as mentioned by the veterans and possibility of incorporation of such
games as a curriculum component.

Becker and Jacobsen (2005) conducted a study in Canada regarding COTS games and
teachers’ attitudes and their possibilities in K-12 classrooms. The findings revealed that 37% of
teachers played video games approximately 5 hours per week. Moreover, 70% of participants
used simulations, drills, practice, and games in class activities. However, teachers reported that
the lack of time for integration into the curriculum, support for adequate supervision, and access
to technology capable of running games were significant barriers.

Ritzhaupt and Gunter (2010) examined COTS games from participants in educational
settings. They found that COTS games are beneficial for developing motor and cognitive skills,
acquiring knowledge, and increasing memory capacity and creativity. Additionally, participants
reported that COTS games encourage solving complex problems, boosting self-esteem and self-
confidence, and transferring knowledge to real-world situations.

Spring (2014) states that some COTS games are suitable for teaching subjects such as
history in formal classrooms. The author points out several games (Assassin’s Creed franchise,
Civilization, Crusader Kings Il, LA Noire) that represent a deep narrative from a historical
perspective.

Rusk and Stahl (2022) found that callout competence in the multilingual game
environment involves skills that can be transferred to educational settings, emphasizing
collaborative and multilingual competencies. They identified four components of callout

competence: giving information, precision, temporality, and alignment. Participants employed
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callouts as a multilingual and collaborative practice in their in-game interactions, focusing on
providing accurate and timely information about opponents' locations.
The Impact of Video Games on Learners’ Language Development

It is essential to consider that gamers do not always play games in their native language
since games do not support all languages. Skoric et al. (2009) stated that English-language video
games need players to effectively comprehend the language used in the gaming narrative to
interact with the gaming environment; people who spend more time playing computer games on
weekdays may have a more vital command of the English language. Chen and Yang (2013)
found that Taiwanese learners of English believed they had to think in the target language to
understand the video game’s conversational language. Moreover, the study participants reported
enjoyment and motivation during the experiment. Similarly, Chik (2014) believes that learning a
second language (L2) through games could be possible if a gamer uses an L2 game and applies
learning strategies. A later study by Ebrahimzadeh and Alavi (2017) states that video games
often require players to communicate and collaborate with others. Communication allows
students to practice their language skills in a real-world context, which can help them develop
fluency and confidence in using the language.

Several studies point out that the continuous occurrence of unknown words throughout
the gameplay can help learners memorize new vocabulary (Bakar & Nosratirad, 2013; Ryu,
2013). According to Ryu’s (2013) research, language acquisition through gaming includes
picking up new phrases or words while playing games and practicing sentences or discourse
through conversations with peers who are native speakers or more fluent online. A later study by
Ashraf et al. (2014) discovered that games could be an effective alternative to vocabulary

learning. An earlier study showed that there was also a wide variety of opinions on The Sims’



13

potential as a language-learning tool. However, participants agreed that they learned new words
and phrases and that simulation games, in general, could help with language learning (Ranalli,
2008).
Motivation

Over the last few decades, language learning scholars have become increasingly
interested in motivation. Dornyei (2000) defines motivation as the choices we make and the
effort we invest in specific activities. This aligns with the perspectives of motivation as an action
driven by a goal (language learning) that triggers and sustains efforts in achieving that goal
(Ortega, 2009; Pintrich & Schunk, 1995). According to an earlier definition by Gardner (1985),
L2 motivation is the desire or effort to learn a language that is gauged by “how much the person
puts forth to do so and how much pleasure they experience from doing so.” To maintain
motivation throughout the ups and downs of the learning process, learners need to develop
specific skills and strategies to stay on track (Ushioda, 2008). Ushioda (2008, p. 15) also
suggests that the development of autonomy is facilitated by motivation and “a social
environment that supports learners’ sense of autonomy and intrinsic motivation to pursue optimal
challenges through the zone of proximal development.”
Types of Motivation

Ryan and Deci (2000a) split motivation into intrinsic and extrinsic categories. Often
referred to as doing something for its reason, intrinsic motivation involves seeking enjoyment,
curiosity, challenges, or personal growth. In contrast, extrinsic motivation suggests that a person
behaves to fulfill an external objective, like graduating from college, landing a job, making an

impression on a teacher, or staying out of punishment. Self-determination theory, one of the
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three main foundations of motivational psychology, is the source of those motivational
categories.

These two motivational categories are comparable to those found in Gardner’s (1968)
earlier study, which separated motivation into instrumental and integrative categories.
“Instrumental motivation” describes the drive to acquire a language to meet academic standards
or land a better job. Conversely, integrative motivation describes assimilating into the society or
culture of the target language (Gardner, 1968 p. 143). It implies that some people learn better
when assimilating into society, others may achieve if they are driven by incentives other than
learning, and others may gain from combining the two. Put another way, learners can be
productive if they are driven to finish coursework, exams, and other academic tasks and are
interested in integrating into the community and its customs.

Games and Motivation

Several scholars found that various video game design aspects, namely clear objectives
and tasks, feedback, and challenges, foster intrinsic motivation (Bowman, 1982; Provenzo, 1991,
Rieber, 1996; Malone, 1981, as cited in Dickey, 2007, p. 256). In addition, Dickey (2007) notes
that Massively Multiplayer Online Role-Playing Games (MMORPG) allow customizing the
abilities, traits, and overall appearance of playable characters within the game. The decisions the
player makes impact the character’s progression in the game. In those types of games, players
constantly continue developing their in-game characters and feel a sense of attachment to their
characters. Dickey (2007), therefore, argues that character development in games fosters intrinsic
motivation.

Commercial digital video games have been found to significantly boost students’

motivation to learn languages (Ebrahimzadeh & Alavi, 2017). Students are more interested in the
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learning process and more engaged when they are allowed to play or watch these activities. A
game-mediated language learning environment was discovered to be a cozy and soothing place
for learners. Their increased sense of freedom allowed them to interact with classmates and take
pleasure in the learning process in a way that they could not have in a typical classroom.

Given that games can boost motivation, Goodwin-Jones (2014) supports incorporating
games into language acquisition. Informal gameplay that is inspired by academics can vary. For
instance, a player or learner is undoubtedly engaging in an informal gaming environment if,
motivated to advance his language skills, he asks a teacher for suggestions on games to play in
the target language and decides to do so himself (Knight et al., 2020).

Chik (2012) suggested that language choice indicates the motivation behind the learner to
play in a particular language. The participants with gaming experience claim that three areas (in-
game texts, online gaming platforms, and discussion forums) can potentially develop the English
language. Despite the vulgar environment often occurring in games, participants perceived it as a
cultural aspect. They rapidly acquired swear words to argue with other gamers and highlighted

that this is an aspect of communicative competence.

Theoretical Framework
Gee (2007), in his book Good Games and Good Learning, defined 16 principles of
critical, robust Game-Based Learning in video games. These principles are based on previous
research (Gee, 2003, 2004, 2005), and explain aspects of video games through the learning lens.
Therefore, three principles describe skills that can be acquired through video games, contrasting
them with school settings where specific skills lack explanation or experience.
1) Situated meanings refer to a vocabulary that occurs in specific contexts and has

situational meaning. In video games, words are transformed from static
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definitions into dynamic concepts, connecting them to the actions, images, and
dialogues players encounter.

2) Cross-functional teams refer to multiplayer settings that necessitate collaboration,
as players with diverse skill sets must work together. This fosters a crucial soft
skill for students: the ability to rely on and complement the strengths of others to
achieve a common goal.

3) Agency refers to players feeling a strong sense of agency and control as if they
are in charge of their actions and the outcomes they achieve. This fosters a sense
of ownership over their journey within the game world.

Those principles were adopted and blended with concepts of language learning to create a
conceptual frame for understanding language learning through video game manuals, stories,
other players around games, and audio-textual narratives (see Figure 1).

Figure 1 Conceptual Framework
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The principles were interpreted in the researcher’s understanding of the gaming

environment, and the following interpretation will be used to analyze the data:
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Situated meanings—Since video games provide visual, audio, and textual
representations, vocabulary acquired within the game is easy to memorize and use
afterward. Players can hear, see, and read words that appear in the game and learn
them by association with certain visual appearances or sounds that can mean
certain things to them. Therefore, games potentially help people improve their
listening and vocabulary skills.

Cross-Functional Teams—Online video gaming (Massive Multiplayer Games)
has become one of the most popular genres worldwide. Thus, playing online
provides opportunities to meet and interact with other gamers and cooperate with
them via games. These situations create conditions for speaking, writing, listening
to teammates, and interacting with them by planning strategies, chitchatting,
guiding, giving feedback, and arguing with each other. Depending on the video
game genre, gamers must cooperate and understand each other well to reach game
objectives like winning against opponents and completing missions. Therefore,
online gaming creates a scenario where gamers practice their speaking, writing,
and listening skills and develop critical thinking and problem-solving skills by
reaching agreement and planning strategies.

Agency—Games with high agency don’t force players down a specific path. They
offer various options for approaching challenges, solving puzzles, or interacting
with the environment. Players feel empowered to make their own choices and
experiment with different strategies. However, before entering the game, players
must tune multiple settings, such as graphics quality, subtitles, game difficulty,

voice, and text language they will play with. Thus, the selected language also
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affects their experience of playing games. Lipponen and Kumpulainen (2011)
define agency as “the capacity to initiate purposeful action that implies will,
autonomy, freedom, and choice” (p. 1). This broader definition highlights how
pre-game choices, such as language selection, contribute to a player’s sense of
agency. While many games offer players the ability to adjust settings like
graphics quality or difficulty level, the choice of language can significantly
impact the gameplay experience.
Conclusion
This chapter critically reviewed and summarized the literature on informal learning,
video games, motivation, and language development. The literature explained key stages of
video game development and demonstrated some representatives of a various genres of games.
The main takeaway from the literature is that there is a great interest in MMORPG genre of
video games, yet there was a lack of literature found on other type of genres like FPS. Still, the
literature highlighted the advantages of COTS video games in relation to language development
comprising the development of various linguistic skills. Moreover, it reviewed the concepts of
language motivation and how games encourage gamers to learn languages. Then, it presented
Gee’s (2006) theoretical framework for game-based learning. The conceptual framework
considers four principles that help understand the nature of video gaming. The next chapter

presents the methodology that guided the current study.
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Chapter 3: Methodology

The previous chapter reviewed and analyzed the existing literature on serious and
commercial-off-the-shelf video games, the history of video games, and the theoretical
framework. The methodology chapter presents he methodological underpinnings of the current
research, research design, sampling, and research site, as well as a description of data collection
instruments and procedures, data analysis approach, and ethical considerations of the study. The
study aimed to explore young adults’ perceived benefits and effectiveness of using video games
for English language learning and maintenance. Therefore, the study intends to answer the
following research questions:

RQ1: Why do young adults choose to play games in the English language?

RQ2: What are the perceived benefits of using video games for language learning?

1) What English language skills are developed by playing video games?
2) What processes of video game play support English language learning?

RQ3: What are the perceived limitations of using video games for language learning?

Thus, the third chapter explains the methodology used for the research questions and the
rationale behind each methodological component separately. At the end of the chapter, the
conclusion and final thoughts on methodology are drawn.
Research Design

This section describes the research design that will be used in this study. The qualitative
research design has been chosen because it is the best way to explore and understand the
experiences and perceptions of young adults towards video games as a language learning tool.
Qualitative research involves collecting non-numerical data, such as words, to understand the

studied phenomenon. In other words, this approach uses the participants’ own words to describe
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their experiences and understandings (Bui, 2013; Creswell, 2014). It is different from
quantitative research, which typically uses numerical data. Qualitative research can help to gain a
deeper understanding of the context from the participants’ perspectives, allowing them to share
their thoughts and feelings in their own words (Bui, 2013). The central phenomenon of this
research is informal language learning through video games of young adults on social media,
which is popular among gaming communities. Since the research also seeks the experiences of
young adults in an online gaming environment, qualitative research is suitable for understanding
the complexity and richness of social behavior (Holliday, 2015).

Interviews are considered suitable tools for this research design. Creswell (2014) argues
that by asking open-ended questions, researchers can encourage participants to share their stories
and insights in a way that would not be possible with other research methods. Open-ended
questions will assist the participants in sharing their experiences and perceptions about video

games and language learning with the researcher’s control during the interview.

Sampling Strategy

This research’s target population was young adults with experience in video games and
gaming activities. The sampling strategy for recruiting participants was purposeful, referred to as
“the researcher samples cases or individuals that differ on some characteristic or trait” (Creswell,
2014, p. 229). Following this principle, one primary criterion for sampling was one year of
experience playing video games, especially in English, to get deeper insights from the
participants. The second primary criterion was the age of the participants, who were set to be
above 18 years old. Sussman and Arnett (2014) argue that young adulthood is a transitional state
between adolescence and adulthood, which occurs between 18 and 25 years. According to the

Entertainment Software Association (ESA, 2023), the average gamer is 32 years old. Thus, the
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maximum age for this study was 32. The reason for selecting young people for this research is
that they have more experience and exposure in playing video games and can express their
perspectives freely. The target number of participants for this project was six. Guest et al. (2006)
argue that the saturation point is reached after interviewing 12 participants with enough data to
answer their research question. However, Guest et al. (2006) started to see some essential
elements of common themes after interviewing 6 participants. Table 1 shows the characteristics
of the 6 participants who were recruited for this study.

Table 1
Demographic Data of the Participants

Nicknames Age Gender Preferred language in Ethnicity
games
Crabretti 32 male Russian/English Ukrainian
Kiani 30 female Russian/English Russian
Harliona 32 female Russian/English Russian
Eripvi 27 female Russian/English Ukrainian
Markov_Ka 22 female Russian/English Russian
Mqdix 20 male Kazakh/Russian/English Kazakh

Research Site

It is difficult to precisely identify this research’s physical or geographical location; the
nature of gaming seems borderless due to easy access and opportunities thanks to the internet.
Therefore, this study was conducted on the social media platform “Discord.” In Discord, users
have the ability to communicate with voice calls, text messaging, media, and files in private

chats or as part of communities called “servers” (Wikipedia contributors, 2023b). Gamers
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primarily use it. Therefore, I chose this platform as a research site. The research participants

were selected from a particular Discord server and have different socio-geographic backgrounds.

Data Collection Instrument

The interview was used to collect data for this study. | conducted one-on-one, semi-
structured interviews with open-ended questions and probes to gather detailed participant
information. Open-ended questions assisted the participants in sharing their experiences and
perceptions about video games and language learning with my control during the interview. The
interview questions include participants’ gaming habits, language preferences, perceptions of
English language, video games’ advantages and disadvantages regarding language learning, and
processes happening inside game world (see Appendix B). Cohen et al. (2007) argue that
interviews are a versatile tool for collecting data because they allow researchers to collect
information through multiple sensory channels, such as verbal, nonverbal, spoken, and heard.
According to Wilson (2014), combining structured questions with unstructured exploration

allows for flexibility in gathering information.

Data Collection Procedures

The data collection period lasted between the 10th of December 2023, and the 10th of
February 2024. First, I contacted the gatekeeper of the server on the social platform “Discord.”
After obtaining permission from the gatekeeper to conduct a study, | posted an announcement in
a general chat with the server, providing all relevant information to potential participants (see
Appendix C). In the announcement, | provided a personal email and other information so the
participants could contact me for further discussion and arrange an interview date and time. The
participants were informed that this study is voluntary-based, and they could leave the project at

any stage. Due to the time zone or schedule differences, participants could choose a convenient
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time to participate in the interview. | asked participants to select a language for the interview to
provide rich data in a suitable language. The interview language was either Russian, Kazakh, or
English. Each interview took about 30 minutes. The interviews were recorded on an audio

recorder on a particular application on a laptop or smartphone and stored in cloud storage, with

other devices locked with individual passwords known only to me.

Data Analysis Procedures

This study employed the six-phase thematic analysis (TA) framework Braun and Clarke
(2006) developed to analyze the data. As defined by the authors (Clarke & Braun, 2016), this
approach involves systematically identifying, analyzing, and interpreting recurring patterns of
meaning (themes) within qualitative data. One of the critical strengths of thematic analysis (TA)
is its remarkable flexibility. Researchers can adapt the approach to the specific needs of their
study, allowing for a rich, in-depth, and nuanced data analysis (Braun & Clarke, 2006; King,
2004). Recognizing its relative ease of use for researchers new to qualitative methods, Braun and
Clarke's (2006) thematic analysis (TA) was chosen for this study. TA focuses on uncovering
recurring patterns of meaning (themes) within qualitative data, essentially acting as a tool to
identify and understand common threads in how a topic is discussed (Braun & Clarke, 2012, p.
57). This approach doesn't require extensive knowledge of complex qualitative theories, making
it more accessible (Braun & Clarke, 2006). Following this framework, the data was analyzed
through the following six phases:

The first step in thematic analysis involves thoroughly familiarizing yourself with the
data. Braun et al. (2016) call this “critical engagement.” I used Sonix Al software to transcribe
all the interviews in this research (see Appendix D). This saved me valuable time that could have

been better spent analyzing the rich information participants shared.
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Researchers engage in inductive coding after immersing themselves in the data (Fereday
& Muir-Cochrane, 2006). This process involves identifying recurring patterns directly from the
participants’ responses rather than imposing pre-existing theoretical frameworks. Here, | read the
data closely and analytically, attaching codes (labels) to segments that address the research
questions. This requires a thorough and repeated review of each data point to uncover potentially
relevant themes and information.

The next step involves grouping the codes I identified earlier into broader themes. These
themes represent recurring patterns and important meanings within the data set (Braun & Clarke,
2016). To do this, I closely examined the coded data, looking for places where codes seemed
connected or shared similar characteristics. This analysis revealed five key themes. | color coded
and grouped them in the form of table. Those color codes served me as a marker for each
participant and saved a lot of time while analyzing participants’ quotes. Thus, each time when I
needed to analyze the quote, | knew specifically whom the quote belonged to.

The next step involves a critical review of the themes identified earlier. Braun & Clarke
(2012) refer to this as “quality checking” (p. 8). | examined the themes in this stage to ensure
they captured the most important and relevant points related to the research questions guiding
this study.

In this phase, the focus shifts towards solidifying the identified themes and assigning
them descriptive labels. The labels used should align with the theme | am constructing when
presenting the research results. To achieve this, each theme was meticulously examined, with
particular attention paid to its core focus, internal coherence, and direct connection to this study’s

two guiding research questions.
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The final step of thematic analysis involved creating an influential analytic report that
captured the essence of the research findings. This report aimed to weave a precise, critical, and
engaging narrative that resonated with the study’s core focus and theoretical foundation.

The following table illustrates examples of TA development from data in this study:

Table 2
Coding sample

Interview transcripts Initial codes Themes based on Main themes

(what participants say) codes

“I had trouble Challenges in Listening and Development of
understanding people understanding Speaking skills listening skills with
who were not native other players’ diverse speakers
speakers... That had accents

accents. So | could not
understand some accents.
It was really hard for me
to say what they wanted
from me. And I was like
asking them again and
again. It was not polite,
and I knew about that.”

“Despite the No enjoyment Complex vocabulary  Limitations of video
opportunities to learn new  from the games games on language
vocabulary and practice due to complex learning development
reading, it could not help vocabulary

me speak freely. In
addition, if a game has a
much more complex
vocabulary unfamiliar to
me, | spend more time
translating each unknown
word rather than playing
the game.”

The data analysis process revealed three key themes that capture young adults’

experiences: their language choices, the perceived benefits they encountered, and the limitations

they faced.
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Ethical Considerations

Several scholars emphasized the importance of engaging in ethical practices at every
stage of the research process (Bui, 2014; Creswell, 2014). | ensured the study was conducted
ethically by addressing all ethical issues according to NU GSE ethical norms, such as providing
the participants’ safety and confidentiality. The participants were informed that the interview
may contain sensitive questions and they had the right to skip them or withdraw from the current
study. It may involve asking participants sensitive questions or exposing them to stressful
situations. Since some participants might have faced negative experiences with gaming and
language use, recalling those experiences could cause some psychological distress, such as
anxiety or sadness. Considering the information above, | explained to participants the risks,
purposes, and benefits they received during the study (see Appendix E). Moreover, information
on privacy and complete confidentiality were presented before the interviews. Besides, |
informed the participants that they could stop participating in this research at any stage.

Participants were assured that their personal information would be kept confidential.
However, there is always a tiny risk that confidentiality could be breached accidentally.
Therefore, | ensured the data would not be leaked and secured meticulously.

Due to the specific nature of “Discord,” creating a profile does not require disclosing
personal information since they create profiles using their nicknames. Moreover, | removed or
renamed participants’ names if their nicknames were identical to their real names.

| stored data in limited-access spaces like cloud storage, laptops, and personal phones
protected with passwords and fingerprint identification. Moreover, the data was locked inside
those storages in a separate folder protected with an additional password for security purposes.

The data will be destroyed in all saved devices by the end of the research project.
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Positionality

Before | present the findings of this study, and as part of self-reflectivity, | would like to
acknowledge that | am a Central Asian male, originally from the Eastern part of Kazakhstan,
whose bias and perspective are based on my own experience. | am a gamer myself, with more
than ten years of experience, who wanted to step aside and find answers if my experience of
learning the English language through video games is shared across the contexts of the CIS. This
research is inspired by my nephew, whose language skills I noticed improved while observing
him playing video games with others in my hometown. | am aware that my positionality
influences this research to some extent; my participants helped me to find the answers to my
questions.
Conclusion

This chapter describes the study’s methods, including the research site, design, sampling
method, data collection tool, and ethical considerations. This study adopted a qualitative
approach and used semi-structured interviews to collect data. Six participants were recruited for
this study. The participants’ rights were protected throughout the research, and ethics approval

was obtained from the NUGSE Research Committee to ensure this.
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Chapter 4: Findings

This qualitative study intended to explore young adults’ perceptions and experiences of
English language learning through video games. Six individual semi-structured interviews were
conducted to obtain data that answered the research questions. This chapter aims to present the
study findings resulting from the received data. The research findings are organized thematically,
each supported by excerpts from participant interviews and researcher notes. The following
research questions guide the analysis of the findings:

RQ1: Why do young adults choose to play games in the English language?

RQ2: What are the perceived benefits of using video games for language learning?

What English language skills are developed by playing video games?

What processes of video game play support English language learning?

RQ3: What are the perceived limitations of using video games for language learning?

Language Choice in Video Games

The study’s findings indicate that player experience and learning outcomes were
significantly influenced by several critical factors related to language choice. These factors
included intrinsic motivations to enhance English language proficiency, a desire to engage with
the game in its original language for deeper contextual immersion, and perceived difficulties
associated with translated versions.
Playing in the Original Language

The majority of the participants (n=4) chose to play English games in the original
language, which appears in the games through voice lines and texts. Markov_Ka considers that
frequent changes to word formations during video game localization can compromise the

dialogue’s essence, particularly when adapting to languages like Russian with distinct
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grammatical structures. This can result in, for example, a loss of cultural nuances or humor in the
translated text. Another participant expressed similar thoughts through a metaphor:

It is like reading a book in the original. Even if you try to translate, translation is not

always the best way to understand things. Sometimes, you see, the original text does not

mean the same things translated into the Russian language (Eripvi, December 6, 2023).

Here, Eripvi illustrates that translation and localization from one language to another
sometimes leads to the loss of the original meaning of words or phrases. To understand the
contextual nuances of the game, players have to play in the original language of the game design,
which is usually English.

However, some of the participants also said that there are plenty of games that are
localized into other languages efficiently. Kiani, for instance, showed that she prefers Russian
dubbing and game language over English when it comes to storytelling games since she finds it
hard to understand specific vocabulary and feels “no enjoyment” playing the game in English.
Crabretti often does comparative analyses of the different language versions of the game, in most
cases favoring the Russian version, which he finds more enjoyable to play simply because he
understands Russian better.

Immersing in the Game Contexts. Study participants provided much insight into this
topic when asked about their choice of using the English language in games. Half of the
participants stated that they chose to play games in English to immerse themselves in the specific
context. What is meant here is that some games are based on real locations, for instance, the
USA, and narrate stories inside these contexts. Coincidentally, Eripvi and Crabretti referred to

the Red Dead Redemption 2 game, where Eripvi’s comment evidently explains that some game
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developers do not dub their products in various languages for several reasons. Therefore, gamers
are sometimes forced to play with suggested options of subtitles and dubbing:

...For example, Red Dead Redemption 2 is a game made by Rockstar Games. This game

is not localized into other languages. | mean, the voices are not localized. You just have

the subtitles. The game is about the Wild West. There is no such thing in CIS as the Wild

West. And if you do not know the culture or history or just do not understand the cultural

background of the game, you will not understand it even if you play in localization. So |

try to play it in English, maybe immerse in the culture to understand what is happening.

Mqdix expressed the same idea but provided an alternative example of a game context
that can affect the perception of the game:

GTA V’s dialogues and texts have many jokes and wordplay because the game is based

on a fictional state in the USA. You cannot translate the jokes and wordplay because they

lose their sense, so you must play it in English.

Mqdix showed that translation cannot capture the gist of some aspects of the language,
like humor, which varies depending on the context.

To sum up, this study revealed a preference among participants for playing video games
in the original English language, often citing concerns about the accuracy and completeness of
cultural representation in localized versions. This preference suggests potential limitations in
existing localization practices, particularly regarding the ability to effectively capture and convey
nuanced cultural aspects within the context of a specific game. Participants highlighted the
importance of understanding the whole narrative and thematic depth intended by developers,

arguing that certain types of games, particularly those heavily reliant on cultural references and
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humor, may not be well-suited for localization without significant adaptation or risk losing their
intended meaning and impact.
Learning a Language

Regarding another reason for playing in the original language, half of the participants
(n=3) reported playing in English to develop their language skills. Besides the difficulties with
localization, some preferred to play in English to grab some vocabulary through game stories,
quests, and audio-textual subtitles:

... This is purely my own initiative because my English is not at the highest level, but I

can sometimes play a game to find a new word or idiom | have not heard before; it is also

helpful to learn the language (Markov_Ka, December 16, 2023).

Markov_Ka clearly expressed that the lack of accuracy in translation forced her to play in
English, as was shown earlier, but at the same time, she found playing games beneficial for her
language repertoire. She additionally provided an amusing story she experienced while playing a
game called Saints Row: The Third:

In this game, some of the text was in Russian, and some was suddenly in English.

Accordingly, at that time, I did not understand English much, and I often had to translate

texts into English to understand what I should do. For example, there was the task’s

name, but the object itself was in English, and accordingly, | had to translate it. The
words there were relatively simple, but they helped me in the future; for example, now, it
helps me navigate similar video games.

This excerpt illustrates Markov_Ka'’s utilization of prior gaming experience to navigate
challenges within a new game environment. Specifically, she references her past playthrough of

Saints Row: The Third as a source of knowledge and skill transfer, effectively allowing her to
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approach similar tasks in new games. This case interestingly shows how Markov_Ka benefited
from the predicament of gaming localization by adapting to new conditions driven by her interest
in the game; she gained learning strategies by translating unfamiliar words.

Mqdix, like Markov_Ka, reported that playing Minecraft in his childhood helped him
grasp a versatile vocabulary range. Minecraft is a sandbox game in which players can discover
and extract raw materials, craft tools, and items, and build structures, earthworks, and machines
(Wikipedia contributors, 2024). Mqdix explains how this game helped him with English class in
the following extract:

We passed an English test in sixth grade, and my recent experience playing Minecraft

unexpectedly helped me translate words from Russian to English. The game emphasized

resource assets, and terms like ‘feather,” ‘leather,” ‘dirt,” and ‘sand’ were essential for
gameplay, so their meanings were marked in my mind.

Overall, the study revealed diverse motivations for language choice in games, with many
participants opting for English due to factors like developing English, better understanding of the
context, and personal preference. If summarized, two participants chose to play in Russian, and
most participants found it beneficial to play games in English. Kiani and Crabretti prefer to play
in Russian, depending on the complexity of the language used in the game and the quality of the
production, respectively. The majority (n=4) prefer to play in English since they find it helpful in
developing language skills, a sense of immersion in the game, and the impossibility of localizing

contextual and cultural aspects in games.
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Benefits of Video Games on the English Language Development
Reading and Vocabulary Development Through Games

This section investigates the reported influence of gaming on young adults’ reading skills
and vocabulary development. Contemporary games frequently employ diverse textual elements,
such as quest instructions, in-game lore notes, and detailed manuals. These immerse players
within the narrative and give them essential clues to achieve in-game objectives and overcome
challenges.

When the participants were asked about the impact of games on their reading skills and
vocabulary, many expressed positive effects on language development.

In the interview, Kiani signified the impact of gaming on vocabulary development by
citing World of Warcraft. She elaborated on the diverse narrative elements within the game, such
as “mini-stories, quests, cutscenes, and even movies,” which, according to her, “expanded my
vocabulary in a broader range since there are many words that are used in literature.” Notably,
Kiani emphasized the repeated exposure to this vocabulary throughout the game, highlighting
her ability to “understand them without looking at the dictionary after two months of exposure,”
suggesting a process of incidental learning and acquiring new words. Harliona supported this
view by sharing her experiences in simulation games (generally designed to simulate real-world
activities). In her interview, Harliona demonstrated the vocabulary acquisition potential of game
manuals and texts, providing The Sims 4 as a specific example. She learned almost 80% of her
vocabulary from the games, emphasizing that to understand the game objectives, “you are forced
to read a lot.” This suggests a potential link between game mechanics and casual vocabulary

learning, which could be seen in the following screenshot provided by Harliona:
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Figure 2
The Sims 4 in-game screenshot

ADD LIFESTYLE...

Hungry for Love
Sims living a Hungry for Love Lifestyle have a strong desire to

Note. Sims 4 character lifestyle selection menu

In the provided screenshot, players can choose lifestyles for their characters, noting that
Sims 4 is a simulation game (life simulation); characters stick to certain lifestyles in order to get
bonuses or inner objectives that the players direct. These lifestyles are traits that affect the way
Sims behaves. Choosing a lifestyle gives your Sims specific desires and whims, temporary goals
they will try to achieve. For example, a Sim with the “Adrenaline Seeker” lifestyle might have a
whim to go on a hike, while a Sim with the “Coffee Fanatic” lifestyle might have a whim to
drink some espresso. Lifestyles can also influence the way Sims interacts with objects in the
game. For example, a Sim with the “Health Food Nut” lifestyle might get a mood boost from
eating a salad. Thus, based only on this screenshot, we can see that players encounter various

words and phrases that are unlikely to be seen in school textbooks.
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Eripvi, however, presented a counterpoint, expressing skepticism regarding the
effectiveness of in-game reading for vocabulary acquisition. She argued that the texts
encountered in games did not significantly contribute to her acquisition of new words or phrases.
It is noteworthy to consider the potential influence of her educational background (foreign
languages) in shaping this perspective. Nevertheless, she acknowledged the potential benefit of
specific in-game vocabulary, noting the Grand Theft Auto series as an example where she
encountered everyday English language and idioms that proved helpful.

Listening and Speaking Skills Development Through Games

Listening and speaking skills are vital parts of a language that could be practiced
and developed in real life and through virtual media. Contemporary video games usually include
cutscenes, a narrative device that delivers short cinematic sequences and serves as a short break
from the gameplay. Apart from the breaks, cutscenes provide deeper narratives, dramatic
moments, character development, and context that drive a deeper understanding of the game
story. Moreover, contemporary gamers worldwide can communicate through voice and text
chats, making it possible to exchange information, talk about casual topics, and discuss gaming
activities in the game directly.

Development of Listening Skills with Diverse Speakers. Most participants (n=4)
emphasized the positive impact of online gaming on their listening skills, mainly through
exposure to diverse players’ accents. Harliona, Markov_Ka, and Eripvi initially experienced
comprehension challenges but reported improved ability to identify and understand these accents
over time. Harliona shared her initial struggles with comprehending diverse non-native accents

in online games:
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| had trouble understanding people who were not native speakers... That had accents. So |

could not understand some accents. It was really hard for me to say what they wanted

from me. And | was like asking them again and again. It was not polite, and | knew about
that.

This experience highlights the potential challenges of intercultural communication within
online gaming environments, particularly for individuals encountering unfamiliar accents.
However, Harliona herself was motivated to distinguish those unfamiliar accents through
YouTube videos and guides to understand her team members’ speech. Therefore, it could be
summarized that her desire to have a better experience in online games forced her to go beyond
and learn different accents.

Eripvi highlighted the potential of video games to enhance listening skills in a naturalistic
setting. Unlike traditional language learning materials, which often present contrived dialogues
(e.g., textbooks), video games offer a more authentic environment reflecting real-world
communication. Eripvi explicitly mentions the presence of “very true-to-life situations” where
people may scream, talk loudly, or speak rapidly, mirroring the challenges of everyday listening
comprehension. This exposure to diverse speech patterns, Eripvi argues, contributes significantly
to developing strong listening skills.

On the other hand, Kiani and Mqgdix drew on the experience of repetitive voice lines that
occurred in games, which helped them enhance their listening skills: “I started to understand
more complex sentences, especially when they are repeated over and over again, after a while |
could understand them without subtitles.”

Two participants (n=2) highlighted the contribution of supplementary gaming activities,

specifically YouTube guides and explanations, to their listening skill development. Both
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Markov_Ka and Harliona described their intrinsic curiosity driving them beyond the immediate
game content, leading them to explore various YouTube videos (e.g. let’s plays, game guides,
videobloggers) and Reddit forums. This engagement provided an additional avenue for practicing
listening skills, fostering their understanding of complex gaming concepts and strategies.

Communication with Other Players in Online Games. This findings section reviews
young adults’ perspectives regarding online video games and their impact on communication
skills. Online video games include an opportunity to chat with peers through audio-textual chats
where people can freely communicate with each other. Therefore, those games usually demand
collaborative and communicative work with the team to achieve in-game objectives. The
teamwork before, during, and after the game session implies that players have to stay in touch
with each other, which can stimulate speaking and listening skills.

Several participants reported that communication during online video games is essential
to completing the objective. Harliona illustrated this with the following parallel: “If you are not
communicating with people around you in the multiplayer game, it is weird. It is like attending a
cooking masterclass and just standing there not cooking.” Markov Ka also supports Harliona’s
view noting that in her experience she had to constantly talking with the teammates in order to
win in FPS game Overwatch. Additionally, she mentioned that MMORPG games usually
demands communication with other players to complete “raids.” “Raid” is a term used to
describe a mission in MMORPGs games where players principally gather to defeat game bosses.

Eripvi’s narrative, on the other hand, highlights her initial self-consciousness about her
perceived Russian accent and how online gaming facilitated accent reduction. Her quote further
suggests a broader impact on language fluency and confidence: “Games helped me reduce my

Russian accent, maybe. And just the whole process of speaking became easier for me.”
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Both Crabretti and Harliona reported the importance of knowing the specific vocabulary
and game language in English helps to communicate with other teammates who are native
speakers: “In FPS (First Person Shooter) games there are some particular map regions and they
have names, and if they are translated to you in Russian, you cannot communicate with your
English-speaking teammates because you do not know how to call it in English.” Here, Harliona
expresses that knowing the names of the maps helps to achieve the objectives of an FPS game
where people play against each other. Therefore, to provide information about opponents’
locations to their teammates, gamers must know the exact names of a map region.

Harliona expressed that she consciously chose to play and talk in English to exchange
information about the game in English, even though all the teammates were Russian speaking.
This could also be seen in her comments about her overall experience with her Russian-speaking
friends:

| play with my friends as well, like I do on Discord. And we use English. We do our in-

game communication in English a lot because it is shorter and more familiar to us. We

consciously decided to talk in English to exchange information about the game in

English, even though we all are Russian speaking. We mix languages like when prepping

something like a strategy before the round. Even though we speak Russian, we use

English to refer to region names and some other terms. Sometimes, we employ “one” as

the one shot (a term used to describe an opponent with low health points in video games).

So, we are just calling “on” (he in the Russian language) one, not he is one. However, we

mix two languages in the two-word sentence (Harliona).

This excerpt exemplifies the participant’s use of translanguaging, drawing upon multiple

languages within a single interaction, to enhance communication efficiency with teammates.
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Recognizing the high demands of fast-paced First-Person Shooter (FPS) games, where
concentration and reaction time are crucial, she strategically employs her native language and
English for concise commands, facilitating rapid communication within her team.

Feedback. The analysis of player communication within online game environments
reveals the presence of informal feedback mechanisms surrounding language use. Half of the
participants reported experiencing feedback on their language mistakes during gameplay. This
feedback primarily originated from teammates within voice chat, taking two distinct forms:

Corrective Feedback: Peers directly addressed the mistakes, requesting reformulation or
repetition of the message. While this approach could be helpful for language learning, it could be
perceived as intrusive and anxiety-inducing for non-native speakers.

Negative Feedback: Sometimes, teammates use derisive language, such as “your English
is broken,” to highlight the errors. This form of feedback is counterproductive and can create a
hostile environment, discouraging players from engaging in communication altogether.

These findings highlight the complex dynamics of online gaming interactions and the
potential for language anxiety to arise.

Crabretti experienced cases where natives or more proficient speakers pointed out the
mistakes differently. It can be seen in the following extract:

If a sentence is worded incorrectly, they, first of all, react with humor. Well, to varying

degrees because people have different moods. They can react aggressively by saying,

“Go learn some English, you have written some crap,” but some of them can correct your

sentence by pointing out your mistakes.
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From Crabretti’s extract, it can be said that people react differently to grammatical and
pronunciation errors, and their feedback could be perceived negatively (harsh comments) or
educationally (correcting mistakes).

Markov_Ka’s experience contrasts with the previously discussed harmful feedback
mechanisms. She reported receiving positive reinforcement from her peers regarding her English
language use, explicit compliments on her progress, and encouragement to continue learning.
This feedback was a motivational factor, fostering increased confidence and a stronger desire to
further develop her English language skills.

In contrast, Kiani exhibited high awareness during the interview. She said, “When I was
interrupted or asked to explain myself differently, 1 did so and realized that the first construction
variant was no good. I had to rearrange the sentences differently.” This quote demonstrates
Kiani’s ability to monitor and regulate her communication in real time, adapting her responses
based on feedback.

In conclusion, online games provide a unique environment for incidental language
learning, with teammates offering corrective and negative feedback during gameplay. While
constructive feedback can be beneficial, negative comments can create anxiety and discourage
players. The type of feedback significantly impacts players’ experiences, as shown by
contrasting examples like Markov_Ka’s positive reinforcement and Crabretti’s observation of
harsh criticism.

Participants’ Learning Processes

Many participants expressed positive emotions when asked about their overall feelings

about language learning through video games. Several participants reported that video games

could serve as additional learning opportunities to practice the English language. In the following
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extract, Kiani compared her experience attending language courses, both offline and online, with
video game practices:

Online and offline language courses are almost identical in terms of explaining the

content, and | am always bored by them. However, when it comes to video games, |

know for sure that this content will be interesting to me, and since | like the game, of
course, the English language accompanying it will not annoy me much.

Here, Kiani suggests that the inherent enjoyment derived from video games can be a
powerful motivator for language acquisition, even if language learning is not the primary
objective. Eripvi and Markov Ka, aligning with Kiani’s statements, provided further insight into
the benefits of video games for language learning through concrete examples. They drew a
parallel between traditional classroom activities, such as dialogue creation, and real-time
interactions within online games. This comparison highlighted gaming communication’s
dynamic and immersive nature, which necessitates rapid response and adaptation, mirroring real-
world conversation demands.

Harliona’s narrative presents a compelling example of how individual learning styles
influence language acquisition pathways. She identifies with attention deficit hyperactivity
disorder (ADHD), highlighting the limitations of traditional, classroom-based methodologies for
her learning process in the following extract:

Personally, | think there is so much more enjoyable and engaging way to learn English

because recently, | realized that | have ADHD. So, the usual learning methods are not for

me, as you can say like that. And video games really help me with this engagement with
my brain because my brain cannot focus on the boring stuff like sitting in the classroom

or on the course.
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Here, she emphasizes video games’ engaging and enjoyable nature, suggesting their
effectiveness in capturing her attention and fostering sustained engagement. Harliona’s
experience highlights the potential of personalized learning strategies based on individual needs
and preferences. By utilizing engaging and interactive environments like video games, learners
with ADHD or other learning styles may find alternative pathways to language acquisition that
are both effective and enjoyable.

Many found video games to be a fun and motivating supplement to traditional learning
methods. Kiani highlighted the enjoyment factor of games, which can make language practice
less tedious. Eripvi and Markov_Ka emphasized the dynamic nature of communication in online
games, which mirrors real-world conversations. For learners like Harliona with ADHD,
traditional methods proved less effective, while video games provided a more engaging and

stimulating learning environment.

Limitations of Video Games on English Language Development

This findings section reviews possible limitations of learning English through video
games pointed out by young adults. Some participants (n=2) shared that they found no
drawbacks in playing video games regarding language learning.

Crabretti, on the other hand, raised a critical point regarding the potential limitations of
video games for vocabulary acquisition. He identified the restricted nature of in-game
vocabulary as a crucial drawback, highlighting that players are primarily exposed to
predetermined terms within specific themes and plotlines. While varying depending on the game,
limited vocabulary range creates an inherent barrier to expanding beyond the established

linguistic boundaries. Harliona mirrored these views in her interview while emphasizing the
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context of online gaming. She asserts that team communication within this domain often centers
around gameplay, leading to the acquisition of specialized and limited vocabulary.

Kiani leveraged video games as a tool for English language acquisition but acknowledged
their limitations in facilitating spoken fluency and efficient vocabulary acquisition:

Despite the opportunities to learn new vocabulary and practice reading, it could not help

me speak freely. In addition, if a game has a much more complex vocabulary unfamiliar

to me, | spend more time translating each unknown word rather than playing the game.

Kiani points out that video games could not facilitate spoken language development
despite offering vocabulary exposure and reading practice. Furthermore, encountering complex
and unfamiliar vocabulary within the context of a game can significantly hinder the enjoyment of
the gameplay itself, as the learner becomes focused on deciphering individual words rather than
immersing themselves in the overall experience.

In conclusion, while some young adults found video games advantageous for language
learning with no perceived drawbacks, others highlighted limitations. The restricted vocabulary
inherent to specific game themes and online communication was identified as a critical concern.
Additionally, spoken fluency development and efficient vocabulary acquisition were areas where
video games fell short. Kiani’s experience exemplifies these limitations, emphasizing the
challenge of balancing vocabulary acquisition with enjoying gameplay.

Conclusion

This chapter illustrates the key findings related to the young adults’ perspectives towards
video games as an English language tool. The results indicated that most participants positively
perceived learning English through video games. Participants had different reasons for selecting

the original English language in games — preserving cultural nuances, being in-game contexts,
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and improving language skills. This research investigated how these elements improved
students’ reading skills, enhancing vocabulary development. The participants noted incidentally
gaining new words and phrases through repetitive exposure, showing how gaming can help
spontaneously and interestingly enrich the players’ vocabulary. Likewise, other participants
indicated that online gaming helped them refine their listening and speaking abilities because
they began understanding diverse accents. Most participants in online gaming preferred informal
communication styles but admitted to understanding specialized language nuances and gaming
terms essential for teamwork. Language learning within online gaming environments had
different feedback mechanisms, whereby some cases have shown how such corrective responses
facilitated better language acquisition while negative ones caused much anxiety in speaking.
Moreover, peer feedback helped language learners keep practicing and improving their
English proficiency. However, despite these advantages, learners also identified several
limitations associated with using video games to develop fluency in spoken language or expand
vocabulary due to its limited range. The next chapter will discuss the findings in relation to the

previous research on the topic.
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Chapter 5: Discussion

The previous chapter presented the findings of this study gathered through semi-
structured interviews with six participants from different parts of the CIS regarding their
experiences of learning the English language through video games. This chapter intends to
discuss significant aspects of the findings and their interpretation, drawing connections to the
established body of theoretical and empirical research on this topic. Aligned with the study’s
purpose of exploring young adults’ perspectives and experiences using video games for English
language learning, this chapter returns to the research questions and sub-questions that guided
this investigation:

RQ1: Why do young adults choose to play games in the English language?

RQ2: What are the perceived benefits of using video games for language learning?

What English language skills are developed by playing video games?

What processes of video game play support English language learning?

RQ3: What are the perceived limitations of using video games for language learning?

RQ1: Why do young adults choose to play games in the English language?

The first question in this study sought to determine participants’ language choices in
relation to video games. The findings indicated two main reasons the participants chose to play
video games in English: playing games in the original language and learning a language.
Additionally, some participants revealed a dynamic approach to language selection, with
participants reporting a shift in preference based on the complexity or genre of the game.
Playing in the Original Language to Immerse Themselves into a Specific Context

The primary motivation for playing games in English stemmed from a desire for an

authentic experience. Participants noticed discrepancies between the original text and localized
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versions. This led them to prioritize English to grasp the game’s core meaning and the challenges
and enjoyment the developers intended. This aligns with the concept of intrinsic motivation
(Ryan & Deci, 2000a), which emphasizes seeking enjoyment, challenges, and curiosity in
language learning.

Players’ conscious selection of English highlights their agency in shaping their gaming
experience (Lipponen & Kumpulainen, 2011). Despite having their native language as an option,
they preferred English voice and text. This choice reflects a negotiation between their desire for
optimal gameplay (experiencing the content as intended) and the potential for incidental
language learning.

Choosing English exposed players to new vocabulary, grammar, and idioms. This could
lead to incidental language learning, even if it was not the primary goal. As Ashlaf et al. (2014)
suggest, gamers can learn new phrases through the game’s drive to win. This aligns with Chik’s
(2012) claim that selecting the game’s language reflects a player’s initial openness and desire to
improve their gameplay. This motivation fuels their interest in understanding in-game text, even
in a foreign language. As a result, players can unintentionally acquire new language elements if
they find them engaging within the game.

Three out of the four participants who opted for English gameplay expressed a strong
desire to immerse themselves in the cultural context of the games. They felt that playing in
English enhanced their understanding and enjoyment of the game’s cultural aspects. This aligns
with integrative motivation, which emphasizes the learner’s desire to integrate into the target
language society (Lambert & Gardner, 1972). This motivation was further exemplified by
Harliona and Markov_Ka’s reported use of English-language content sources like YouTube and

Reddit related to their games. Seeking external knowledge in English, such as walkthrough
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guides, instructional videos, and Let’s Plays (recordings of other players’ gameplay), further
highlights this desire to participate and connect with primarily English-speaking gaming
communities. It is important to note that the level of language exposure can vary depending on
the video game itself. Console games with rich narratives offer opportunities for reading and
listening comprehension, while online gaming modes facilitate interaction with other players,
necessitating communication in English (Chik, 2013). This underlines the importance of
selecting games that can maximize language learning potential.

Analyzing these participants’ reports shows how their language selection and game
interpretations are driven by a combination of intrinsic and integrative motivations, reflecting
their personal preferences for a richer gaming experience. Despite differences in motives,
participants show that they consciously chose to play video games in English. Thus, their
language choice could be argued to be their sense of control over the process, leading to specific
outcomes they face. Subsequently, their challenges and opportunities through video games can

be stated as their agency in selecting in-game text and audio languages.

RQ2: What are the perceived benefits of using video games for language learning?
What English Language Skills are Developed by Playing Video Games?

This sub question investigated how video games develop language skills. The findings
suggest various options for practicing linguistic skills, including speaking and listening to other
players in online games, reading, and vocabulary.

Reading and Vocabulary. Video games increasingly incorporate text-based elements,
requiring players to read frequently. This includes encountering documents, notes, diaries,
subtitles, and game manuals. The participants acknowledge this, reporting that “they must read a

lot” to progress within the game. This continuous exposure to textual information, encompassing
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game quests, in-game dialogue options, and background lore, presents a potential avenue for
vocabulary development. This aligns with research suggesting that encountering words within
the context of gameplay can facilitate memorization (Bakar & Nosratirad, 2013; Ryu, 2013).
This aligns with Harliona’s observations regarding her vocabulary acquisition through video
games, where she admits the positive impact of The Sims on her vocabulary expansion. This
experience resonates with Ashraf et al.’s (2014) work exploring The Sims franchise as a
potential tool for language learning. The authors investigated using various video games,
including The Sims, to enhance English vocabulary learning. Their findings suggest that these
games fostered an enjoyable learning environment, motivating participants to engage with new
vocabulary. In Harliona’s case, continuous exposure to the game affected her vocabulary
development by encountering new words and puzzling them into contexts the game provides.

Similar to Harliona’s experience, another participant, Mqdix, reported a perceived benefit
of Minecraft on vocabulary development. He attributed his success on school tests to his prior
exposure to vocabulary encountered within the game itself. This evidence aligns with Sudarmaji
& Yusuf’s (2021) research findings, which suggest a positive impact of Minecraft on vocabulary
mastery. This phenomenon can be explained through the lens of Gee’s (2007) principles of Good
Games for Good Learning. Gee asserts that games create contexts where meaning is constructed
through textual and visual elements. Players actively associate these situated meanings with the
imagery and experiences within the game world. In Mqdix’s case, encountering vocabulary in
the engaging context of Minecraft likely facilitated the formation of strong associations between
the words and the game itself. Through situated learning within Minecraft, Mqdix developed

strong associations between the vocabulary and the game world. These connections likely
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transferred to the different contexts of school tests, enabling him to use the learned vocabulary
effectively.

Listening and Speaking. The current study’s findings suggest that video games provide
an opportunity for practicing listening and speaking skills. Most participants complimented
online video games, highlighting the importance of listening and communicating with other
players to achieve in-game objectives, which helped them to train their listening and speaking
abilities. Peterson (2010) highlights the double-edged nature of interaction with native speakers
for language learners. While such encounters can present challenges due to potential
communication breakdowns, they also offer valuable opportunities for learners to negotiate
meaning (Ebrahimzadeh & Alavi, 2017). This can be seen in Kiani’s narrative, in which she
experiences challenges in expressing herself to other players. Recognizing that her
communication caused unusual reactions from other players, she attempted to rephrase her
messages using more superficial structures. This act shows how Kiani’s incorrect sentence
formulation impacts her learning outcomes, where she consciously understands her mistakes and
tries to step forward to prevent unsuccessful communication with teammates.

Building on the research of Rusk and Stahl (2022), who identified effective
communication as a crucial skill in gaming, the study delves deeper into the multifaceted nature
of this competency. Their work highlights the importance of “callout competence,” defined as
the ability to deliver precise and timely verbal instructions (Taylor, 2011, as cited in Rusk &
Stahl, 2022). These callouts function as in-game toponyms, acting as shorthand for specific
locations, often mirroring real-world counterparts (e.g., “B site” on a map mirroring a physical

location). Rusk and Stahl (2022) emphasize that effective communication requires players to
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understand the standard definitions and the contextual meanings associated with callouts within a
particular game.

The present study findings support the understanding of multilingual communication
practices. The case of Harliona and her friends demonstrates how players can develop a
“naturalistic” way of using multiple languages (e.g., Russian and English) for in-game
communication. This includes seamlessly mixing languages for essential functions like issuing
quick commands, delivering callouts, and sharing crucial information. This highlights the
growing importance of integrating collaborative and multilingual practices within broader
linguistic competence for effective communication in online gaming environments.

Peterson (2010) suggests that gameplay offers learners exposure to the target language
(TL) within an authentic communicative environment, fostering practice in all four language
skills (reading, writing, listening, and speaking). Network communication tools within games
further enhance this experience by providing frequent opportunities for real-time interaction that
necessitates the active use and reuse of the TL. Building on Peterson’s (2010) emphasis on
online player communication, Eripvi further argues for video games’ inherent authenticity. She
highlights the presence of “true-to-life situations” and emphasizes the “authentic language”
provided through in-game subtitles and dialogues. Thus, due to the rapid development of video
game quality, players and games give enough space to practice speaking and listening skills. The
present study’s findings confirm these views of games.

What Processes of Video Game Play Support English Language Learning?

This subsection is intended to meticulously analyze the relations between players in

online video games. Most participants mentioned that online games, such as Overwatch, help

them communicate with other players during the game matches by exchanging information,
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giving callouts, and casually talking. Therefore, two types of communication occur during online
games: objective intended and casual communication.

Objective Intended Communication. The participants of this study stressed the
importance of communication between teammates in video games. They emphasized how
information exchange can contribute to the outcome of game matches in FPS (First-Person
Shooter) games. This finding aligns with Rusk and Stahl’s (2020) findings, which suggest that
communication efficiency is one of the fundamental principles in FPS games. Players prioritize
the verbal communication channel, highlighting callouts’ perceived value and centrality within
the gameplay experience. As Rusk and Stahl (2022) note, callouts in FPS games typically refer
to map locations, aiding teammates in identifying enemy positions. The main objective of FPS
games is to win over opposing teams, which can be achieved via proper communication and
instant callouts. The current study’s findings support this view, noting that language
discrepancies can hinder communication within video games. Harliona’s observations highlight
significant variations in map location terminology, confirming Crabretti’s statement that players
using different game languages might struggle to communicate due to differences in the names
of the game terminology. This study highlights another obstacle that can prevent gamers from
being as effective in the gaming environment. This result is consistent with the findings of Rusk
and Stahl’s research (2022), which argues that for players to be regarded as proficient by their
peers while communicating outside of their assigned team, they must possess communicative
competency, as demonstrated by their knowledge of gaming language. It also aligns with Gee’s
(2007) principle of Cross-Functional Teams, which again prioritizes coherent teamwork and soft
power to achieve desirable outcomes. Consequently, Harliona’s decision to play these

communication-centric video games in English becomes logical. By opting for English, Harliona



52

bypasses language barriers, facilitating faster information exchange than playing the same games
using Russian callouts. This decision may guarantee that Harliona invests everything to win in
video games and contributes valuable information to her peers.

Feedback. The study findings show participants experienced negative and corrective
feedback while playing online games. According to the participants, negative feedback consists
of jokes and mocking, signaling that their utterances are incorrect and need to be reformulated.
In contrast, corrective feedback is based on rational and constructive spelling, pronunciation, and
grammar explanations. As mentioned in the literature review, communication with native
speakers in video games fosters an environment conducive to second language (L2) acquisition.
This is because players receive corrective feedback during communication, which draws their
attention to specific areas needing improvement in their spoken language (Peterson, 2010). A
previously unidentified aspect of this literature review is the potential for negative feedback
arising in response to incorrect linguistic output. This phenomenon may simply arise from the
inherent limitations of online video game environments. Unlike formal learning settings, other
players lack the pedagogical expertise to guide and motivate new language learners to correct
their errors.

When encountering unclear or incorrect utterances, other players, lacking formal
pedagogical training, may resort to harsh methods to respond to the learner’s mistakes. This
might involve modifying their gameplay actions or employing alternative phrasings within the
game itself. The learner’s response to this informal feedback can be either discouraging or
encouraging, depending on their interpretation of the message. Video game environments
prioritize rapid communication for strategic purposes. This inherent characteristic can lead to

harsh peer comments regarding the learner’s low English proficiency or clarity. While such
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feedback might be perceived as rational by players focused on winning matches or completing
objectives, it can increase frustration or anxiety in learners with limited language skills. Thus,
those who ignore such comments may feel more relaxed in the use of the language, while others
may feel nervous, avoid communication, or even quit games that involve team play.

Learning Process. The study findings revealed that participants enjoyed their English
language learning experience through video games, noting that this way of learning is more
enjoyable in comparison to traditional language learning methods. The enjoyment of participants
lies in the fact that they are learning vocabulary and practicing linguistic skills in topics that are
interesting to them. The participants’ sense of enjoyment may be caused by the absence of
control, where their actions and choices are the outcomes, they get through the game. This study
aligns with previous research highlighting the autonomy inherent in video game language
learning environments (Bakar & Nosratirad, 2013; Chik, 2013). Participants in both studies
reported enjoying the freedom and control over their learning experience. This includes the
absence of teacher-directed instruction and the flexibility to explore the language at their own
pace, fostering a sense of independence. Bakar and Nosratirad (2013) point out that when there is
no pressure from teachers, especially adult learners, they can learn independently. As Chik
(2013) suggests, gamers can control when, where, and what they learn, potentially mitigating
feelings of the frustration associated with traditional, structured learning environments. Yet, the
current study participants find video games more as a supplemental activity than a replacement
for conventional learning, suggesting that video games provide enough space to practice
linguistic skills through games and with other gamers.

This finding was unexpected and suggests that Harliona’s unique condition (ADHD)

highlights a potential benefit of video game-based language learning for individuals with
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attention difficulties. While not explicitly mentioned, Harliona’s reported struggles in traditional
classroom settings suggest that such environments structured, and potentially less engaging
nature may have hindered their language acquisition. Conversely, video games provided a
dynamic and interactive learning environment that aligns better with Harliona’s learning style,

facilitating vocabulary acquisition and language comprehension in a more stimulating manner.

RQ3: What are the perceived limitations of using video games for language learning?

Based on young adult participants’ experiences, this study identified both positive and
negative aspects of video game language learning. While some participants saw no drawbacks,
others highlighted limitations in vocabulary acquisition and spoken fluency development.

The participants’ experiences highlight the potential tension between vocabulary
acquisition and gameplay enjoyment, limited vocabulary range, and speaking fluency. Spending
excessive time translating unfamiliar words can disrupt the flow and pleasure of the gaming
experience. This phenomenon can be further understood by drawing parallels to second language
acquisition. If the game content and language are overly complex, grasping new vocabulary and
contextualizing them within specific game scenarios becomes a significant challenge. This aligns
with Krashen’s (1977) input hypothesis, which suggests that language acquisition thrives when
learners are exposed to input slightly beyond their current level (i+1). However, interpreting
meaning through guessing and context hints becomes considerably more complicated when
game language is far beyond the gamer’s knowledge (i+10). Consequently, situated meaning that
is specific to the game context becomes relatively more difficult to understand than general
vocabulary. Thus, players are forced not only to translate unfamiliar words through dictionaries

and translators but also to guess which meaning suits the game context.
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Kiani’s experience highlights a crucial disconnect between vocabulary comprehension
and spoken fluency development in video game language learning. While video games can
expose players to new vocabulary and enhance reading skills, they may not adequately address
the anxieties associated with spoken language production. This phenomenon aligns with research
on foreign language anxiety (FLA), which suggests that learners might possess the grammatical
knowledge and vocabulary to understand a language yet still experience apprehension when
speaking it (Maclintyre & Gardner, 1991). The pressure of real-time conversation, unfamiliar
accents, and the fear of making mistakes can all contribute to this anxiety, hindering spoken
fluency despite potential vocabulary knowledge gained through video games.

Conclusion

This chapter provided detailed information on significant findings in relation to the
existing literature, research questions, and conceptual framework. The results suggest a
compelling interplay between motivation, language development, and inherent features of the
video game environment. The desire for an authentic gaming experience emerged as a key
motivator. Participants prioritized the English language to grasp the game’s core meaning and
the challenges intended by the developers. Therefore, players’ conscious selection of English
highlights their agency in shaping their gaming experience. Moreover, despite having their native
language as an option, they preferred English voice and text. This reflects a negotiation between
their desire for optimal gameplay. The language helps gamers to achieve desirable goals in
online video games by communicating with peers and exchanging information within the game.
Communication in online games can be a crucial factor in achieving objectives. Thus, proper
communication with a team may stimuli language learners to use language in order to reach

agreement with each other. Choosing English as a primary game language exposes players to
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new vocabulary, grammar, and idioms, potentially leading to incidental language learning, even
if it was not the primary goal. Games create contexts where meaning is constructed through
textual and visual elements (Gee, 2007). Thus, players actively associate these “situated
meanings” with the imagery and experiences within the game world that help them learn
vocabulary faster. However, these situated meanings can be perceived as a limitation, stopping
learners from acquiring vocabulary effortlessly and turning gameplay into a tedious translation of
unfamiliar words. The following chapter wraps up the study’s key findings, discusses its

limitations in the research design, and proposes areas for future research.
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Chapter 6: Conclusion

This study was designed to explore young adults’ perspectives towards video games as an
English language learning tool. The research was underpinned by a qualitative case study, which
aimed to investigate video games’ perceived benefits and limitations as an alternative to formal
education. The study involved six young adults from different parts of CIS who participated in
semi-structured individual interviews, providing rich and diverse insights.

This chapter consists of three parts that will draw upon the main conclusions of this
study. First, it presents the major findings of the study. Following this, the study’s limitations in
relation to the methodological approach will be discussed. The last part provides the implications
and recommendations to stakeholders, namely, gamers, parents, teachers, and scholars interested
in further inquiry.

Main Findings of the Study

In this research, the first research question that was investigated was: Why do young
adults choose to play games in the English language? The results show that intrinsic and
integrative motivation were significant drivers for choosing English as a game language. The
results indicate that the participants chose English as their primary language to better integrate
into the gaming community and have more pleasing gaming experiences. Participants argued that
localization of video games may omit or misinterpret the initial meaning of the game plot,
dialogues, and in-game documents due to language differences. Apart from this, several
participants who found localized versions of the game inconvenient additionally stated that their
initiative was to play in English and learn a language. Thus, by choosing English in games,
participants could understand the implied meanings of the game developers and have incidental

language learning through picking up new words and phrases. Finally, the results show that the
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participants chose English to communicate better with other players since many referred to FPS
and online games as their most played games. In FPS and online games, communication with
other peers in a team plays a significant role in reaching game objectives. However, some
participants expressed their dual preference in language selection based on their game type.
Thus, based on in-game language complexity, participants prefer to play in their native language.
The second research question was intended to identify the benefits of developing
linguistic skills through video games noticed by the participants. The results corroborate those
participants gained knowledge in various aspects (vocabulary, listening, speaking, and reading).
For instance, most participants reported learning new vocabulary through encountering unknown
words during the gameplay. One could use the vocabulary in offline contexts, like in an English
language test. Moreover, other participants noted that “they are forced to read a lot” to
understand some aspects of the game and, through time, could identify the meanings of the
words without looking at the dictionary. The study showed that gamers who played with others
improved their listening and speaking skills. The main conclusion that can be drawn is that video
games can be a strong tool for learning to listen in a natural way because they involve real-life
situations and authentic language. In addition, these findings provide more information about
how the participants encountered challenges in understanding other players’ accents. The
findings suggest that participants could develop speaking skills through interaction with other
players in online games. More specifically, they referred to FPS games as one of the ways to
have speaking practice. These findings correlate with earlier research; however, the literature
suggests that MMORPG games like World of Warcraft were beneficial for speaking and
listening. The current study showed that FPS games can be as effective as MMORPGs if gamers

integrate themselves into the teamwork environment and are open to communication.
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The current findings clearly support the relevance of communication with others.
Importantly, the results provide evidence that gamers’ initial objective was to win the game or to
complete missions, yet to achieve that, they were forced to communicate through voice and text
chats. The present study confirms previous findings and contributes additional evidence that
suggests communication is a crucial process to acquiring the English language through other
players and developing skills. Thus, players accidentally learn new words from their peers and
build communication and negotiation skills. This study has demonstrated, for the first time, that
feedback from peers might be constructive and negative, meaning that other players may
comment negatively on incorrect utterances and grammatical structures. This result casts a new
light on understanding how learners perceive negative feedback in gaming environments and
how to self-correct.

Despite the negative feedback, participants in this study overwhelmingly reported
positive experiences, finding the process of gaming and language learning enjoyable. This not
only underscores the potential of video games as a tool for English language acquisition but also
instills a sense of hope and optimism in the potential of this approach. Several participants noted
acquiring learning strategies and vocabulary expansion through encountering unfamiliar words.
Additionally, some participants highlighted their pre-existing learning difficulties that hindered
traditional methods, emphasizing the value of video games in providing an engaging alternative
for English language acquisition.

Nevertheless, some also pointed out the drawbacks of video games as an English
language learning tool. While some did not see any disadvantages, others talked about how the
gaming experience turned out to be a simple dictionary search, which did not bring enjoyment

and fun. Some claimed that video games, despite their benefits to listening and reading
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development, could not help them speak fluently. Thus, diverse-level speakers may have
differences in language acquisition through the game since the language in games can be
complex and contain many unknown words. It may discourage some learners from continuing
the game in a specific language or even quitting it altogether. The main conclusion that can be
drawn is that playing video games in English may be beneficial for those whose level of English
has a sustainable foundation. In their nature, commercial video games are not designed to be
educational; on the contrary, they are mainly used for entertainment. Yet, some found their
benefits as an informal learning tool that helps them to learn new vocabulary and practice the
language without language instructors.
Limitations

The current study has several noteworthy limitations. Firstly, the sample size of six
young adults restricts the generalizability of the findings to the broader gaming population.
Secondly, the existing research on commercial video games for language learning may not be
fully comprehensive, potentially impacting the depth of understanding of the topic. Thirdly,
limitations exist within the data collection process. My inexperience in selecting appropriate
instruments may have hindered my ability to explore the topic thoroughly. Fourthly, inherent
subjectivity is present as a qualitative study focused on experiences and perspectives. Finally,
my own video game knowledge and experience could have introduced bias during data selection,
potentially favoring information that aligns with the main argument.
Recommendations

The study offers insights applicable to various stakeholders. Parents can leverage these
findings to understand the potential benefits of video games in controlled settings. Games can

provide enjoyment and serve as tools for language acquisition and communication skill
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development. This knowledge can help dispel negative stereotypes associated with video games,
allowing parents to encourage appropriate gaming habits that promote fun and learning.

Given the popularity of video games among young people, educators can utilize this
study to explore the integration of games into the classroom. Teachers can create engaging and
motivating learning environments by identifying suitable games and developing strategies for
curriculum incorporation. For example, games like Jackbox or Gartic Phone could enhance
student attention and foster interest in learning English.

For gamers hesitant to play in English, this study provides valuable information about the
experiences of their peers. By selecting English as their primary language setting, gamers can
actively develop their language skills and potentially create personalized learning styles.
Additionally, gamers already practicing English through video games can compare their
experiences with the participants and identify areas for further language development.

Future Researcher Directions

The current study offers several avenues for future research. Firstly, employing pre- and
post-tests in an empirical study with a larger sample of young adults could quantify language
acquisition through gameplay. This would allow researchers to identify patterns and explain why
some gamers succeed in language learning through video games compared to others.
Additionally, investigating a wider variety of game genres could reveal which genres are most
effective for language acquisition. Secondly, future research could explore the experiences of
different age groups. Examining teenage children, for example, could provide valuable insights
into language learning through video games during a critical developmental period. Thirdly, the
present study focused on English language acquisition. Investigating the impact of other

languages on gamers would broaden our understanding of how video games can facilitate
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language learning in general. This could reveal potential differences in the learning process for
various languages. Finally, the participants’ statement about developing learning strategies in
virtual environments suggests a need for further research in this area. Exploring how these
strategies differ from traditional methods employed in language learning could provide valuable

insights for educators and game developers.

Final Reflection

Before conducting this research, | was unaware that many linguistic processes and
concepts lie in video games. By stepping out of my gamer self and investigating this topic as a
researcher, | fell in love with video games and the interactions happening there once again. | had
inner joy writing this thesis despite the ups and downs and times when | felt blank. This research
helped me to look at video games from a completely different angle, one that | had never been
aware of before. | gained a lot of insights thanks to the participants, and some of them even
influenced me to try new games | had never played before.

This topic is very special to me since it directly reflects my learning experience and the
journey that I have gone through. The initial goal of this research was to prove that long hours
spent in front of a computer, playing games, and finding long-distance fellow gamers who
became my closest friends paid off. First, | wanted to prove to myself that my experience is not a
particular case, and many have similar experiences that I can relate to. | also wanted to prove it
to my dear mother, who was skeptical about games and saw them as useless time killers. | clearly
remember when my mother berated me for spending more time on video games rather than
spending time outside with other kids or doing homework. | cannot judge her for caring and

desiring me to become knowledgeable. Yet, one of the reasons why I am who | am is that | am
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interested in video games, their plots, stories, and the communities around them (I may sound
fanatic or obsessed, but it is a part of my identity).

As a future parent, | want to rid my children of the stigma my parents have and let them
choose what they wish to do since choice is what makes games beneficial. As a future researcher
and teacher, | want to find a way for students to use their beloved games in a classroom and have

fun while learning a language. | hope my little dream will come true one day.
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Appendix B Interview Protocol
Gaming and Learning: Young Adults’ Perceptions of Video Games as an English
Language Learning Tool
Interviewer: Dastan Seitpakov
Interviewee: Participant 1
Duration of the interview: 30 — 40 minutes
My name is Dastan Seitpakov, I will facilitate this individual semi-structured interview.
This project seeks young adults' perspectives and experiences about English language
learning through video games. As a researcher, | will value your insights, experiences, and
perspectives. | want to know your stance towards video games and how your experience in
gaming developed your language skills.
Participant involvement
You will be requested to provide your signature on a consent form granting permission for
the audio recording of the interview. The interview will be approximately 30 minutes in
duration.
The participant was chosen based on the exclusion criteria: 1) have at least one year of
experience in video games; 2) be over the age of 18.
Anonymity and Confidential
The confidentiality of the information obtained will be strictly maintained, and
participation in the study is entirely voluntary, with the option to withdraw at any point if
any discomfort arises. Following the interview, respondents’ answers will not be disclosed
to anyone, and the researcher will analyze the data collected, with coding measures

employed to protect the confidentiality of the data.
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Interview Questions

1.

9.

Can you tell me something about your background?
a. What is your educational background?
b. What is your professional background?
How long have you been playing video games?
a. What was the first game that you played?
What are your favorite game genres?
a. Do you have a specific example of a game you like most?
Where do you usually play video games?
How much time do you spend on video games?
In what language do you usually play video games?
a. Why do you choose to play video games in that language?
What do you think are the benefits of using games for English language learning?
a. How do you think video games have affected your language skills?
i. Can you give me some specific examples of how video games helped you
learn English?
b. How do you think video games have affected your speaking and listening skills?
c. How do you think video games have affected your reading and vocabulary?
Do games provide you an opportunity to learn the English language?
a. How do you think video games compare to other language learning methods,
such as traditional classroom instruction or online language learning courses?

What types of games do you usually play online?

10. How often do you communicate with other players in online games?

a. What form of conversation do you have with others?

11. Do players help you to practice your English?



12.

13.

14.

15.

16.
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Did you have negative experiences with players?
Do you think that interacting with other players is important?
How does playing and interacting in English with other game players help you learn
English?
a. What are some specific examples of how playing and interacting in English with
other game players has helped you improve your English skills?
What challenges have you faced in playing and interacting in English with other game
players?
a. How did you overcome those challenges?
What do you think are the limitations of using games for English language learning?

That was the last question. Thank you for taking the time to interview me. | believe

that your data will definitely help me in my research!



Cyx0art Xarrama

Oiibiaaap xoHe OkbITy: Kacrapasin Bugeo Oiibingapast Tia Yiipeny KypaJsbi

pertinge Kadbuinaysl

Cyx6at 6epymi: /lacran CeiTriakos
Cyx0ar anymbi: Kateicymisr 1
Cyxo0at y3akrbirbl: 30 — 40 MuHyT

Menin atbim Jlactan CelTnakoB, MEH OYJI KeKe JKapThUlail KYpbUIBIMIbI CYXOaTThI

7

xeHuaeteMiH. by jxo6a xacTtap/piH OeliHe OMbIHAap apKbUIbl aFbUILIBIH TUTIH YHpeHyre

KATBICTBl Ko3KapacTapbl MEH TOXIpuOenepiH 13Aei 1. 3epTTeyIlli peTiHie MeH Ci3/iH

TYCIHIKTEPIHI3/1, TOKIpUOETEPiHI3 I KOHE KO3KapaCTapbIHbI3/IbI OaraailMbiH. MeH Ci3/1iH

OeitHe OMBIHIApFa JETCH KO3KAPACKIHBI3BI KOHE CI3/11H OMBIH TOKIPHOCHI3 CI3/11H TUIIK
JIaF IbUTAPBIHBI3/IBI KAJIal TaMBITKAHBIH OUITM Keei.

Karbicymbliapasl TapTy

Cizaen cyx0aTThIH ayAM0Ka30achlH XKYPri3yre pykcar OepeTiH KeaiciM OlaHKiCiHE 3
KOJIBIHBI3/IbI KOO cypanajpl. CyxOaTThlH Y3aKThIFbI maMmamMeH 30 MUHYTThI KYpaiiabl.
Katpicytibl abin Tactay KpuTepuiisiepi OonbpIHIIA TaHaaabl: 1) OeiiHe olbIHAapaa
KeMiHge Oip kbt ToxipuOeci 6ap; 2) 18 sxactan ackan 60:7y.

AHOHUMIUTIK koHe KynusijIbLIbIK

AJNBIHFaH aKMapaTThIH KYMHUSUIBUIBIFBI KaTaH CaKTajla/bl )KOHE 3ePTTEeYre KaThICy
TOJIBIFBIMEH €pIKT1 00JIBIN TaOblIa/Ibl, erep KaHaai na Oip bIHFaMCHI3IBIK TYbIHAACA, KE3
KeJreH yakpITTa 0ac TapTy MyMKiHairi 6ap. Cyx6aTTaH KeiiH peCliOHACHTTePAIH
JKayarnTapbl elIKIMIe xKapus eTUIMENH/I1 )KoHe 3epTTeyIl AepeKTepAiH KYMHITbIIbIFbIH

KOpFay YIIIH KOJATay [IapaapblH KOJIaHa OTBIPHII, KUHAJFAH JePEeKTepli Taaiaiabl.
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Cyx0art Cypakrapbl
1. Maran eTKeHIHI3 Typasbl OipAicHe aiiTa anacei3 6a?
a. Cizmig OUTIMIHI3 KaHaai?
b. Ciznmin xocibu OLUTIMIHI3 KaHai?
2. Ci3 kaHIa yakbITTaH Oepi OeifHe oWbIHIap OHWHAI KYpci3?
a. Ci3 oitnaran anramksl oiibiH Kangait 0011617
3. Ci3niH CYHIKTi OWBIH XaHPIAPBIHBI3 KaHIal?
a. Cisre eH yHAWTBIH OMBIHHBIH HAKTHI MBICAITBI Oap Ma?
4. Ci3 ogerte OeliHe OMBIHAAPIBI Kall )KepJie OMHANCHI3Z?
5. Buneo oibiHIapFa KaHIIa YaKbIT )KYMCANCHI3?
6. Ci3 omerTe BHUICO OUBIHIAPIBI KAl TUTJIE OMHANWCHI3?
a. Hemnikren ci3 ocsl TuIae OcitHe OMBIHIAP OWHAYABI TAHIANCHI3?
7. AFBUIIIBIH TUTIH YUPEHY YIIIH OWBIHAAPIBI MMali1aaHy/IbIH KaHaai naiaacel 6ap mer
OMNnanceI3?
a. Ci3aig OoMBIHBI3IIA, BUJICO OUBIHAAP CI3MIH TUIAIK JaFAblIapblHbI3Fa KaJlaid acep
erTi?
I. Bumeo ofibIHAapIBIH aFbUIIIBIH TUTIH YHPEHYTe Kalaih KOMEKTECKEH Typajibl
HaKThl MbICAJIJIap KETIpe ajmacki3 6a?
b. Ci3nmix OWbIHBI3IIA, BUACO OUBIHAAP CI3/IH COMIICY JKOHE THIHAAY
JaF IbUTApbIHbI3Fa Kajiai ocep eTTi?
C. Bwuaeo oiipiHAap ci3fiH OKYBIHBI3FA JKOHE CO3/IIK KOPBIHBI3FA Kajai acep eTTi aer
oMnance3?

8. OiipIHaap ci3re arbUIIIBIH TUIIH YHpPEHyre MyYMKIHIK Oepe me?



79

a. Ci3aiH OMBIHBI3IIA, BUICO OUBIHAAP JASCTYPIIl Ay AUTOPHUSUIIBIK OKBITY HEMECe
OHJIAlH T YHPEHY KypcTapbl CUSKTHI TUT YUPEHYIIH 0acka oicTepiMeH Kaai
CaJIBICTBIPBLIA/IbI?

9. Ci3 omerTe OHJIAKH PSKUMIHIC KaHIal OMBIH TYPJICPIH OWHANCHIZ?
10. Ownunaiin oiibiHAapAa 6acKka OWBIHIIBIIIAPMEH KAaHIIATIBIKTHI KU1 coececi?
a. Ci3 b6acka agamaapMeH KaHaail ¢popmana ceitnececis?
11. O#ipiHIIBLIAp CI3T€ aFBUIIIBIH TUTIH YHPEHYTe KoMeKkTece Me?
12. Ciznie OMBIHIIBUTAPMEH KaFBIMCBI3 TOXKiprOe 00IpI Ma?
13. Backa oMBIHIIBUTAPMEH KapbIM-KaThIHAC jKacay MaHBI3/IbI JICT OHTaiichI3 0a?
14. ArpuniiblH TUTIHAE 0acKa OWBIHIIBIIAPMEH OMHAY KOHE KapbhIM-KaThIHAC jKacay
arbUIILIBIH TUTIH YHpPEHyre Kajail kemekTece1?

a. AFBUIIIBIH TUTIHAC OWHAY KoHE 0acKa OMBIHIIBUIAPMEH KaphIM-KAaThIHAC YKacay
CI3JIIH aFBUIIIBIH TUTIH MEHTePYIHI3/I1 )KaKcapTyFa Kajlai KOMEKTECKCHIHIH HaKThI
MbICAJIIAphl KaH1aii?

15. ArpuTiiblH TUTIHAE 0acKa OWBIHIIBIIAPMEH OMHAY KOHE KapbhIM-KaThIHAC jKacay
Ke31H/1e KaH1all KUbIHIBIKTapFa Tam OOJIbIHbI3?

a. Ci3 Oys1 KUBIHABIKTAPIbI Kajai keHaiHi3?

16. AFpUTIIBIH TUTIH YHpEHY YIIIH OMBIHIAp B! A AaaHyAbIH KaHAal [eKTeynepi 6ap
JEeM OMJIanchI3?
Bbyn conrbl cypak 60m11b1. MeHIMEH cyx0aTTacyFa yakbIT OOJTeHIHI3 YIIiH paxMeT.

CizniiH gepekTepiHi3 MeHiH 3epTTeyliepimMae MIHIETTI Typ/ie KOMEKTeceal Ien CeHeMiH !
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IIporoxkon UHTEPBLIO

I/Il"pbl H oﬁyqeﬂne: BOCl'[pI/IﬂTI/Ie MOJIOABIMH B3POC/IILIMH BUACOUTDP KaK

HHCTPYMEHTA U3YUYCHUSA AHIJIMHACKOr0 A3bIKA

HurtepsBbroep: lactan CeliTnakoB

HNuTepBbloupyemMblii: YuacTHUK |

MpopomkurtenbHocTs HHTEPBBIO: 30 - 40 MUHYT

Mens 3oByT Jlactan CelTiiakos, st Oyay IpOBOJAUTH 3TO UHAUBUIYATHEHOE
MOJyCTPYKTYPUPOBAHHOE UHTEPBBIO. B paMkax 3TOro mpoekra Mbl XOTUM y3HATh MHEHHE
Y OTIBIT MOJIOJIBIX JIFOJIEH 00 M3yYeHUH aHTJIMICKOTO SI3bIKa C MMOMOIIBIO Buaeourp. Kak
HCCIIEIOBATENb, 5 IEHIO Ballle IOHUMAaHUE, OTIBIT U B3TJIAbI. I X04y 3HaTh, KaK BbI

OTHOCHUTECH K BUACOUTPAM U KaK Balll HFpOBOﬁ OIIBIT Pa3BHJI BalllU A3bIKOBBIC HABBIKU.

BoBJ/ie4eHHOCTH YYACTHUKA

Bawm OyzneT npemiokeHo moCTaBUTh CBOIO MOMKUCH 101 (GOPMOM cortacusi, Jaromein

paspelleHre Ha ayIn03anuch UHTEPBbI0. IHTEepBBIO OyAET UINThCA 0K0JI0 30 MUHYT.

YyactHuKk ObLT BEIOpaH Ha OCHOBE KPUTEPUEB UCKIIIOYEHHUS: 1) UMETh OBIT paboThI B

BHJICOMTPAX HE MEHEEe OJIHOTO ToJ1a; 2) ObITh cTapiie 18 jeT.

AHOHUMHOCTb U KOH(UIEHIIHAILHOCTH

KondunennuansHOCTh NoJTydeHHON HH(OpMAaIK OyA€T CTPOro coOMI0IaThCs, a y4acTHe
B UCCIICIOBAaHUH SIBIISIETCS TIOJTHOCTHIO IOOPOBOJIBHBIM, C BO3MOXKHOCTBIO OTKa3aThCs OT
HEro B JIFOOOH MOMEHT, €clii BOZHUKHET tuckoMdopt. Ilocie nmpoBeieHNsI HHTEPBbIO

OTBCTBI PCCIIOHACHTOB HEC 6y'IlYT pa3riiamaTtbCs HUKOMY, a UCCIICI0BATCIIb



MIPOAHATM3UPYET COOpAHHBIC JaHHBIC, IIPU ATOM JJIS 3alUTHl KOH(PHUICHIINATHHOCTH

JaHHBIX 6yI[yT MPUMCHCHBI MCPbI KOAUPOBAHUA.

Bonpocsl UuTepBbIO

1. Moskere 1 BBl paccKka3aTh MHE YTO-HUOYIb O cBoel Onorpadun?
a. Kakoe y Bac oO6pazoBanue?
b. KakoB Bai npoheccnoHaNbHBIN OTBIT?
Kax naBHO BBI HTpaeTe B BUJICOUTPHI?
a. Kakas Oplna mepBast urpa, B KOTOPYIO BbI HTPaTH?

Kakwue >xanpbl urp Bam HpaBsTcs 00JbIlIe Bcero?
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a. EcTb 11 y Bac KOHKPETHBIN PUMEP UTPhI, KOTOpasi BaM 00JIbIlIe BCEro HpaBUTCA?

['1e BBI 0OBIYHO HTpacTe B BUICOUTPHI?

CKOJBKO BPEMEHHU BbI TPATUTE HA BUJICOUTPHI?

Ha xakoM si3bIKe BbI OOBIYHO MTPAETE B BUICOUTPHI?

a. Ilouemy BbI mpeANoOYNTAETE UTPATh B BUACOUTPHI HA ITOM SI3bIKE?

Kak BbI TymaeTe, Kakue NperMyIlecTBa JaeT UCIOJIb30BaHUE UTP JJISl U3YUCHUS

AHTJIMICKOTO SI3bIKa?

d. KaK, I10 BallIEMY MHCHHIO, BUACOUT'PBI IIOBJIMAIN HA BAlllX SA3bIKOBBIC HaBBIKH ?

i. MoxeTe 11 BbI INPUBCCTU KOHKPETHLIC IIPUMCEPLI TOI'0, KaK BUACOUTPBI
IIOMOTI'JIM BaM B U3YUCHHUU AHTIMICKOTO SI3bIKa?
b. KaK, IMO-BalIEMy, BUACOUTPBI TTOBJIMAIIN HA BAlll1 HABBIKU T'OBOPCHUS U

ayJIMpOBaHUA?

C. KaK, 110 BallIeMy MHCHHIO, BUACOUT'PBI ITOBJIHAIN HAa BalllC YTCHUC U CJ'IOBapHBII\/’I

3amac?

I[aIOT JIK BaM UT'PBI BO3MOKHOCTB U3Yy4dTh aHT' TUUCKUI SI3bIK?
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11.

12.

13.

14.

15.

16.
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a. Kak BbI 1ymaere, 4eM BUICOUTPBI OTIUYAIOTCS OT APYTUX METOI0B U3yUEHUS
A3bIKA, TAKMX KaK TPAJAUIIMOHHOE 00y4YEeHUE B KIIACCEe MM OHJIAHH-KYpChI?

B kakue urpsl Bl 0OBIYHO UTpaeTe OHJIANH?

Kak gacto BbI 001IaeTech ¢ IpyruMu HrPOKaMH B OHJIAHH-UTpax?

a. B kakoii ¢hopme BbI 0011a€TECH C IPYTUMH UTPOKAMH ?

[TomoraroT 1 BaM UTPOKH MPAKTHKOBATH aHTITMACKUH SI3BIK?

Bt 1 y Bac HETaTUBHBIH OTIBIT OOIICHUS C HTPOKAMH ?

CunraeTe 1 BBI, YTO OOIIEHHE C APYTUMHU UTPOKAMHU OYECHb BAYKHO ?

Kak urpa u o6uieHne Ha aHTJIMHACKOM SI3bIKE C IPYTMMH UTPOKaMU IIOMOTAaeT BaM

W3Yy4aTh aHTJINACKHUN S3BIK?

a. Ha3zoBuTe KOHKpETHBIE MPUMEPHI TOTO, KaK UTpa U OOIIEHUE Ha aHTJIMHCKOM SI3bIKE
C IpYTMMH UTPOKaMH MOMOIJIM BaM YJIyYIINUTh CBOM 3HAHUS aHTJIMMCKOTO sI3bIKa?

C xakuMu TpyJHOCTSIMH BbI CTOJIKHYJIMCh, UTpasi ¥ OOIIAsACh HA aHTJIMICKOM SI3BbIKE C

JIPYTUMHU UTPOKaAMU?

a. Kak BbI ipeoosenu 3T TPYAHOCTH?

Kakwue, 110 BameMy MHEHHIO, CyIECTBYIOT OTPAHUYEHHUS B UCIIOJIB30BAHUU UTD AJIS

HN3Yy4YCHUS AHTJIMICKOTO SI3bIKa?

Oto ObL1 ocneanuii Bonpoc. Crnacubo, 4TO HAILIU BpeMsl B3STh Y MEHSI HHTEPBbIO. S1

BCPIO, YTO BAlll JAHHBIC 00s3aTeNLHO IIOMOT'YT MHC€ B MOEM I/ICCJ'IeI[OBaHI/II/I!
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Appendix C Announcement on the Server
Gaming and Learning: Young Adults’ Perceptions of Video Games as an English
Language Learning Tool

@everyone Hello! My name is Dastan Seitpakov, | am a researcher and a second-
year student from Nazarbayev University Graduate School of Education.

The reason for writing this announcement is that | am seeking participants for my
research, which is intended to investigate the perceptions and experiences of young adults
using video games to learn the English language. The participation format is face-to-face
online interviews, which will take around 30 minutes. The interviews will be audio/video
taped, yet you can request the interview without audio and videotaping. The interview will
be transcribed, and personal data will be replaced by nicknames and/or disguised.
Participation in this study is voluntary. You may choose to stop participating at any stage
of the research, and your data will not be used against your will. The interview will take
place at a time and format that is convenient for you. Your participation will be kept
confidential to the extent possible. The data will be used for scholarly research purposes
and conference presentations.

Please let me know if you need detailed information about this research,
procedures, and your rights as a research participant. If you have any questions, do not
hesitate to contact me. If you agree to participate in my research, write to my direct
messages, and | will provide you with more information about the study, the research
team, and the details about the interview.

| look forward to your participation in this research!
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CepBepae xadapiaanabIpy

Oiibiaaap xoHe OkbITy: Kacrapasin Bugeo Oiibingapast Tia Yiipeny KypaJsbi

pertinge Kadbuinaysl

@everyone Canemerci3 6e! Menin atbim [lactan Ceitrriako, men HazapOaes

YHUBEpCUTETIHIH KOFapbl OUTIM Oepy MeKTeOIHIH eKIHII1 KypC CTYAEHTIMIH.

Bbyn xabapnanaplpy il ska3yAblH ceb6e0i-MeH 3epTTey YIIIH KaThICyHIbLIap Ibl
137IeMIM1H, OHBIH MaKcaThl aFbUILIBIH TUTIH YHpEHY YIIiH OeifHe oNbIHAapAbl KOJIJaHAThIH
KacTapAblH KaObLIAaybl MEH TOKIpHOECiH 3epTTey 0oibin Tadblnansl. Karbicy dopmars-
Oetre-6eT oHNalH cyx0art, o maMameH 30 MUHYTTHI anajel. Cyx0aT ayauo xoHe OeliHe
Tacrara »)asbuTaibl, 01pak ci3 aymo xoHe OeliHe xkaz0amapchl3 cyx0at )Kyprizyai cypan
anacel3. Cyx0ar KoaTanasl xKoHe Keke JepekTep OYpKEHIIIK aTTapMEH aybICThIPbLIa b
YKOHE/HEeMece JKachIpblIaabl. by 3eprreyre KaTbicy epikTi 0ol Tadbuaasl. Ci3
3epTTEYAIH Ke3 KeJITeH Ke3eHIH/Ie KaThICy1aH 0ac TapTa ajlachl3 *oHE Ci3/iH ACPEKTEPiHI3
CI3JIIH epKiHi3re Kapchl mainananbuiMainibl. CyxoaTt Ci3re bIHFAIBI yaKbITTa KOHE
bIHFaiIBI hopmarTa eTkizinemi. Ci3iH KaThICYbIHBI3 MYMKIHAITTHIIIE KYITHS OOJIaIbl.
AJNBIHFaH MOJIIMETTEP FHUIBIMU 3€pTTEyJep MEH KOH(pepeHIHsIIapAarsl Tpe3eHTalusIIap

YIIIH Mai anaHbuIaibl.

Ocpl 3epTTeyre KaThICyIIbl PETIHIIE OCHI 3ePTTeY, Mpoleaypanap xkone Cizain
KYKBIKTapBIHBI3 TypaJibl TOJIBIK aKIapar KakeT 0osica, MaraH xabapiaHbi3. Erep cizzie
CypakTap TyblHIaca, MaraH xabaprnacelHbl3. Erep ci3 MeHiH 3epTTeyiMe KaThICyFa
KeTiCCeHi3, MaFaH Xeke xabapiamanap kidepiHi3, MeH ci3re 3epTTey, 3epTTey TOOBI KOHE

cyx0aT Xyprizy Typajibl TOJBIFBIPAK aKIapaT OepeMiH.

MeH ci3/1iH OCBI 3epTTeyre KaThICYbIHBI3/Ibl aChlFa KyTeMiH!
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AHOHC Ha cepBepe

I/Il"pbl H oﬁyqeﬂne: BOCIIPUATHE BUACOUTD MOJIOABIMH JIIOAbMH KaAK HHCTPYMEHTA

H3y4YCHUA SA3bIKA

@everyone 3npaBctByiite! Mens 30ByT Jlacran CelTniakoB, s HAy4HbBIN
COTPYZIHUK U CTYIIEHT BTOPOTO Kypca Bricmieii nikonsr oOpazoBanust Hazapbaes

VYHusepcurera.

HpI/ILII/IHa HaIlmnucaHusda 1aHHOT'O 0O0BABIIEHUS 3aK/II0YAETCS B TOM, YTO A ULy
YYaCTHUKOB JUISI CBOETO MCCIICAOBAHUS, B0 KOTOPOTO SBIISETCS U3yYCHHUE BOCTIPHUATHS
M OITbITA MOJIOOBIX J'IIO}ICfI, HCIOJIB3YOIIHUX BUACOUTPHI IJI U3YUCHUA AHTJIAHCKOTO
s3p1ka. Dopmat yyacTus - OUHOE OHJIAHH-UHTEPBBIO, KOTOPOE 3aiMeET 0K0JIO 30 MUHYT.
I/IHTepBBIO 6y21€T 3alMUCbIBAaTbCA HAa ayJUO- U BUACOIIJICHKY, OTHAKO Bbl MOXKETC
MOTPOCHUTH NMPOBECTU MHTEPBHIO O€3 ayAno- U BUaeo3anucu. MIHTepBbio Oyaer
pacmudpoBaHo, a TUYHBIC JaHHBIC OyIyT 3aMEHEHBI Ha TICEBIOHUMBI /T
3aMacKHpPOBaHbl. YYacTue B JaHHOM HMCCJIEIOBaHUU SBISIETCS 10OPOBOJIBHBIM. Bbl MOXkeTe
OTKa3aThCs OT y4acTHsl Ha JIOOOM dTare HccaeI0BaHus, U Ballld JaHHbIE HE OyIyT
MCI0JIb30BaHbI MPOTUB Ballieil Bosiu. MIHTepBbIO OyeT NpoBoIUThHCS B yAoOHOe it Bac
BpeMs U B yaoOHOM (popmare. Barie yuactue Oyner MakcUMalnbHO KOH(DUICHITNATBHBIM.
[Tonyuenusie qaHHBIE OYAYT UCIOIB30BAHBI JIIsl HAYYHBIX UCCIICIOBAHUM U TPE3CHTALINIMA

Ha KOH(pEPEHIUSX.

[Moxamnyiicta, coobuute MHe, eciu Bam HeoOxoauma noapoOHast uHdopmanus o
JAHHOM HUCCJIEIOBAaHHH, MTPOLieypax 1 Bamux mpaBax Kak y4aCTHHKA JaHHOTO
uccinenoanus. Ecou y Bac BO3HHKHYT Kakue-In00 BOMPOCHL, HE CTECHSANUTECH
obpamartecs ko MHe. Eciu Bol cornacutech NpUHATH y4acTHE B MOEM UCCIIEIOBAHUH,

HaIIUIIHUTEC MHC B IMYHBIC COO6H.[€HI/IH, s Ipea0CTaBIIrO Bawm Gonee HOIIp06Hy10



nH(popManno 00 UCCIeIOBAHUH, HCCIICIOBATEIBCKON TPYIIE U ICTAISIX IPOBEICHUS

HUHTEPBBIO.

A c Herepriennem x 1y Bariero ygyactusi B 9ToM UCCII€I0BaHHH !
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Appendix D Sample of Transcription
Gaming and Learning: Young Adults’ Perceptions of Video Games as an
English Language Learning Tool

Interviewer: Dastan Seitpakov
Interviewee: Eripvi
Duration of the interview: 30 — 40 minutes
The purpose of the study aims to investigate the perceptions and experiences of young
adults using video games to learn the English language. The study also aims to explore the
perceived benefits and effectiveness of using computer games for language learning and
English language maintenance and to identify the perceived impact of computer games on

young adults’ language development in listening, vocabulary, speaking, and reading.

Researcher: Can you tell me a little bit about your background?

Eripvi: Hello. I'm currently working as an English language teacher in state school in the
Russian Federation. I've been working for four years now as a state school teacher. And

I've been studying English for almost 20 years now. Studying English through the games,
through the TV series, through the connection with people from in other countries and of

course studying at the university and school.
Researcher: What's your educational background?

Eripvi: | have a bachelor's degree in pedagogics. And my actual degree is, like being a

teacher of English and German language.
Researcher: How long have you been playing video games?

Eripvi: Or let me think? I'd say I've been playing video games, for almost 20 years, same

as studying English cuz | started playing games when | was a little child.
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Researcher: In what language do you usually play video games?

Eripvi: Now | played only in English. Just because | want to develop my listening skills.
And | want to maybe fulfill my vocabulary. But | used to play in Russian because some of
the games do really have a great Russian localization. But if the game was made not by
Russians, or Russian speaking, developers, it's better to play in the original language. For
example, you can't play Rockstar Games, because they're not localized. | mean, the voices
are not localized. You just have the subtitles. What's the pleasure reading subtitles during
the game? | don't get it. | know English. I think well enough to play the game without the

subtitles just to understand the whole situation.

Researcher: You mentioned the reasons why you chose to play in English yet. So do you

have any other reasons why you chose to play only in English language?

Eripvi: | think those that | mentioned before 1 talk two reasons. The first one is | want to
develop my English skills. And the second one is just for me, it's better to play in the
original. It's like reading a book in the original. Even if you try to translate or maybe.
translation is not always the best way to understand things. Sometimes see in Russian
language, we don't have the same things mentioned. For example, if you try to play Red
Dead Redemption, the second, and it's the game about wild west. There is no such thing in
Russia as wild west. And if you don't know the culture, if you don't know the historical
moment. If you just don't understand the cultural background of the game, you won't
understand it in even if you play in Russian. So | try to maybe study, immerse to study the
culture to understand what's going on. playing in the original language, | think helps me a

lot.

Researcher: In your opinion, are there any benefits of using games for English language

learning?
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Eripvi: Yeah, obviously they are, there are, cause it's not always for learning English, just
through the game, game can connect you with some people. | had lots of examples. of
connecting with Now | can call them friends from different countries. People who don't
even speak English that good that well as | do. And games are connecting. So you can
practice your English, not just through the game, but through the people. Those who you
meet through the game. I think there are only benefits. There are no disadvantages. So
besides learning English and learning the culture of English speaking country, there is a

benefit to learn how to speak to people playing these games with you.

Researcher: Okay, and in your opinion, are there any limitations can or can you think of
about any drawbacks or limitations of using English for language learning, specifically for

language?

Eripvi: | can't even imagine one. Really, | think there are no limitations at all.

Researcher: What do you think video games, compared to other let's say language
learning methods, such as traditional classroom instruction? Or let's say online language

learning courses? How do they vary?

Eripvi: Learning English through the games is all about practical side of learning English.
Because the way when you are in the classroom is now I'm just speaking as a teacher.
When you're in the classroom, your task as a student is to learn English. First of all, to
learn the grammar, and to learn the vocabulary. And after that, you have a chance,
depending on the teacher, and on the circumstances, you have a chance to use those
grammar structures that you've learned, those lexical units that you've learned, trying to
model the conversation, maybe the dialogue, or trying to compose some sentences, or just
drilling some exercises using some grammar structures. But when you're playing video

games, it's like watching a movie. It's some kind of entertaining. Because studying is not
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always an entertaining and not for everyone. And being a good teacher is always about to
involve students, make him happy making, wanting to learn the language. But video games
are the reason people learn languages freely and easily because they want to understand
what's happening. And | think learning through the games, through entertainment, varies,
from learning in the classroom, just because it's more entertaining, in my opinion. If | had
a chance to teach English to my students through the Games. | mean, through the classical
video games, like you play on PC, I'd be happy. But I have no chance to do that at school.
And 1 try to use some simple games like, connect the words make a puzzle. And | see you
when children because | teach only children. When children are playing games, they learn
lexical units better than if they just look at the book and try to say, Aha, it's a bear. Aha, it's

a lion on. So it's kind of more entertaining. It's just the best reason to use video games.

Researcher: Do you think video games have affected your speaking and listening skills?

Eripvi: As | told you, lots of games connect people to each other. And I'd say the first
person, a foreign person, | spoke to an English was the guy I met in online game. So | went
to after studying the university, | went to Ireland to practice my English there. It was the
first time | saw a real person and talk to like, in real life in English. But if you speak about
listening, it helped me a lot. Because developers try to make games authentic. They don't
make games like the English exercises, students books, like “Open your books and listen
to the dialogue” No. So you have very true to life situations. When people are screaming,
talking too loud, or talking too fast. So it helped me a lot with my listening skills. And as |
told you, games connected me with lots of people. And | had, obviously I had to speak to
them. So | wouldn't say my speaking skills are the perfect ones, or the best ones. But it
gave me kind of strength maybe. | believed in myself, when | started speaking to someone
whose first language isn't English, same as me. And they were not from Russia. They were

from, for example, from Sweden, or from France, | understood that my English is pretty
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fine. I mean, those people were speaking to me in a good way. I'm not trying to insult
anyone. They were speaking, they were speaking almost perfect English. And | understood
that my accent is okay. Their accent is okay. It's okay to know more than one language.

And it helped me a lot. I'd say it has a huge impact on my speaking and listening as well.

Researcher: Did video games affect your reading and vocabulary skills?

Eripvi: Ah, | don't think it's affected. The games affected my reading skills that much,
because | read a lot during studying at the university. So if you count like in percentage,
maybe like 20% | studied English, reading English, reading English, just through the video
games. Some may be phrases, cool phrases, because | used to use subtitles to understand
what are they saying? What are we trying to mean? And maybe like 80% through my own
studying. But if you ask about writing our vocabulary, you asked about my vocabulary?
Yeah, it helped me a lot because the games are in different genres. So | know how to say
various words, which are not usable in everyday life. Say, in English, for example, some
name of the potions, or maybe you name of the skills that some of the characters use. But
even though those words are not usable in everyday life, games that are let me say like true
to life, such as GTA, maybe they gave me an opportunity to learn everyday English, which
people use on an everyday basis. Like, what's up? Hello? How's it going? | didn't get it
from my university or school. I didn't get it from the students books. I got it from just the

games. So I'd say you my vocabulary is full of words from the video games.
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Appendix E Informed Consent Form

INFORMED CONSENT FORM
Gaming and Learning: Young adults’ perceptions of video games as a language learning

tool

DESCRIPTION: You are invited to participate in a research study on perceptions and
experiences of young adults using video games to learn the English language. You will be
asked to participate in an interview. During the interview the researcher will record
video/audio to collect your data. After the interview, the recordings will be safely stored in
devices with limited access known only for the researcher. By the end of this research
project, collected data will be destroyed from all the devices.

TIME INVOLVEMENT: Your participation will take approximately 30 minutes.

RISKS AND BENEFITS: The risks associated with this study are no more than minimal.
However, this topic may raise some sensitive issues for you connected with gaming activity
(toxic activity in chats, unsuccessful experience). There are no direct benefits which may
reasonably be expected to result from this study. Yet, you will have an opportunity to self-
reflect about the impact of video games on your English language learning. Your decision
whether or not to participate in this study will not affect your employment or grades at
university.

PARTICIPANT’S RIGHTS: If you have read this form and have decided to participate
in this project, please understand your participation is voluntary and you have the right
to withdraw your consent or discontinue participation at any time without penalty
or loss of benefits to which you are otherwise entitled. The alternative is not to
participate. You have the right to refuse to answer particular questions. The results of this
research study may be presented at scientific or professional meetings or published in
scientific journals.

CONTACT INFORMATION:

Questions: If you have any questions, concerns or complaints about this research, its
procedures, risks and benefits, contact the Master’s Thesis Supervisor for this student work:
Associate Professor Bridget A. Goodman, bridget.goodman@nu.edu.kz, +7(702) 181-02-
64

Independent Contact: If you are not satisfied with how this study is being conducted, or if
you have any concerns, complaints, or general questions about the research or your rights as
a participant, please contact the NUGSE Research Committee at (email address TBC).

Please sign this consent form if you agree to participate in this study.

. | have carefully read the information provided,;
. I have been given full information regarding the purpose and procedures of the
study;


mailto:bridget.goodman@nu.edu.kz
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. | understand how the data collected will be used, and that any confidential
information will be seen only by the researchers and will not be revealed to anyone
else;

. | understand that | am free to withdraw from the study at any time without giving
a reason,

. With full knowledge of all foregoing, | agree, of my own free will, to participate
in this study.

Signature: Date:
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AKITAPATTAHABIPBIJIFAH KEJIICIM HBICAHBI

OiipIHaap JKOHE OKBITY: KacTapAblH OeifHe OMBIHIAP/IBI TUT YHPEHY KYpallbl pETiHIe

KaObLIAAYBI

CUIIATTAMA: arpUlIbIH TUTIH YHpPEHY YIIiH OeifHe OWBIHIAApAbI KOJIJAHATHIH
KacTapAblH KaObU1aybl MEH TXKIPUOECIH 3epTTEUTIH 3epTTeyre KaThICyFa IIaKblpaMbI3.
Cizaen cyx0aTka KaThICy CypaliaJibl, OHBIH OapbIChIHIAa cyXx0at Oepyiii OipHele KOChIMIIa
cypakrap Kosiibl. Cyx0aT 6apbhIChIHIA 3epTTEYIII CI3/I1H IePEKTEPIHI31 )KUHAY YIIIiH OeiHe
XKOHE ayauo skazdamap kyprizemi. CyxOaTTaH KeWiH »xazbamap TeK 3epTreymiire Oenrii
IIEKTeYJi KYphUIFbUIAp/a Kayilci3 cakranazpl. 3epTTey K0OaChIHBIH COHBIH/A KUHAIFAH

JEpeKTep OapJIbIK KYPBUIFbUIAPIaH KOWBIIa/IbI.

YAKDBIT HIBIFBIHAAPBI: ci3niH KaThICybIHBI3 IIaMameH 30 MUHYTTHI alapl

Toyekenaep MEH apTHIKIIBUIBIKTAP: OCBHI 3epTTEyre OalIaHBICTBI TOYCKEIJIEp €H a3/aH
acmanapl. Anaija, Oyl TakbIpbIll OWBIH OpeKeTTepiHe OaiIaHBICTBI KEeWOip ce3iMTai
CYpaKTapJpl TYIBIPYbl MYMKIH (YaTTapAarbl yiabl OCJIICEHIUTIK, cOoTci3 Taxipube). by
3epTTCYACH aKblUIFa KOHBIMJBI TYpAE KYTyre OOJIaThIH TMaiaa Tikenaed OospkaHOaiimbl.
JlerenMmeH, ci3ne OeifHe OWBIHIAPIBIH aFbUIMIBIH TUTIH YHpeHyre ocepiH o3 OeTiHi3iie
Tanaay MyMKIHAIri 6osanasl. Ochl 3epTTeyre KaTblCy HeMece KaThIClay Typalibl HIeIIiMIHI3

CI3/IiH JKYMBICKa OpHaJIaCybIHbI3Fa HEMECE YHUBEPCUTETTEr1 YIrepiMiHi3re acep eTmnen .

KATBICYIIbI K¥YKBIKTAPBI: erep ci3 ocbl HbICAaH/II OKBIT, OCBI K00aFa KaTbICyFa
memiM KaObuiacaHbl3, CI3[IH KAaTBICYBIHBI3 €pIKTI €KeHIH KOHE CI3JiH KemiCIMIiHi3i
KalTaphlll allyFa HeMece Ke3 KeJreH YaKbpITTa albIImyJIChI3 HeMece Oacka jkaFaiiia amyra
KYKBIFBIHBI3 Oap >KeHUIIKTEep Il KOFaJITHal KaThICY/bl TOKTATyFa KYKBIFBIHBI3 Oap eKeHiH

TYCiHiHi3. bamama-kateicyman 6ac Tapry. Ci3 HakThl cypakrapra >kayan OepyneH Oac
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TapTyFa KYKBIFBIHBI3 Oap. byn 3eprreymin HoTHMXKenepi FBUIBIMH HEMece KociOu

Ke3JIeCylepie YChIHBUTYbl HEMeCe FBUIBIMU JKypHAJIJapAa KapHusulaHybl MyMKiH.

BAHJIAHBIC AKITAPATHI:

Cypakmap: erep ci3ge OCbl 3€pTTe€y, OHBIH IIpOLEAypalapbl, TIyeKenaepi MeH
apTHIKUIBLIBIKTAphl  Typalbl  CYpaKTapblHbI3,  allaHJayIIbUIBIKTapbIHBI3  HEMece
IIaFbIM/IAPBIHBI3 00JICa, OChI CTYAEHTTIK XYMbIC OOMBIHIIA MAruCTPJIK JUCCEpTaLMs

KETEKIIICIHE XabapIachIHbI3:

Kaysimaacteipeutran Ilpodeccop bpumkutr ['ymman, bridget.goodman@nu.edu.kz, +7

(702) 181-02-64

TayeJciz 6aitianbic: Erep ciz ochl 3epTTeyAiH Kajai )Kypri3uieTiHiHe KaHaFaTTaHOacaHbI3
HEMece 3epTTeyre HeMece KaThICYIIbl PEeTIHACT1 KYKBIKTaphIHbI3Fa KaThICTHI KaHAal aa 6ip
aTaHIAyIIBUIBIK, IAFBIMIAP HEMece JKallllbl CYpaKTapbIHBI3 0oJjica, NUJSE 3epTTey

komuTeTiHEe XabapiackiHbI3 (TBC 31eKTpOHIBIK TOIITa MEKSHKAMbI ).

Erep ci3 ochl 3epTTeyre KaTbicyra KelicceHi3, ocbl KemiciM (popmackiHa KOJT KOMBIHBI3.

e MeH YChIHBUIFAH aKMapaTieH MYKHUAT TAHBICTBIM,
e Maran 3epTTeydiH MaKcaThl MEH MpoIlelypaiapbl Typaibl TOJBIK aKnapat Oepiiii;

e MeH KHHAIFaH JEPEKTEP/IiH Kalad MaiianaHbUIaThIHBIH JKOHE K€3 KEIreH KYIHs
aKmapar TeK 3epTTeyIIUIepre KOpiHETiHIH jkoHe 0acKa eHIKIMIe allblIMaNTHIHBIH
TYCIHEMIH;

e MeH ce0eOiH TYCIHAIPMECTEH Ke3 KeNreH yaKbITTa 3epTTeyre KaThbicyaaH 0ac Tapra
aaTHIHBIM/IBI TYCIHEMIH;

o JKorapblaa alTbuIFaHIapIbIH OAPIIBIFBIH TOJIBIK O171€ OTBIPBIN, MEH OCHI 3epTTeyre
KaThICyFa 63 epKIMMEH KeJliCeMiH.

Komsr: Kyni:
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O®OPMA HHOOPMUPOBAHHOI'O COI'VIACHUA

Urper u 00yuenue: Bocrpustue MOIOABIMH JFOIBMHU BHICOUTP KaK CPEICTBA N3YUCHUS
SI3bIKA

OIIUCAHME: Ilpurnamaem Bac npuHATE ydyacTue B HCCIIEIOBAaHUM, IOCBSILEHHOM
BOCIIPUATHIO M OMNBITY MOJIOABIX JIOJACH, HCHOJB3YIOIIMX BHUACOUTPHI JUIS W3Y4YCHMS
aHTJIMHCKOTO s3blKa. Bam OyneT npeayiokeHO NPUHSATH y4acTHE B MHTEPBBIO, B XOJE
KOTOPOTO MHTEPBBIOEP 3aJaCT HECKOJIBKO JIOIOJIHUTEIBHBIX BONPOCOB. Bo Bpewms
MHTEPBBIO UCCIIEA0BATENb OYAET BECTH BUICO- U ayAHO3aIUCh sl cOOpa BallMX JaHHBIX.
[Tocne unTEpBBIO 3amucu OyIyT HAJEKHO COXpPaHEHBI HAa YCTPOMCTBAaX ¢ OrpaHUYEHHBIM
JOCTYIIOM, H3BECTHBIM TOJIBKO HCCiIen0oBaTeN0. K KOHIy MCCIEN0BATENBCKOTO IPOEKTa
coOpaHHbIE JaHHbIE OyyT YHUUTOKEHBI CO BCEX YCTPOMCTB.

BPEMEHHBIE 3ATPATDI: Bamie yuactue 3aiiMer npuMmepHo 30 MUHYT

PUCKU U NPEUMYUIECTBA: Pucku, cBsi3aHHBIE C JaHHBIM HCCIIEIOBAaHUEM, HE O0JIee
YEM MHUHUMAJIBHEI. O}IHaKO JaHHass TEMa MOXKCT BbI3BATb HCKOTOPBIC YYBCTBUTCIIBHBIC
BOITPOCKI, CBA3AHHBIC C HFpOBOﬁ ACATCIIBHOCTBIO (TOKCI/I‘-IH&?I dKTUBHOCTh B 4YaTaxX,
HeymauHbli ombIT). [lonb3a, KOTOpYIO MOXXKHO OOOCHOBAaHHO OXHJATh OT JIAHHOTO
UCCIIeIOBaHUS, HANIPSIMYIO HE Ipemnosiaraerca. TeM He MeHee, y Bac OyJeT BO3MOKHOCTh
CaMOCTOATCIIBHO ITPOAHAIN3UPOBATH BIIUAHUC BUICOUTP HA U3YUCHUEC AHTIIMHACKOTO SI3BIKA.
Bamre pEIICHNE 00 Y4aCTHUU UK HCYYACTHH B JaHHOM HCCJIICJOBAaHHUH HC ITOBJIMACT HA Ballly
3aHSTOCTh WJIM YCIIEBAEMOCTh B YHUBEPCUTETE.

INPABA YYACTHUKA: Eciu BbI TpounTaiv 3Ty GOopMy U perIuii MPUHATh y9acTHE B
JTAHHOM MPOEKTE, MOXKalyiicTa, HOMMHUTE, YTO Ballle Y4acTUE SIBIISIETCS J0OPOBOJILHBIM U BbI
MMeeTe MpaBO OTO3BaTh CBOE COTJIacHe WJIM NMPEKpaTUTh ydyacTue B Jr0boe BpeMms 0e3
mTpadoB WIM MOTEPU JIBIOT, HA KOTOpPHIE Bbl MMEETE MpaBO B MPOTUBHOM CIy4ae.
ANnbTepHATHBO SBJISETCS OTKa3 OT y4yacTHs. Bbl MMeeTe mpaBo OTKa3aThCsl OTBEYATh HA
KOHKpETHBIE BOIPOCHL. Pe3ynbTaThl JaHHOTO HCCIEI0OBAHUS MOTYT OBITh IIPECTABICHBI Ha
HAyYHBIX WK MPO(ecCHOHATBHBIX BCTPEYaxX WM OMYOJMKOBAHbI B HAYYHBIX KypHaJaXx.

KOHTAKTHAS UH®OPMALIUA:

Bonpocw: Ecou Y BaC €CTb BOIIPOCHI, OIMACCHHA HIIN JKaJIoO0BI 1O ImoBOAY HaHHOI'O
HCCIeJ0BaHusA, €ro Ipoucayp, puCkoB MU IPECHUMYIICCTB, O6paTI/ITeCB K PYKOBOJUTECIIIO
MarHCTCpCKOﬁ JUCCECPTALUU 110 HaHHOﬁ CTy,Z[queCKOﬁ pa60Te:

Acconuupoannbiii [Tpodeccop bpumkur I'yaman, bridget.goodman@nu.edu.kz, +7(702)
181-02-64

He3zasgucumotit konmakm: Ecin Bbl He ylOBIETBOpPEHBI T€M, KaK MPOBOJUTCS JaHHOE
uccieioBanue, Ui y Bac ecTtp kakue-nmubo omaceHus, »KajgoObl WM OOIIHME BOMPOCHI
OTHOCHTEJILHO UCCIIEZIOBaHUS WM Balux mpaB Kak ydaCTHHKA, MOXKaJIyHCTa, CBSDKUTECH C
HUccnenosarenbckum komuteroM NUGSE 1o anpecy (aapec anekrpornoit moutst TBC).

[oxanyiicta, noanumure 3Ty GopMy corjiacus, eciau Bbl coriacHel NPUHATH y4acTUE B
JAHHOM HCCJIEJOBaHHH.

e ] BHMMAaTEIBHO O3HAKOMHUIICH C HpCIlCTaBHCHHOﬁ I/IH(I)OpMaLII/IeI‘;I;
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e Mue Obuta mpenocTaBiieHa IMoOJHAS HHGOpPMALKs O IeTd W TMPOLEAypax
UCCIIEJOBAHMUS,;

e S moHmMmaro, Kak OyAyT HCIIOJIb30BaTbCcid COOpaHHBIC HAaHHBIC, W YTO Jr00as
KoH(UAeHIMaTbHas HHPOpMaLUs OyAeT BHIHA TOIBKO HCCIEI0BATEISIM 1 He OyIeT
pacKpbITa HUIKOMY JPYyTrOMY;

e Sl moHMMal0, YTO MOTY OTKA3aThCsl OT y4acTHsl B UCCIICIOBAaHUHU B JII000€ BpeMs 0e3
00BsICHEHUS IPUYNH;

o IlonHOCTBIO OCO3HABas BCE BBIIIECKA3aHHOE, S [0 COOCTBEHHON BOJIE COTJIAIAIOCH
Ha y4acTHE B JJAHHOM HCCJICI0BaHUU.

IToamnuce: Mara:
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