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Abstract 

The tools that we have developed, namely the Internet, online games, and social 

networks, have drastically changed the world we live in. Furthermore, after years of 

studies, discussions and research, it has been concluded that English as a Second 

Language study is an important tool for the mediation and proliferation of information 

across the globe. The aim of this study is to combine the models of Sociocultural 

Theory, Interaction Hypothesis and Connectivism to provide insight about the use of 

‘new media’ by English as a Second Language (ESL) students and the potential of its 

use in the ESL classroom in Sweden. However, its applications can also be used in 

countries with second language curriculums similar to Sweden.  

Keywords: New Media, English as a Second Language, Second Language 

Acquisition, Sweden  
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1. Introduction 

According to organizations such as the Education and Culture Executive Agency (EACEA) 

(Ellinogermaniki Agogi, 2007/09), our society embraces linguistic multiplicity as a natural 

course of social development in a multicultural civilization. The tools that we have invented, 

including the Internet, Web TV, online music, films on mobile phones, and social networks, 

just to name a few, have made the world a much smaller place to live in. Communication, 

being the key to knowledge, has always been important for individuals wanting to learn more 

about the world they live in and to be “able to access and use information in a number of 

languages” (p. 8), especially English. It is simply the natural evolution of learning. The tools 

we create are reflections of making knowledge dissemination more efficient, and thanks to the 

United States Department of Defense’s invention of the “Internet,” information has never 

been as accessible as it is now. This evolution comes as no surprise to many sociocultural 

theorists, including Lev Vygotsky, James Lantolf, Steven Thorne and Matthew Poehner, who 

argue that: 

Human mental functioning is fundamentally a mediated process that is organized by 

cultural artifacts, activities, and concepts. Within this framework, humans are 

understood to utilize existing cultural artifacts and to create new ones that allow them 

to regulate their biological and behavioral activity. Language use, organization, and 

structure are the primary means of mediation. (Lantolf & Thorne, p. 197)                                                                                               

In other words, learning materializes while individuals partake in culturally mediated events 

“such as family life…peer group interaction, and in institutional contexts like schooling…” 

(p. 197). Practically speaking, digital media, or what is referred to as ‘new media’ in this text, 

was created to facilitate our communication between one another. Today’s culture is changing 

the pragmatism of new media. The English language, organization of technology based 

modes, and globalization are the principal means of mediation today. Henceforth, the 

acquisition of the language is an important motivator to connect with the world by using these 

modes of communication.   

  In this study, the basis for understanding how one learns a language is to embrace a 

Vygotskian ideology that all erudition begins as a social activity, with meaningful dialogue 

being produced inward and outward. Historically, language is inefficiently acquired by 

oneself, no matter how much input one receives. The term “Interaction Hypothesis” (IH), 

coined by Shaun Gallagher (2001), and later tested by Michael Long, Patricia Porter, and 
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others, provides important evidence that individuals learn from one another intuitively in a 

‘shared world’ environment (Long & Porter, 1985). As mentioned previously, this 

environment has taken the form of digital interactions and will be explained in more detail in 

the upcoming sections. 

 Lastly, “Connectivism,” a term coined by George Siemens, and extrapolated by Stephen 

Downes, offers the hypothesis that data is distributed across a network of connections, and 

therefore claims “that learning consists of the ability to construct and traverse those networks” 

(2012, p. 19). This theory provides an interesting perspective when considering sociocultural 

theory (SCT) and IH as a catalyst for learning English as a second language (ESL). 

Specifically, it accounts for the cognitive aspects of the socially negotiated events of SCT, the 

cooperative learning characteristics of IH, and does not attempt to limit knowledge to what is 

known by any one individual. In the simplest of definitions, Connectivism measures 

knowledge in terms of connections. For example, a student in Sweden who interacts with a 

student from America, via a social network such as Facebook, has the potential of developing 

more natural idiomatic English features than a student who does not have such relations, no 

matter what education level each one is at. In this viewpoint, it is not what you know, but who 

you know that affords the most benefits in the long term. Furthermore, as will be discussed in 

more detail later, it can assist in re-conceptualizing an increasingly archaic education system. 

Traditional forms of schooling are not using the invaluable information resources that new 

media has to offer; that is to say, its full potentials. This is relevant because, as Siemens 

states: 

Learners as little as forty years ago would complete the required schooling and 

enter a career that would often last a lifetime. Information development was slow. 

The life of knowledge was measured in decades. Today, these foundational 

principles have been altered. Knowledge is growing exponentially. In many fields, 

the life of knowledge is now measured in months and years. (p. 1) 

                                                                                                 

This change must be matched in all arenas of human development. It is time to start meeting 

students in the settings that they are connected with, which will arguably create positive 

learning elements such as self-motivation, “autonomy, diversity, openness and interactivity” 

(Downes, 2012, p. 9). The next section will explain how all of this relates to the current study 

and introduces the goals of the overall thesis.  
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1.1. Aim and purpose 

Digital technology has undoubtedly influenced the way we learn. However, it is not quite 

clear how this affects the field of linguistics and second language acquisition (L2). The 

problem is, like in many other cognitive related studies, there are layers of specialists in a 

variety of fields attempting to decipher a puzzle which requires collaboration, not 

specialization. James P. Gee illustrates this best by stating:  

Areas like education and communications are fields, which are composed of 

multiple disciplines. However, over the years there has been a good deal of 

controversy in the field of education regarding whether it should stay a field or 

whether scholars should work to configure an integrated body of knowledge that 

would constitute education as a discipline. For whatever reason, no such integrated 

body of knowledge has emerged. (2010, pp. 1 - 2) 

Researchers, such as the ones mentioned previously, are attempting to do just that (see Lantolf 

& Thorne 2007; Gallagher 2001; Downes 2012; Siemens 2004). The aim of this study is to 

combine the theories of SCT, IT and Connectivism to help answer one core query:  

 How does the use of new media affect English as a Second Language (ESL) students' 

Second Language Acquisition (SLA)? 

The additional aim of this study is to identify: 

 Which new media activities are most common among the sample group? 

 What correlations can be made between specific new media activities and English 

proficiency? 

 What impact does the sample group’s motivation have on their English proficiency? 

 How can new media be used as an advantage in the ESL classroom? 

Before we get into the substance of the actual study, it is necessary to define a few terms and 

concepts used throughout this text. Next, Pia Sundqvist’s quantitative study, Extramural 

English Matters (2009), provides evidence which supports the notion that Swedish students 

who participated in “extramural activities”, or activities conducted outside of the classroom, 

such as watching films, playing video games, surfing the internet, actually had correlations to 

their English ability. Sundqvist’s study has had a strong influence on the research shown in 
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the current study, as her sample groups are very similar to the ones used in this text. It has 

also served as an excellent reference point for cross-correlations, and ultimately, in the 

formulation of my methodology. The results of this study are then discussed in detail, with 

focus on those correlations which prove or disprove the two research questions mentioned 

previously. Finally, the conclusion will summarize the entire study and clarify those 

connections deemed relevant to move the field of language education forward into the new 

media driven future.
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2. Definitions and previous research  

In this section, the explanations of the terms New Media (NM), Sociocultural Theory (SCT), 

Interaction Hypothesis (IH) and Connectivism, are presented in the contexts in which they are 

applied in this study. Like many theoretical terminologies, their meanings have evolved from 

their original implications to suit updated concepts related to various fields. As stated by 

Louis Cohen, Lawrence Manion, and Keith Morrison; “Scientific theories must, by their very 

nature, be provisional” (Cohen, Manion, & Morrison, 2011, p. 11). In other words, what is 

known of a phenomenon now cannot be assumed to comprise a complete understanding of 

that phenomenon forever. Logical hypothesis is superseded by refined, more advanced theory, 

as new knowledge is attained. 

 

2.1. New Media 

In the early 1980’s, with the creation of the Internet, media such as printed text, television and 

radio were gradually being supplemented by alternative media primarily based upon digital 

technology, or “New Media”. Although this term has been used in several different contexts, 

the one that suits our purposes best here is the definition proposed by Lev Manovich, which 

maintains New Media as a “computer technology used as a distribution platform” (Manovich, 

2003, p. 9). For example, the Internet, Web sites, computer multimedia, Blu-ray disks, online 

gaming, et cetera, fall under this category. As Manovich (2003) observes, however, this term 

can be problematic on several counts: 

Firstly, it has to be revised every few years, as yet another part of culture comes to 

rely on computing technology for distribution (for instance, the shift from analog to 

digital television; the shift from film-based to digital projection of feature films in 

movie theatres; e-books, and so on). Secondly, we may suspect that eventually 

most forms of culture will use computer distribution, and therefore the term “new 

media” defined in this way will lose any specificity. Thirdly, this definition does 

not tell us anything about the possible effects of computer-based distribution on the 

aesthetics of what is being distributed. (p.9)                                                                                     

However, these problems are fastidious ones, in regards to this text, as it is reasonably 

assumed that there will always be ‘new’ digital technology and the effects of computer-based 

distribution has no relevance to giving the items their identity in this study. Concurrently, all 
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of these media have one thing in common; they are distributed via apparatuses which use 

digital technology (for example, computers, cellphones, iPads, et cetera). It is deemed 

appropriate then to use this term in the current study, due to the fact that students today are 

using NM on a daily basis inside and outside of the classroom. It should also be mentioned 

here that when referring to NM use in this study, we are referring to NM used explicitly in 

English and not the user’s first language (which in this case is Swedish). This leads the 

discussion to the next term which helps explain how NM is used and why it is so important in 

the formation of human cognitive develop; a theory involving interaction within social and 

physical settings.  

 

2.2. Sociocultural Theory 

 

As mentioned in the introduction, Sociocultural Theory (SCT) originated via the studies 

conducted by the Russian psychologist, Lev Semyonovich Vygotsky, and his contemporaries 

from the 1930s to the present. SCT, in its infancy, was a theory developed: 

[T]o overcome what at the time (early 20th century) he characterized as a “crisis in 

psychology.” This crisis arose because of the diversity of perspectives and objects 

of study, all of which were grouped under the general rubric of psychology. 

(Lantolf & Thorne, 2007, p. 198)                                                                              

In essence, Vygotsky argued that the field of study was in need of unification in order to 

better understand the complexities of the human cognitive functions in learning. He believed 

that the human mind was comprised of a “lower-level neurobiological base” which operated 

instinctively, but at the same time has “the capacity for voluntary control over biology 

through the use of higher-level cultural tools (i.e., language, literacy, numeracy, 

categorization, rationality, logic.)” (Lantolf & Thorne, 2007, p. 198). We create and use tools 

in order to control our lives and developmental activities. For instance, if we want to eat a 

piece of meat, we could simply do what other animals do; pick it up with our hands and take a 

bite. Yet, modern humans prefer to ‘mediate’ the eating of food by using utensil such as a 

fork, which reduces the risk of contaminating the food with dirty hands. We advance this 

process by mediating the use of a knife, which allows us to make more proficient use of our 

physical energy and to cut more precise pieces from the meat. The purpose of the activity is 

the same whether we use our hands or utensils, but the act of eating changes as we shift from 
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hands, to a fork, or a fork and knife. Moreover, in order to use tools to eat, we have to 

suppress the instinctual urge to use our hands. Unlike our ape cousin, who would see the 

meat, automatically pick it up with their hands and eat it, humans would need to select an 

appropriate tool. However, as Lantolf and Thorne (2007) write: 

We are generally not completely free to use it in any way we like. The material 

form of a tool as well as the habitual patterns of its use affect the purposes to which 

it is put and methods we use when we employ it. (p. 199)                                                                              

It is this type of mediation that distinguishes us from other species and allows us to not only 

change our physical environment, but also biological selves. SCT provides an interesting 

perspective, when focusing on the current study, as it proposes that we achieve the ability to 

learn through the “internalization of culturally constructed mediating artifacts” (Lantolf & 

Thorne, 2007, p. 202) such as NM and the English language. 

 It should also be noted that although this philosophy may be interpreted as a social theory 

based on structures of practical evidence used to study and interpret social phenomena, here it 

is being used as a psycholinguistic theory which is “concerned with the relationship between 

communication and psychological processes” (Lantolf & Poehner, 2014, p. 15). In other 

words, as in the eating of a piece of meat, communication is seen as an essential function 

needed to survive. The value of the use of utensils in the activity of eating the meat can be 

associated with the significance of using NM to interconnect with people and the world 

around us. Specifically, we are concerned with the correlations between NM and the English 

language. Contemporarily, Lantolf and Poehner eloquently identify ‘language’ as an excellent 

element for describing the nature of the connection between intellect, body, human real-world 

activities and mindfulness by stating: 

Language is an appropriate unit because of its bi-directional quality; that is, it is 

outwardly directed as social speech at influencing other members of society and it 

is inwardly directed as private or inner speech (i.e. dialogue with the self) 

influencing one’s own psychological activity. (p. 22)                                                                            

Therefore, SCT-L2 theory embraces the relationship between culture and biological 

processes. At the same time, although it is argued that humans inherently have, more or less, 

the same mental capacities, they are not allotted the same social interactions and cultural 
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customs of mediation. This will become more significant when the study analyzes correlations 

between NM and ESL proficiency. 

2.3. Interaction Hypothesis 

Another aspect of the relationship between language, and the tools we use to distribute it, is 

one that focuses specifically on the individual. In the late 1980s, a PhD student at the 

University of California named Michael Long, decided to write his dissertation on how native 

and non-native speakers of English overcame communication difficulties. He based his 

research on the work of Stephen Krashen and Evelyn Hatch who “argued that the 

subconscious process of ‘acquisition’ occurs when the learner is focused on meaning and 

obtains comprehensible input” (Ellis, 1991, p. 4) from an individual with proficient language 

ability. What Long found in his research was that when there were communication challenges 

between two individuals communicating in one of the individual’s first language (L1), “the 

pairs would negotiate meaning to make the conversation comprehensible” (Cornelius, 2013), 

and this leads to more opportunities for the L2 learner to acquire the new language. Long’s 

“interaction hypothesis” attributes this type of language acquisition to exposure to language 

(input), production of language (output), and feedback on production (through interaction) as 

paradigms that are important for understanding how second language learning takes place. 

Further studies conducted by researchers such as Rod Ellis, Susan M. Gass, Lester C. 

Loschky, and more, attempted to explore a closer link between interaction and L2 

development by focusing on specific skills attained by the L2 learner, for example, 

vocabulary items and the acquisition of grammatical structures. They too found that 

“negotiated interaction” had a positive effect on the previously mentioned language skills. All 

of these cases have contributed to the advancement of this theory and have led to current 

studies associated with NM. 

 Researchers such as Regine Hampel, Mark Warschauer, Mark Peterson, and several others, 

have experimented on these interactions through computer aided mediations such as videos, 

video chats, and massive multiplayer online role-play games (MMORPGs). These 

technologies facilitate access to large, international, and diverse peer groups which provide 

L2 learners with opportunities to interact with native speakers of target languages. In this 

context, Peterson affirms this as a new form of understanding literacy, and states; “this 

research explores the enhanced opportunities for human develop made possible by the rise of 

Internet and associated communication tools” (Peterson, 2013, p. 41). Unlike the 
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psychological oriented SCT perspective described previously, the interaction hypothesis, in 

relation to NM draws on sociocultural accounts and challenges the traditional definitions for 

literateness. In other words, as Peterson writes: 

In contrast to the psychological approach that emphasizes the central role of 

individual mental processes, researchers who adopt [this] sociocultural perspective 

argues for a broader conception of literacy. Literacy is conceived as a complex 

phenomenon that encompasses more than the ability to read and write…In this 

view, digital tools such as computer games possesses properties similar to 

language, as they provide a means to communicate meaning and enact the social 

relationships that are crucial in fostering literacy development. (2013, p. 42)                                                                                            

However, the interaction hypothesis over the last decade has predominately been researched 

in the L2 classroom as a process of ‘face-to-face’ interaction. It has only recently been 

considered as a tool for researching computer aided language learning (CALL). It is this trend 

which made it necessary to develop a thesis that connects NM, SCT, and IH together. That 

theory is called connectivism.  

2.4. Connectivism 

In 2004, a researcher of ’learning’ by the name of George Siemens, began challenging 

learning theories such as behaviorism, cognitivism, and constructivism as the basis of 

developing many instructional settings. Skeptical of using these concepts in the “Digital 

Age”, he believed that these theories were outdated and writes: 

Over the last twenty years, technology has reorganized how we live, how we 

communicate, and how we learn. Learning needs and theories that describe 

learning principles and processes should be reflective of underlying social 

environments. (2004)                                                                                                 

Siemens’ work was significantly influenced by the labors of Peter Vaill who emphasized that 

“learning must be a way of being – an ongoing set of attitudes and actions by individuals and 

groups that they employ to try to keep abreast” (Vail, 1996, p. 42) of the world we live in. 

Siemens identified this ‘way of being’ in tendencies of learning through seven factors: 

1) Learners move in and out of a diverse number of disciplines in the course of a lifetime - 
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For example, Carl Bialik, of The Wall Street Journal reported that BLS economist Chuck 

Pierret conducted a study to “better assess U.S. workers' job stability over time, 

interviewing 10,000 individuals, first surveyed in 1979, when group members were 

between 14 and 22 years old. So far, members of the group have held 10.8 jobs, on 

average, between ages 18 and 42, using the latest data available” (Bialik, 2010). 

2) Informal learning is a noteworthy part of our learning experience today - 

Phil Benson and Hayo Reinders’, Beyond the Language Classroom, highlights several 

studies which support the claim that classroom education no longer represents the bulk of 

our learning environment. Studies conducted by David M. Palfreyman, Leena Kuure, Pia 

Sundqvist (which we will look at in more detail in the next section), and others, provide 

empirical researches that seem to show evidence that “well-rounded communicative 

proficiency depends to a large extent on the learner’s efforts to use and learn the language 

beyond the walls of the classroom” (Benson & Reinders, 2011, p. 2). 

3) Learning is continuous over a lifecycle and influences every aspect of our lives -  

Learning and work related events are no longer as autonomous as they were a two decade 

ago. On the contrary, in many circumstances, they are identical. Often a person at the 

workplace will need to acquire the expertise to apply services, tools and methods that were 

conceived very recently, and for which there is little if any documentation to reference for 

assistance. Naturally, a learner at the workplace will expectedly seek help from their peers, 

formally or informally, and these peers are likely people they do not work with. Online 

social networks such as LinkedIn, Meetup, and Opprtunity (actual spelling) are prime 

examples of this. 

4) Technology is changing our brains -  

The tools we use circumscribe and influence our thinking. This category borrows from 

SCT in that it supports the concept of the use of mediated artifacts created to help and 

change how we navigate life. In the current study, this is represented by the exploitation of 

NM in English and ESL. 

5) The institute and the individual are both learning organisms -  

It has become increasingly important to manage our knowledge resources more effectively 

in the current information saturated environment. That is why a model that endeavors to 

describe the link between individual and organizational learning is needed. According to 

Siemens; “realizing that complete knowledge cannot exist in the mind of one person 

requires a different approach to creating an overview of the situation. Diverse teams of 
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varying viewpoints are a critical structure for completely exploring ideas” (Siemens, 

2004). 

6) Learning theories are becoming obsolete in the wake of technology - 

Several of the procedures formerly managed by learning hypotheses, namely in cognitive 

information processing, can now be disburdened to, or reinforced by, technology. For 

example, according to the cognitive information processing model which explains standard 

information-processing for mental development, the brain’s mechanisms include attention 

systems for acquiring information, working memory, and long-term memory. These 

systems no longer need to develop mentally. Computers calculate, analyze, and store all 

the knowledge we could ever need.   

7) It is not what you know but how efficiently you can find needed information - 

“Know-how and know-what is being supplemented with know-where (the understanding 

of where to find knowledge needed)” (Siemens, 2004). 

These factors form the base of Connectivism which Downes (2012) acknowledges is 

knowledge “distributed across a network of connections, and therefore…learning consists of 

the ability to construct and traverse those networks. ...an account of connectivism is therefore 

necessarily preceded by an account of networks” (p. 9).  

 In essence, regarding the current study, connectivism is the glue that binds NM, IH and 

SCT together as they are viewed as a part of a network in the acquisition of English as a 

second language. It argues that the learning of the English language is attained, in part, by the 

quality and quantity of connections between these entities. In humans, this learning consists of 

connections between neurons in the brain, mediated through communicative abilities; 

Interaction Hypothesis. In societies, this knowledge consists of connections between humans 

and their artifacts: Sociocultural Theory and New Media. 

 In the next section, Sundqvist’s study provides empirical knowledge concerning ESL 

students who engage in language learning outside of the classroom. As mentioned in the 

introduction, this quantitative study is a good starting point for putting my work into context 

and the formulation of the research approach used here. 

2.5. Pia Sundqvist’s study - “Extramural English Matters” 

As in countries such as Norway, the Netherlands, Estonia, Denmark, Austria, and Finland, to 

name a few, English is taught in schools as an obligatory language in Sweden.  These students 

begin formally studying English as young as 9 years old. Of course, by then, many of these 
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students have already grasped the basics of the language “through music, television, the 

internet or other forms of media” (Downes, 2012, p. 9). Sundqvist argued that this 

“Extramural English” (EE) students are exposed to during their free-time has a direct impact 

upon their language ability. However, at the time, there was not much scientific evidence to 

support such a claim. That is to say, quantitative studies measuring every aspect of ESL 

learning, including writing, reading/verbal comprehension, and oral production were 

relatively rare. She charges this lack of research “to the fact that it is more arduous to collect, 

study, and assess oral rather than written production of language” (Sundqvist, 2009, p. 2). It 

was for this reason, and her teaching background, that inspired her to design and conduct an 

‘evidence-based’ study which furthers the comprehension of “language learning beyond the 

classroom” (Benson & Reinders, 2011, p. 106). Specifically, her main purpose was to 

investigate whether EE had any bearing on students’ oral proficiency and vocabulary. Five 

years later, this was the same incentive behind the current study, though with more focus on 

certain aspects of digital technology, termed here as new media, and students’ overall English 

proficiency.  

 The study was also based upon theories of second language acquisition from an IH 

perspective. For instance, Sundqvist proposed that IH was associated with EE in that: 

[L]earners are exposed to English input (aural and/or written) when they listen to 

music, watch subtitled films/TV programs, play video games, use sites on the 

internet...learners also need to produce output (oral and/or written) in English, for 

example when they play online video games or use the internet, when they 

comment on blogs… (Benson & Reinders, 2011, p. 108)                                                                          

It should also be noted that although there are many theories available which can explain how 

learners acquire an L2, namely SCT, input hypothesis, monitor hypothesis, noticing 

hypothesis, et cetera; very few academics would dismiss the importance of interaction. 

 Sundqvist’s sample group consisted of eighty ninth grade students, ages 15-16, located in 

Western Svealand, which is the historical core region of south central Sweden. By using a 

mixed methodology style of research, she was able to answer the research questions 

mentioned previously. The material included eight different types including: questionnaires, 

student constructed language diaries, speaking tests, vocabulary tests, the Swedish National 

Test of English 2007, students’ leaving certificates, assessment data, and interviews.  



Eric Brown (710904-9374) Degree Project (91-120); HT2014 

 

 

P a g e  | 16 

 This research relied heavily on works presented by Zoltán Dörnyei’s, Research Method in 

Applied Linguistics - Quantitative, Qualitative, and Mixed Methodologies, which combines 

qualitative and quantitative methods to analyze a single phenomenon. In this case, for 

example, EE was investigated quantitatively through the examination of questionnaires and 

test results; qualitatively within the scrutiny of interviews and diaries. Furthermore, the 

‘triangulation’ that this method provides serves as a quality control mechanism that is 

essential in scientific research. It is for this reason that the design example set forth by 

Sundqvist is used in the current study, which will be explained in more detail in the 

proceeding section. 

 The results of Sundqvist’s research found that there was a significant correlation between 

students’ EE activities, “level of oral proficiency and the size of their vocabulary” (Sundqvist, 

2009, p. 202).  In other words, those students which engaged in activities such as MMORPGs, 

streaming video/TV programs, listening to music, and blogging had considerably higher 

English proficiency in terms of verbal skills. As Sundqvist writes; “Thus, there is convincing 

empirical evidence from my study to claim that it is crucial that learners such as these 

increase the amount of time they spend on EE activities, if only very little, since even a small 

increase may make an important difference” (Sundqvist, 2009, p. 202).  

 In summary, this section has given a background of the parts of my study which provide a 

theoretical base of explanation for the acquisition of ESL with focus on New Media exposure. 

The trifocal view of SCT, IH and Connectivism represent an example of the advanced 

theories referred to previously as a means of advancing our knowledge of how English is 

being acquired as a foreign language in the Digital Age. The next section will detail the 

participants involved, the material used for acquiring data and the procedures exercised in the 

current study.
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3. Methodology 

In this segment, a description of the participants and how they were selected provides a 

general picture of what demographic the sample entailed. Moreover, a presentation of the 

material, and procedures used throughout this study are illustrated. The material which 

supplied the core content for the research includes questionnaires, tests and casual discussions 

with individual students (which will be discussed briefly at the end of the “Supporting 

Material” section. It is important to note here that these individual discussions were not 

formatted as formal interviews, as was conducted in Sundqvist’s study. A brief account of the 

techniques used for analyzing the data provided by the sample group is also reviewed. Finally, 

specific concerns with regard to reliability and validity are considered.  

 3.1.  Participants 

As illustrated in Table 1, in this study, there were a total of 139 participants, including 67 

female and 72 male respondents, all of whom attended an intermediate level Independent 

School located in a northwest central municipality in Sweden. Their ages ranged from 

fourteen to sixteen years old, with the 8
th

 Graders comprising of fourteen to fifteen year olds, 

and the 9
th

 Graders, fifteen to sixteen year olds. The total number of enrolled students, which 

also included 7
th

 Graders, ages thirteen to fourteen, was approximately 370 students. 

Total number of participants by grade and gender 

Grade Females Males Grand Total 

8th Graders 39 39 78 
 

9th Graders 28 33 61 
 

Grand Total 67 72 139   

 Table 1 – Number of participants categorized by gender and school grade level 

Originally, all 370 students were considered for the sample group. However, this proved to be 

an overwhelming task for the researcher, and a pilot study found that a large percentage of 7
th

 

Graders did not perform very well on the diagnostics tests, which was better suited for higher 

English proficiency students. These tests will be described in more detail later in this text. The 

number of combined 7
th

 and 8
th

 Graders equaled approximately 250 students. Furthermore, 

when considering the most suitable sample size for the type of quantitative research this study 

attempts to depict, Louis Cohen, Lawrence Manion and Keith Morrison suggest a sample size 

between 80 and 149, in order to yield a 3-5% margin of error commonly used for 
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categorical/continuous data (2011, p. 148) studies. As a result, the 7
th

 Graders were excluded 

from the study completely. In other words, when considering categorical variables between 

the samples given by males and females students who were able to complete the diagnostic 

tests (n=250), approximately 140 samples would be needed in order to verify that 90% of the 

total population’s test results did not happen at random. Concurrently, the continuous data 

represented as the actual scores achieved on these tests would require 80 samples in order to 

verify that 97% of the population’s results did not occur at random. These variables are 

typical of researchers suggesting that a study has ensured acceptable representativeness. 

 It should also be noted that although there were a slightly greater number of overall male 

then female respondents, this was considered negligible due to the size of the total sample 

group (n=139). Age and grade levels were not considered as separate categories, as a certain 

degree of randomness was needed in order to claim that the results of English proficiency 

were representative of a larger population of fourteen to sixteen year olds studying in Sweden. 

These factors will become more relevant in the Reliability & Validity section of this text. The 

next section focuses on the material used in the current study. 

 3.2.  Material 

At this stage in my research, it was important to reevaluate the research problem, which as 

mentioned previously asks:  

 How does the use of New Media affect English as a Second Language (ESL) students' 

Second Language Acquisition (SLA)? 

 Which new media activities are most common among the sample group? 

 What correlations can be made between specific new media activities and English 

proficiency? 

 How can new media be used as an advantage in the ESL classroom? 

These evaluations involved identifying variables such as English proficiency and NM. 

However, neither one of these variables is clearly quantifiable until they have been 

operationally defined. This was achieved earlier in the text by defining the term NM and 

explaining what English proficiency is actually recognizing. Now, tools are needed to justify 

the proxy variables which will validate the hypothetical variable. In other words, an English 

listening diagnostic test is a sensible proxy to measure a student’s listening ability, or a 

questionnaire should be a reasonable proxy for soliciting information about NM practice. The 
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selection of “materials” was essential in testing the hypothetical variables of this study 

(Cohen, Manion, & Morrison, 2011, pp. 324 - 326). 

 The materials included seven different types including: surveys, diagnostic type tests, 

assessment data, and casual discussions. The primary materials were a one-page “Student 

New Media” survey (See Appendix 1), and three diagnostic tests measuring reading/listening 

comprehension and writing skills (See Appendixes 2 through 5).  

 3.2.1. Student New Media Survey 

 

The “Student New Media” survey, which begins with some brief instructions clarifying the 

term “New Media” and the purpose of this study, was used to gather information related to the 

respondents level of NM usage. The first part of the survey was necessary to identify each 

individual participant, which was essential for establishing correlations between NM use and 

test scores. It is important to mention that although the identities’ of the participants were not 

anonymous, their right to privacy was respected through the ethical principles of 

confidentiality. This is defined as insuring the participants’ that their personal information 

will not be disclosed “in any way that might identify that individual or that might enable the 

individual to be traced…although researchers know who has provided the information or are 

able to identify participants from information given, they will in no way make the connection 

known publicly” (Cohen, Manion, & Morrison, 2011, p. 92).  

 The next part in the survey provided specific information on the respondents NM usage, 

including the number of hours spent using each category. Two of five items are illustrated in 

Table 2, showing the categories of the NM elements used in this study. Students were tasked 

with ranking responses to these items using a five-point Likert-type scale. For example, item 

#1 shows “social networks” as being websites such as “Facebook”, “Twitter”, “Instagram”, et 

cetera, and solicits the respondent to rate their use of these items from 1 to 5. A response of 

“3” in item #1 would indicate that the respondent uses social networks from 4 to 7 hours per 

day. 
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1. Social networks (i.e. Facebook, Twitter, 

Instagram, Kik, Reddit, blogs etc.)  
1 2 3 4 5 

2. Online gaming (i.e. World of Warcraft, Minecraft, 

The Sims, Second Life, Star Wars: The Old 

Republic, Battlefield, RuneScape etc.)  

1 2 3 4 5 

Table 2 – Sample of items used in “New Media” survey 

Those who selected “5” in item #2 would be specifying that they utilize “Online gaming” 

such as “World of Warcraft”, “Minecraft”, “The Sims”, et cetera, less than 1 hour to never in 

a day. This information will later be used to group responses in five separate categories rating 

the frequency of NM use separately. Additionally, for descriptive reasons, responses of “1” 

are often described as “very frequent users”; “2” – “frequent users”; “3” – “moderate users”; 

“4” – “occasional users”; and “5” – “infrequent users” of the NM item. Furthermore, 

describing a respondent as a very frequent user of online gaming does not necessarily mean 

that they are an “excessive” user. As stated by David Smahel, et al., “it is not always the time 

spent online that makes internet use problematic and ‘excessive’, but the impact of internet 

use on what might be called a ‘balanced life’ (2012, p. 2). As such, the current study makes 

no attempt to qualify such claims, as this would require detailed research in itself. Further 

information will be presented in the “Results and discussion” section about how these 

responses were actually analyzed. 

 The last eight statements in this survey also use a 5-point Likert-type scale. Unlike the 

New Media survey, responses rated as “1”, represent “strong agreement”, and “5” as “strong 

disagreement” (with a “3” depicting an “undecided” or “no response”). These statements were 

designed to evaluate the students’ perceptions of how NM influenced specific English 

abilities. For example, Table 3 illustrates statements #6 and #7. A response of “4” to 

statement #6 would suggest that the student “agreed” that they “would prefer watching films 

in English that are dubbed in Swedish without the subtitles.”  
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6. I would prefer watching films in English that are 

dubbed in Swedish without the subtitles.  
1 2 3 4 5 

7. When I chat with friends in English using new 

media, it is usually written. 
1 2 3 4 5 

Table 3 - Sample of statements used in “New Media” survey 

In addition, a “3” response to statement #7 implies that they had no opinion or were unsure 

about the statement; “when I chat with friends in English using new media, it is usually 

written.” These statements proved helpful when attempting to triangulate correlations between 

NM use, student perceptions, and test scores. 

3.2.1. Diagnostics Tests  

As mentioned previously, the most reasonable proxy for English proficiency was diagnostics 

tests. The tests used in the current study were originally developed by the National 

Assessment Project (NAFS), at the University of Gothenburg, authorized by The Swedish 

National Agency for Education to “develop all national tests and other assessment materials in 

English, French, German and Spanish as foreign languages that are used within the Swedish 

school system”.  According to NAFS website: 

The materials are developed in close collaboration with large groups of teachers, 

students and researchers and are based on a set of general principles founded in 

extensive research. In addition to the task of producing tests and assessment 

materials, the members of the project are involved in teacher education, local 

school development, other national projects and extensive international networks. 

(2011) 

Although the Swedish national practice tests of English for grade 9 (See Appendixes 3 

through 5) in receptive skills: reading and listening, and written production provided a 

practical means for evaluating skill levels for individual students, it was still necessary to 

develop a grading scale for each test. 

 There were several “built-in” reliability (see discussions of “Reliability & Validity”) 

proofs that considered what marks to award for each item in each test. For example, all of the 
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above mentioned tests, as written by Cohen (et al) (p. 491), benefit from awarding specific 

points for each item and sub-item in that most: 

 enable partial completion of the task to be recognized; 

 enable a student to compensate for doing badly in some parts of a test by doing well in 

other parts of the test; 

 enable weights to be made explicit to the students; 

 facilitate moderation because it is clear and specific; 

 enable comparisons to be made across groups by item; and 

 scores can be aggregated and converted into grades straightforwardly. 

The national tests also include test conditions, sample answers with written explanations and 

examples from genuine students from targeted oral and written performances, cut-off scores, 

et cetera. In regards to converting scores into grades, a system largely based upon the 

Common European Framework of Reference for Languages (CEF or CEFR) was used due to 

its broad use in many parts of Europe and its flexibility. This grading system was originally 

put together by the Council of Europe as a way of standardizing the levels of language exams 

in different regions (Language Policy Unit, 2014). The council has made practical use of IH 

philosophy and claims that certain communicative competences are established by creating 

(output) or obtaining (input) via interactions in various contexts under various conditions and 

constraints. For instance, educational, occupational, public, and personal domains, all 

contribute to the development of a language users’ degrees of competence. For these reasons, 

the CEFR scale was used with some minor revisions of its category level titles. The original 

scale is illustrated in Table 4. 
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Table 4 – Original CEFR Scale (Abraham Lincoln English Center, 2014) 

In the current study, those pupils falling under the “A1” level are referred to as “Novice 

(lower half)”; A2 = Novice (upper half); B1 = Intermediate (lower half); B2 = Intermediate 

(upper half); C1 = Advanced (lower half); and C2 = Advanced (upper half). 

 In each test (excluding the writing test), students were given points for every correct 

answer (or partially correct). The total number of correct answers was then aggregated against 

the maximum number of points which could be achieved. Final scores placed the students in 

one of the six CEFR levels listed in Table 5. 
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Listening Comprenhension 
Diagnostic 

Category Title 
CEFR 
Scale 

Point 
Scale 

  Novice (lower half) A- 0 to 4 

  Novice (upper half) A+ 5 to 9 

  Interm. (lower half) B- 10 to 11 

  Interm. (upper half) B+ 12 to 13 

  
Advanced (lower 

half) 
C- 14 to 15 

  
Advanced (upper 

half) 
C+ 16 to 17 

Maximum Score     17 

Table 5 – Sample of grading criteria for Listening Comprehension Diagnostic Test 

It should also be mentioned that raw scores are open to construal, which was a matter of the 

researcher’s preference rather than literalness or precision. That is to say, the tests were used 

to assess competency of an individual student’s English language ability in a specific skill, 

compared to their peers in this study, and not to make claims that these scores represent the 

student’s absolute competency compared to the greater population of English language 

learners. 

 3.2.3.  Supporting Material  

In the assessment of the participants’ speaking proficiencies, 82 of the 139 involved in the 

study were rated by the researcher of this study. Students were observed by the researcher, 

who is a native speaker of English, for a period of four months during a variety of verbal 

activities. Furthermore, the participants were under the direct mentorship of the researcher for 

approximately three school semester before the study was conducted. The verbal exercises, 

included individual/group presentations, classroom drills, discussions and one-on-one 

dialogues. They were graded using the same scale presented in Table 4 in the preceding 

section. 

 It was deemed prudent to include an additional analysis that investigated variables of 

causation outside the focus on NM which could possibly explain (or skew) any results of 

proficiency testing. One such variable is arguably the pupils “motivation” to learn the 

language. In a study conducted by the EACEA (2007), responses to an online questionnaire 

suggested that: 
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…motivation for language learning is not exclusively located around a passion for 

languages and learning. Importantly, practical needs in a person’s life, employment 

and mobility, and the desire or need to get to know and understand other cultures 

tend to be strong motivators, too. (p.30) 

Unfortunately, motivation is far too complex a concept to detail here, as it concerns 

matters involved with the drive, incentive or energy to do something. Likewise, it cannot 

be studied as a single entity because it comprises, for example, “effort, self-efficacy, 

self-regulation, interest, locus of control, self-esteem, goal orientation and learning 

disposition” (Harlen & Deakin Crick, 2002, pp. 1 - 2). Nonetheless, efforts were made to 

include this category in the present study. With the help of Harlen and Deakin-Crick’s 

study, all the variables included in the concept of motivation for learning were grouped 

into three outcomes; expressed from a learner’s perspective: 

1. What I feel and think about myself as a learner (related to self-esteem, self-

concept, sense of self as a learner, and attitude to assessment) 

2. The energy I have for the task (related to effort, interest in and attitude to subject, 

and self-regulation 

3. How I perceive my capacity to undertake the task (related to locus of control, 

goal orientation, and self-efficacy) 

The “Student’s Motivation to Learn English” survey (see Appendix 2) was created with 

these three motivational viewpoints. The twelve statement survey, comparable to the 

“New Media” survey, solicited personal information from the respondents and rated 

responses on a 5-point Likert-type scale. However, four statements for every 

“motivational viewpoint” were presented in an effort to measure the student’s 

motivation level in each category. For example, Table 6 illustrates statements 1 through 

6 of the survey. Each statement was designed to rate the level of agreement with one of 

the three categories believed to be central to the motivation of learning. Item #1, “I think 

of myself as a good English language learner,” should grant a response rating, “what I 

feel and think about myself as a learner”; Item #3, “when I start an assignment it’s 

difficult for me to stop,” rates “the energy I have for the task”; and Item# 6, “generally, I 

believe that I am in control of what grade I receive,” evaluates “how I perceive my 

capacity to undertake the task”. 
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1. I think of myself as a good English language 

learner. 
1 2 3 4 5 

2. When I talk to my friends in English, I’m not 

afraid of sounding foolish. 
1 2 3 4 5 

3. When I start an assignment it’s difficult for me to 

stop. 
1 2 3 4 5 

4. I could spend an hour just thinking about what to 

write in an assignment. 
1 2 3 4 5 

5. When I set a goal, I’m confident that I’ll reach 

that goal. 
1 2 3 4 5 

6. Generally, I believe that I am in control of what 

grade I receive. 
1 2 3 4 5 

Table 6. – Sample of “Student Motivation” Survey 

By principle, this survey provided an essential sub-variable for the causation of results 

by distinguishing indications that causation is taking place or has taken place in the 

presence of counterfactuals such as motivation. 

 Gender was also a variable that was considered in this study due to the fact that in 

many studies, females have outperformed their male counterparts in most school 

subjects including English. This has been especially true in Sweden where the Swedish 

National Agency for Education reported, after their latest school inspections, results of 

the writing portion of the national test revealed just over 4 percent of girls and nearly 7 

percent of boys did not achieve a passing grade (Skolverket, 2014). Historically, the girls 

on average receive higher grades than boys in all subjects except physical education and 

health, where the boys' ratings were marginally higher than girls'. Although the 

researcher was curious to see if this would reflect in the current study’s results, not much 

focus was placed on this category. 

 Lastly, the phrase “casual discussions” with students can be regarded as a form of 

interview in this text. However, the term should be interpreted literally as an informal 

conversation with pupils used primarily to solicit information that the surveys did not 

provide. The quantitative nature of this study risks portraying the pupils as entities 

producing simple predictable data that is somehow external to the individual. Individual 

casual discussions were used with this in mind, regarding knowledge as a sharing of 

information between humans, often through conversations. It was also used to clarify 

and support much of the information provided by the surveys. For instance, one 
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disadvantage that the “Student’s New Media” survey contained was that although the 

participants were able to indicate that they used “Online gaming” for a certain number of 

hours per day, they were unable to express what specific games were being played. After 

some brief discussions with the participants, it was discovered, for example, that the 

MMORPG, World of Warcraft was extensively used by a significant amount of those 

students claiming to use online gaming. This information offered yet another variable to 

consider when analyzing the results. In the next section, the procedures used for survey 

administration and data analysis will be discussed in more detail.   

 3.3.  Methods & Procedures 

At the core of the research it should be mentioned that a “mixed method” style forms the 

foundation of the study. The motivation behind using the mixed methodology of qualitative 

and quantitative research methods was inspired by T.L. Brink, who argues that the solution 

for social science research is to make a commitment to using both methods (1995).  These two 

fundamentally different techniques give both a “subjectivist”, or qualitative, and a 

“positivist”, or quantitative, perspective to the study. 

 The surveys/tests were administered by the author of this discussion and three additional 

English language teachers, during several scheduled classroom lessons. Teachers were given 

explicit instructions about the study and how each exercise was to be conducted. This was 

beneficial to the administration of the material due to the fact that any questions about the 

questionnaire could be answered accurately and without disrupting the integrity of the 

respondents’ answers. For example, due to the complex nature of some of the statements 

pertaining to NM (such as, what category a specific NM should be placed in), teachers were 

able to assist the students as problems arose. Likewise, it was essential that the respondents 

understood that it was their perceptions which mattered most in their responses. For example, 

most students would not be expected to know exactly how much time was spent using a 

specific NM, or whether its use had any definitive influence on English proficiency, however, 

most would be able say how they ‘perceived’ it. 

 As stated previously, this study can be regarded mostly as a quantitative one, because it 

“involves data collection procedures that result primarily in numerical data which is then 

analyzed primarily by statistical methods” (Dörnyei, 2011, p. 24). It is quantitative in the 

sense that through the use of a 5-point Liker-type scale, students’ responses are counted, rated 

and converted into percentages. However, these percentages were then used as “descriptive 
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statistics”, which not only count, but also describe frequencies, measure dispersals (standard 

deviation), measure central tendencies (means, mode, medians), cross-tabulate, and interpret 

standardized scores. They were then grouped in blocks which attempted to identify 

relationships between them. Although descriptive statistics are not technically considered to 

be completely quantitative, because they are not advanced on the premise of probability 

theory (Dörnyei, 2011, pp. 213-215), results are still based heavily on the analysis of 

numerical data. Hence, many would regard this study as heavily qualitative in nature though 

represented numerically. It should also be mentioned here that chi-square tests(𝑥2) were used 

to compare the responses of all samples (refer to Cohen, Manion, & Morrison, 2011, pp. 661–

654 for more information about chi-squared tests). Graphs were created so that “trends” could 

be seen more easily and making the data more accessible for the reader (see Figure 1).  

 

Figure 1 – Graph showing correlations between Online gaming and Speaking skills 

The Figure 1 shows an example of how the data is presented in the “Results & Discussion” 

section of this text. It is important to note here that the purple and red lines in the graph 

illustrate polynomial “trend lines” which represent the respondents with ability levels rated as 

Intermediate (upper half) in purple, and Novice (upper half) in red. It should be mentioned 
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also that most of the students’ proficiency scores fell between these ranges and their values 

are compared predominately throughout the discussion. The entire graph will be described in 

more detail as each correlation is discussed later in the text.   

 These correlations were grouped into the blocks mentioned previously, for instance, as 

Figure 1 shows: the respondents’ of all skill levels were grouped regarding the number of 

hours they spent using online gaming. The percentages of responses for those categories are 

illustrated on the left, while the respondents’ speaking skill levels are color coded on the right 

for each group. In this study, correlation analysis is used to survey the relationship between 

NM and language ability. According to Dörnyei, a correlation coefficient (r) is computed 

between the variables and it can range between -1 and 1 (2011). A high value of r is an 

indication of a strong relationship. The current study illustrates these values as trend lines 

where 𝑟2=1, meaning simply that the illustration is a “good fit” to the data being presented. 

 Grouping them in this fashion affords a clearer picture when making an effort to illustrate 

what degree of NM activity correlates to which English proficiency. Again, the study 

measured differences between the specific variables of English proficiency of students and 

their NM habits. The results could then be analyzed to identify if these habits could 

reasonably be regarded as advantages or disadvantages in the acquisition of the English 

language. Potentially, the results can aid in the development of NM based activities which 

positively influence learning in the ESL classroom. Nevertheless, all of this information 

would be worthless if measures of reliability and validity were not addressed. The next 

section explains how the current study handled these issues. 

 3.4.  Reliability & Validity 

In short, the theory of reliability is defined as “yielding the same or compatible results in 

different clinical experiments or statistical trials” (Farlex, 2013). In other words, it refers to 

the reliability of data, ratings and observation in a specific study compared with another. In 

this case, the study discussed earlier conducted by Sundqvist, had very similar characteristics 

as the current study. For example, geographical location, age and number of participants, et 

cetera, are all items in which a reasonable degree of generalizability of results can be assumed 

of both studies. In other words, results shown in one study should hold true in another study 

with similar features. 

 Validity refers to “the entire experimental concept and establishes whether the results 

obtained meet all of the requirements of the scientific research method” (Shuttleworth, 2008), 
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which insures that not only the right measuring tools are used, but also that they are being 

used properly (Bailey, 1994, p. 67). Furthermore, it is the “quality of the interpretations and 

not of the test or the test scores” (Dörnyei, 2011, p. 50) which is most important here. This 

discussion focuses primarily on two types of validity: Internal and External.  Dörnyei 

describes Internal Validity as the ‘approximate truth’ about conclusions one comes to in the 

causes of certain outcomes. For instance, the use of the chi-squared test to examine the 

significance of statistical data is a reliable tool used by many researchers to prove the 

accuracy of their data, and the certified national English tests, are strong specimens of internal 

validity in this study. External Validity examines the extent to which we can generalize our 

findings to a larger group, to other contexts or different times (p. 52). This proved to be 

challenging, as Cohen, et al write; “The issue of generalization is problematical. For positivist 

researchers generalizability is a sine qua non, whilst this is far less the case in naturalistic 

research” (p. 186). In this research, it was challenging to substantiate the circumstances in 

which the use of NM was a material cause of higher scores on diagnostic tests, because there 

were no conditions created to confirm that, for example, the results were not the product of 

some bilateral circumstance. That is to say, those students who possess higher proficiencies of 

English may also be inclined to use NM more often and even the variable of motivation 

mentioned previously has the potential to skew the given results. The issue at hand is much 

more complicated than this discussion can address, and further empirical studies are needed to 

verify external validity.   

 Now that the material and methods used in this study have been accounted for, the 

following sections discuss the results, beginning with the results for the overall usage of NM 

in each classification.
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4. Results and discussion 

In this section, the results of the surveys, tests and discussions are presented along with an 

analysis of the data using the methods mentioned previously. Certain correlations were more 

relevant to the goal of this study than others and are discussed in more detail. First, Section 

4.1 discusses the possible influences of NM on English proficiency. Subsequently, the 

connections containing the most meaningful results of the study will be discussed at the end 

of that section. Lastly, Section 4.2 debates the relevance of these results to classroom 

learning. As mentioned in Section 3, the correlations have been grouped into separate 

categories and will be analyzed in their respective blocks. 

4.1. Influences of New Media on English proficiency 

Table 7 illustrates the overall usage of NM in each category and separates the responses by 

gender. The responses were grouped, tallied and given percentage ratings dependent upon the 

students’ answers to the surveys.  

 

Table 7 – Study Results of Overall New Media Usage 

Social Media Use Digital Texts Use

Female Male Grand Total Female Male Grand Total

>10 hours 12% 1% 6% >10 hours 1% 0% 1%

8 to 10 hours 18% 7% 12% 8 to 10 hours 6% 1% 4%

4 to 7 hours 33% 38% 35% 4 to 7 hours 10% 4% 7%

1 to 3 hours 24% 35% 29% 1 to 3 hours 30% 21% 25%

<1 hour to never 13% 19% 17% <1 hour to never 52% 74% 63%

Grand Total 100% 100% 100% Grand Total 100% 100% 100%

Online Gaming Use Recorded Audio Use

Female Male Grand Total Female Male Grand Total

>10 hours 3% 7% 5% >10 hours 15% 3% 9%

8 to 10 hours 1% 8% 5% 8 to 10 hours 19% 17% 18%

4 to 7 hours 4% 35% 20% 4 to 7 hours 30% 28% 29%

1 to 3 hours 15% 26% 21% 1 to 3 hours 27% 39% 33%

<1 hour to never 76% 24% 49% <1 hour to never 9% 14% 12%

Grand Total 100% 100% 100% Grand Total 100% 100% 100%

Recorded Video Use

Female Male Grand Total

>10 hours 7% 4% 6%

8 to 10 hours 13% 10% 12%

4 to 7 hours 25% 25% 25%

1 to 3 hours 43% 56% 50%

<1 hour to never 10% 6% 8%

Grand Total 100% 100% 100%
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For instance, when analyzing the table titled “Social Media Use”, we see that 12% of the 

female and 1% of the male respondents claim that they use a form of social media ten hours 

or more per day. However, this group represents only 6% of the total responses given 

(n=139). In other words, 9 of the 139 students made this claim; 8 of which were female and 1 

was male. Moreover, in descriptive terms, this text would state that 6% of the pupils were 

considered “very frequent” users of social media.  

 After reviewing the data, it was deemed relevant to first identify those NM categories that 

were used most frequently by the participants in English. That is to say, identify the largest 

percentage of respondents who claimed to be moderate to very frequent users of any specific 

NM. It was determined that the most widely used was streamed/recorded audio with 56% of 

the students claiming moderate to very frequent use of this item. Naturally, an interest was 

placed on seeing if these individuals showed any correlations to better listening skills. 

 The first block, illustrated in Figure 2, compares the use of streamed/recorded audio to 

listening comprehension. As mentioned previously, most of the students’ test scores placed 

them between the Novice and Intermediate ranges and these values were focused on, as 

shown by the trend lines in the figure. This data showed some interesting results.

 

Figure 2 - Graph showing correlations between Audio usage and Listening Comprehension

The figures reveal that the number of hours spent using streamed/recorded audio up to seven 

hours per day (moderate users) has a noticeable effect on those Intermediate (upper half) 

students’ listening comprehension. Sundqvist’s study also showed this trend of students 

reporting the highest number of hours overall in this category, however both studies had no 
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statistical significance (p = 0,097). This means, although there was a noticeable trend seen in 

one group, as a whole (all participants), differences between all the groups had no meaningful 

relationship with one another (that is to say, no scientific significance). Additionally, these 

percentages decreased drastically after seven hours of use were reported. Therefore, a claim 

that the more one listens to NM in English, the better their listening skills, is unproven in this 

study. Streamed/recorded audio use was also correlated against all the other English skills, 

including reading comprehension, writing ability, speaking skills, and gender differences with 

similar yet less impressive results. Notably, males in this category used this form of NM 16% 

more frequently than females. In essence, Long’s interaction hypothesis is supported here 

with the principle that simply listening to the target language is not an adequate means of 

acquiring an L2, as the “production of language (output), and feedback on production 

(through interaction)” also need to take place. 

 The second block represents the second most frequently used NM; Social Media. Figure 3 

demonstrates the results of another possible correlation between social media, reading 

comprehension, and motivation.

 

Figure 3 - Graph showing correlations between Social Media usage and Reading Comprehension

Again, we see a majority of students (53%) moderately to very frequently using some form of 

social media on a daily basis (29% used it occasionally). Likewise, a similar trend develops 

with Intermediate (upper half) pupils performing better up to a moderate level of use and a 

drastic drop-off after, with no significant statistical values (p = 0,752). One would think that 

social media such as Facebook and Twitter provides convincing support for Vygotsky’s SCT 

(and IH) as these networks were created as tools in order to control our lives and 
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developmental activities through interactions with others. Conversely, we are reminded that as 

a psychological process, SCT merely regards an NM, such as Facebook, as a tool supporting 

an essential biological function of communication. As stated previously in this text, “the value 

of the use of utensils in the activity of eating meat can be associated with the significance of 

using NM to interconnect with people and the world around us”, but this says nothing of the 

quality of the actual comprehension of the interaction. Even the best tools, if used improperly, 

can be ineffective for the task at hand. When analyzing the abbreviated, truncated, 

syntactically error filled language used in Social Media (i.e. “omg”; “ttyl”, “2day”, “your” 

instead of “you’re”, etc.), by nature, it is not an effective instrument (by itself) to improve 

reading comprehension. Krashen and Hatch have argued that IH involves output from an 

individual with proficient language ability. That is not to say that operators of Facebook are 

not proficient English language speakers. It is simply proposed that these users may not be 

using the language in a traditionally competent academic sense.  

 After performing the exhaustive process of analyzing the data of several possible links 

between NM used in English and English proficiency, including for example, online 

gaming/speaking skills, digital texts/reading comprehension and streamed video/listening 

comprehension, et cetera, most displayed the same “trends” as discussed in preceding blocks. 

However, the next block illustrates an example of how a correlation of NM and language 

proficiency can have positive effects on L2 learning.  

 Figure 4 shows the results of connections between online gaming and listening 

comprehension. Since the method of analysis remained the same throughout this study, they 

will not be explained in detail in the proceeding segment.

   

Figure 4 - Graph showing correlations between Online Gaming usage and Listening Comprehension
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Results for this block revealed that for the correlation tests between online gaming and 

listening comprehension, there were in fact significant differences between the skill levels of 

participants and the frequency of NM use (p = 0,016). There was an appreciably larger 

percentage of students who were considered Novice (upper half) level listeners (51%), that 

spent less than 1 hour per day, using online games compared to Intermediate (upper half) 

level listeners (20%) in the same category. Furthermore, as seen in the previous figures, the 

Intermediate students’ percentages peak at up to seven hours of use (47%), however the 

Novice students’ consistently decrease, even through ten hours or more of use (2%). Although 

the Intermediates show a similar trend of diminishing drastically after seven hours of use, the 

data indicates that up until this point, online gaming has a positive effect on students English 

comprehension skills. It should also be mentioned that, as in Sundqvist’s study, males seem to 

benefit from this more than females, due to a 42% difference (see Table 7) in students 

categorized as moderate to very frequent users (specifically, 50% males and 8% females). 

Subsequently, listening comprehension (see Figure 5) and speaking ability were the two 

proficiencies that males scored higher than females on average.

  Figure 5 – Listening Comprehension Skills Levels by Gender 

After this data was acquired, it was necessary to conduct random individual discussions with 

the students to ascertain which games were being played, and possibly some knowledge of 

their components. It was no surprise to learn that the most widely played games were 

MMORPGs such as World of Warcraft and Minecraft. These games were identified as such in 
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Sundqvist and Peterson’s studies as well. The games require the players to navigate and 

interact with other players in a virtual environment. Peterson also appends of Steinkuehler’s 

description of In-game practices include: “the titling of player avatars, letter writing, the 

delivery of detailed narratives, meeting holding conventions, rituals, the coordination of joint 

expeditions, and sports” (p. 43). The results seen in this block tend to support the principles of 

IH as perceived by Peterson who sustains that MMORPGs possess properties similar to 

language produced in real life, as they “provide a means to communicate meaning and enact 

the social relationships that are crucial in fostering literacy development”, especially in the 

category of comprehension. The largely encouraging results of this study, and others before it, 

underscore the need to explore the potential for using NM as a tool for CALL. The next 

section is an inventory of the possibilities available from a practical perspective.  

4.2. Relevance of CALL to classroom learning 

One of the goals of this study was to evaluate how NM in English could be used as an 

advantage in the ESL classroom. As exhibited in this discussion, certain characteristics of NM 

are beneficial with regards to certain aspects of language skills. Unfortunately, these benefits 

are predominately being accessed in environments situated outside of the classroom. After 

interviewing several respondents, it was learned that although some forms of NM were being 

used in English during class sessions (mainly for essay research using the Internet and the 

production of digital text for writing assignments), the vast majority of time reported using 

NM was done during “extramural” activities. This came as no surprise, however after tallying 

the data from the surveys, 56% of the respondents agreed with the statement (see Figure 5, 

next page); “The use of new media in the English classroom encourages and stimulates my 

motivation and willingness to learn the language”; students perceive these activities as 

beneficial to their learning and should be used more in the classroom. Arguably, these 

percentages could have been much greater had the 37% who had no response been exposed to 

more NM in the classroom to make a more decisive assessment of this statement. There are 

two propositions that will move the field forward that will require some original thinking. 

 First, it is important for those responsible for the development of the English course 

curriculum to embrace the fact that NM can positively challenge the student to be more active 

in the L2 acquisition. In this regard, the teacher plays a key role in actively intervening in the 

decisions made on what their students need in their development. This includes the selection 

of relevant classroom activities designed to target specific proficiencies and meet specific 
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curricular goals. This would require some support from school politicians, for instance, 

committing to research projects that involve the investigation of how games can be more 

effectively integrated into the syllabus.  

   

Figure 6 – Responses to Statement #13 of the New Media Survey 

As daunting as the development of these modified games may be, there are already a number 

of commercial products available for use. Peterson (2013) describes several of them in 

various languages. One of which is designed for children learning English called Mingoville 

(http://www.mingoville.com): 

The environment adopts a narrative whereby learners are immersed in a virtual city 

populated by English-speaking flamingoes. Each of the flamingoes has a unique 

personality. The English interface takes the form of a storybook that contains 

familiar characters found at home such as, for example, mothers and fathers and 

objects found in school including a textbook. The ten missions target specific 

language competencies and curriculum goals…Missions incorporate games that 

provide contextualized practice in using the TL [target language], such as 

vocabulary recognition and sentence construction. (pp. 134 - 135) 

By committing to projects such as this, teachers and administrators will be making a 

conscience effort to fulfilling students’ needs by making it easier and more effective for 

teachers to supervise individual students and motivate them by encouraging them to use tools 
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that are familiar to them. Likewise, as Sundqvist writes, “it is important that teachers learn 

about boys’ and girls’ different EE habits, namely, that boys spend significantly more time on 

active/productive EE activities than girls do, and that they generally benefit from doing so” 

(p. 205).  

 Secondly, teachers must take the initiative to do what they feel is best for their students. 

For example, an article published in a Swedish teacher’s union magazine periodical, 

Skolvärlden (Stridsman, 2014), interviews a head English teacher, Sara Bruun, at an 

intermediate level school in Hässleholm, Sweden. Bruun has converted her entire course to a 

NM based theme; no textbooks. For example, her eighth grade students are tasked with 

several assignments with a Nelson Mandela theme which begins with the watching of the film 

Mandela: Long Walk to Freedom (2013). They then work in groups of three to formulate a 

letter, in which they fictitiously petition for the freedom of Mandela. These letters are written 

using Google Drive, a free web-based word processor, a spreadsheet program, and a 

presentation program all built into one, “that makes it easy for her to see which student has 

written what and makes it simpler to give feedback” (p. 10). She then conducts a formative 

assessment using a screen recording tool called Screencast-o-matic to record their texts and 

give verbal feedback as she is grading them. The students are then free to listen to her 

comments on their work at their convenience. Coincidentally, she also commented that part of 

her motivation to do this came from the observation that her students were developing a lot of 

their English abilities outside of the classroom via music, movies, and MMORPGs. Bruun is 

quoted stating: 

Above all, [they play] World of Warcraft. It has lifted the English of the guys 

unbelievable. They sit at the computer and play with headsets on and speak to each 

other in English. It really gave the boys an advantage, but we must find alternatives 

for the girls. I think that the iPad can help there. (p. 11) 

Bruun’s seventh graders are doing just that by utilizing applications that allow them to create 

short animated films. This gives the girls, who tend to be shyer, an opportunity to speak 

through a character instead of standing in front of the class. From an English teacher’s 

perspective, this is an excellent way for many students’ (not just girls) to benefit from 

participating in that type of NM activity. Sundqvist adds; “Teachers may play a crucial role in 

motivating students to engage in those EE activities which are more demanding than others, 

for example playing video games in English, using the Internet in English, and reading 
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various types of texts in English, because activities such as these may be perceived as less 

accessible by many learners” (p. 205). 

 Lastly, teamwork is a skill students will need for the future. There are several digital tools 

available that will help them work more efficiently together that do not require huge 

investments monetarily. For example, Sync.in (http://sync.in.com) is a practical tool for 

collaborating on a document in real time. This program is free and extremely user friendly. It 

allows multiple students to work simultaneously, chat and review one another’s edits. 

Dropbox (http://dropbox.com) is another collaborative tool which can be used when working 

together on videos or other projects that are heavy on graphics and require a lot of storage 

space. Additionally, teachers can also use these sites for collecting homework and other 

student assignments. Likewise, it is free. 

 Clearly, these alternatives put higher demands on the educator to be more organized and 

digitally literate. It would require school principals to not only insure that every student has 

access to iPads/computers, but to also assist teachers in acquiring the training needed to use 

these digital tools. It would involve the teacher taking a “connectivist” perspective to learning 

and acknowledge that all the pool of knowledge they need is “distributed across networks”. 

These networks include Facebook groups, Twitter accounts, iPad applications, word 

processors, CALL- based programs, and many more. As discussed in the “Connectivism” 

section of this text, learning is constant, ever changing, life molding, and shaped by living. 

New Media is inevitably connected to language acquisition, and the sooner we grasp that 

institutions and individuals are both interconnected learning organisms, the sooner we can 

start reshaping these systems to be more effectual ESL literate cooperatives.
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5. Conclusions 

Due to the wave of technological advancements in the last decade, our society has become 

increasingly saturated with new tools such as iPads, computers, smart phones, iPods, and the 

like, which are steadily changing how we navigate the world. This has affected every facade 

of our culture, including the way we socialize, develop, and even how we think. Some 

institutions have evolved to embrace these changes, for example, most companies have made 

their services and products available via the Internet. Others have developed products to 

compliment these advances, such as Google, Microsoft, Apple, and Nintendo. However, some 

institutions are lagging behind, such as government agencies and especially the education 

system. As a result, the individuals who rely on these organizations’ services are forced to do 

without or seek them out by themselves. Namely, students wishing to better their language 

skills are finding the help they need outside the walls of school through New Media. The 

nature of ESL literacy has been an issue under scrutiny for some time and needs empirical 

studies to transition into the Digital Age. A number of educators have conducted research to 

explore the advantages of NM and language acquisition, however more should be done to 

reduce this “new digital divide” (Buckingham, 2007). 

 The aim of this study was to investigate the impact of NM in English on ESL students in 

Sweden and to offer practical alternatives to progress the entire field of language education 

onward into the Digital Age. Again, the hypothesis put forward in this text is that digital 

technology has shaped the way we learn. However, how this affects the field of linguistics and 

second language acquisition (L2) is ambiguous. This, and other studies like it, can narrow the 

gap between the many disciplines of education and communication, which will positively 

influence the way students acquire an L2 such as English. This study revealed correlations 

between specific NM use and higher language proficiencies in students at the intermediate 

school level (specifically in Sweden). 

 First, a description of Sociocultural Theory, as it relates to language acquisition, was 

presented, arguing that NM is a product of mankind’s need to create tools in order to manage 

our lives and development through interactions. We mediate the use of these tools in different 

ways depending on the activity, and in regards to development of communication skills, we 

resolve our cultural differences by connecting with others via NM. Although the results of the 

current study, through the analysis of correlations between social media and reading 

comprehension, did not directly illustrate what SCT was, it did show what SCT is not. That is 
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to say, as Lantolf and Thorne remind us, we are not free to simply use these tools effectively 

in any context that we would like (see Section 2.2). For example, merely using Facebook or 

listening to music on Spotify seven hours per day, does not make one English literate. Literacy 

requires the learner to focus on both proficient input and output proficiencies. 

 Next, Long offers his Interaction Hypothesis as an aid in understanding these processes of 

exposure to language (input) and production of language (output) by reasoning that L2 

acquisition benefits from individuals “negotiating meaning” through interaction. He also 

includes consistent “feedback of production” as an important part of comprehending how 

second language learning takes place. Contrasting the psychosomatic perspective of SCT, the 

interaction hypothesis, uses social and cultural factors to test the traditional definitions for 

literateness. The data in this research, particularly the correlations seen between online game 

playing and listening comprehension, support the idea that literacy is more than being able to 

read and write. The practice of online game playing provides “a means to communicate 

meaning and enact the social relationships that are crucial in fostering literacy development” 

as well. 

  This study has shown that NM activities such as, for instance, reading digital text and 

watching films were not as meaningful for English proficiency as others. However, they are 

still useful in the instruction and learning of the English language. As Bruun exemplified, by 

educating oneself on how digital technology such as, web-based word processors, screen 

recording tools, and streamed video, can be incorporated in the classroom, teachers can 

improve students’ willingness to learn. However, as this and other research has proven, 

Sundqvist suggests, “the use of music, TV, and films in teaching should be combined with 

tasks that require students to interact and to produce output” (p. 205).  

 Lastly, an effective educationalist that wishes to incorporate NM into their curriculum 

must also embrace the ideals of Connectivism. As Siemens argues; “Learning needs and 

theories that describe learning principles and processes should be reflective of underlying 

social environments” (See Section 2.4). This is coming to the realization that learners are now 

required to know a little about a lot of different subjects; informal learning is the only 

plausible way to acquire such knowledge; Technology is changing our biology; Institutes and 

individuals are both learning organisms; and it is not what one knows, but how efficiently one 

can find information that truly measures proficiency. The quality and quantity of the 

connections we make with our artifacts should become an obligation if we are to bridge the 

gap between extramural literacy customs and institutional literacy education, moving the field 

forward into the Digital Age.
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Appendix 1. Student New Media survey 

As a person born in the Information Age, you have been exposed to many different forums where the English language is being 

used via new media sources. New Media refers to on-demand access to information anytime, anywhere, on any digital device, as 

well as interactive user accounts, and creative media (i.e. social networks, online gaming, streamed video, PowerPoint 

presentations, etc.). I need your help in understanding how this may affect your English language learning. This survey is being 

conducted to evaluate your use and perceptions of new media. Your sincere input is important and much appreciated. Thank you 

for your participation! 

 

Name: Class: 

Gender: Female        Male      

 

Please indicate the frequency of use of the following items by circling the one answer that best represents the number 

of hours you spend using that item on a daily basis in English (consider that more than one item can be used at a 

time): 

Item 

O
v

er
 1

0
 

h
o
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rs

 

8
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o
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1. Social networks (i.e. Facebook, Twitter, Instagram, Kik, Reddit, 

blogs etc.) 
1 2 3 4 5 

2. Online gaming (i.e. World of Warcraft, Minecraft, The Sims, 

Second Life, Star Wars: The Old Republic, Battlefield, 

RuneScape etc.) 

1 2 3 4 5 

3. Streamed and/or recorded video (i.e. Films, DVD:s, TV series, 

documentaries, YouTube etc.) 
1 2 3 4 5 

4. Digital texts (i.e. Wikipedia, PowerPoint, e-books, sms, e-mail, 

etc.) 
1 2 3 4 5 

5. Streamed and/or recorded audio (i.e. Spotify, CD:s, podcasts, 

etc.) 
1 2 3 4 5 

 

Please answer the following statements by circling the one answer that most represents your agreement with that 

statement: 

Statement 
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D
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6. I would prefer watching films in English that are dubbed in 

Swedish without the subtitles.  
1 2 3 4 5 

7. When I chat with friends in English using new media, it is usually 

written. 
1 2 3 4 5 

8. When I chat with friends in English using new media, it is usually 

verbal. 
1 2 3 4 5 

9. The use of new media has improved my understanding of spoken 

English. 
1 2 3 4 5 

10. The use of new media has improved my English writing skills.  1 2 3 4 5 

11. The use of new media has improved my English reading skills.  1 2 3 4 5 

12. Without the use of new media, my English would not be as good 

as it is now. 
1 2 3 4 5 

13. The use of new media in the English classroom encourages and 

stimulates my motivation and willingness to learn the language. 
1 2 3 4 5 



Eric Brown (710904-9374) Degree Project (91-120); HT2014 

 

 

P a g e  | 45 

Appendix 2. Student Motivation survey 

It’s reasonable to expect that some students are more interested in learning English than others. The reasons for this can vary, for 

example, course structure, teacher ability, student ability, and even parental support are all factors which can affect inspiration to 

acquire knowledge in this subject. This survey is being conducted to evaluate your level of motivation to learn English and what 

could be done to make the course more interesting for you. Your sincere input is important and much appreciated. Thank you for 

your participation! 

 

Name: Class: 

Gender: Female        Male      

 

 

Please answer the following statements by circling the one  answer that most represents your agreement with that 

statement (note: all these statements relate to English studies, but not necessarily to your current teacher. ) 

Statement 
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n
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a
g
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D
is
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1. I think of myself as a good English language learner.  1 2 3 4 5 

2. When I talk to my friends in English, I’m not afraid of sounding 

foolish. 
1 2 3 4 5 

3. When I start an assignment it’s difficult for me to stop.  1 2 3 4 5 

4. I could spend an hour just thinking about what to write in an 

assignment. 
1 2 3 4 5 

5. When I set a goal, I’m confident that I’ll reach that goal.  1 2 3 4 5 

6. Generally, I believe that I am in control of what grade I receive.  1 2 3 4 5 

7. Generally, I feel I can understand what is being said to me. 1 2 3 4 5 

8. If permitted to do so, I will turn in writing assignments to be 

checked before a final draft is submitted for grading.  
1 2 3 4 5 

9. When I write to my friends in English, I’m not concerned that 

they will not understand my meaning.  
1 2 3 4 5 

10. I am comfortable making suggestions to my teacher on what I feel 

would make the course more interesting.  
1 2 3 4 5 

11. I generally don’t get discouraged when I do not see improvements 

in areas I’m weak in. 
1 2 3 4 5 

12. I can usually tell if I’ve done well on an assignment, or not, 

before my teacher comments on it.  
1 2 3 4 5 

 
Please take a moment to list those things that you think would make the course more interesting for you: 

_______________________________________________________________________________________________

_______________________________________________________________________________________________

_______________________________________________________________________________________________

________________________________________________________________________________________  
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Appendix 3. Reading Diagnostics Test; page 1, part 1  
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(continued Appendix 3. Reading Diagnostics Test; page 2, part 1) 



Eric Brown (710904-9374) Degree Project (91-120); HT2014 

 

 

P a g e  | 48 

(continued Appendix 3. Reading Diagnostics Test; page 1, part 2) 
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(continued Appendix 3. Reading Diagnostics Test; page 2, part 2) 
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(continued Appendix 3. Reading Diagnostics Test; page 3, part 2) 
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(continued Appendix 3. Reading Diagnostics Test; page 4, part 2) 
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Appendix 4. Listening Diagnostics Test; page 1 
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(continued Appendix 4. Listening Diagnostics Test; page 2) 
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(continued Appendix 4. Listening Diagnostics Test; page 3) 
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Appendix 5. Writing Diagnostics Test 

 


