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Abstract

This thesis posed two questions: Does gaming as an Extramural English activity
have a noticeable effect on English writing skills among English 5 students, and
is there a discernible difference in the English writing skills of gamers compared
to non-gamers? The aim of this thesis is to compare two sample groups, being
gamers and non-gamers respectively. The study has a theoretical framework
based on Rod Ellis’ principles of instructed second language acquisition, using
his principles together with ideas of linking motivation and learning as put forth
by Meyer et al, Dérnyei, and Deci & Ryan. The thesis gathered data from 60
participants from three separate classes of students of English 5 at the same upper
secondary school, this data was collected in the form of a survey, which detailed
their habits regarding gaming (or lack thereof), what kinds of games they play,
how much time they set aside for gaming on average per week, and whether or
not they think their gaming has helped their English improve. The teachers also
provided texts written by the participants, as samples of their writing skills at the
time of the survey. These texts were then analyzed, leading to the conclusion that
gaming had a negligible impact on the writing skills of the gamer focus group,
even if the gamer focus group believed that their Extramural English helped them
learn. The thesis concludes that whilst Extramural English has a positive effect
and could be used as a teaching tool, it is best studied in larger groups and over
a length of time with more focus in the future on what extracurricular interests
the participants have.
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1. Introduction

When it comes to developing students’ abilities in English, it is important to understand what
makes a student want to learn more, or how to make them willingly expose themselves to the
language which they are trying to learn. Sundqvist has argued in her research on the use of
Extramural English (Sundqvist, 2009, pp. 1, 26-27) that there is a noticeable improvement of
language acquisition in those who immerse themselves in the use of the English language in a
setting where the participants wish to understand what is being said or what is written.
Sundqvist argues that, at least partially because of this desire, participants then engage in
more Extramural English (Sundqvist, 2009, pp. i, 26-27), but not with the intent to learn, but
rather for their own enjoyment (Sundqvist, 2009, pp. 1, 26-27, 60). This process of leisure-
time involving willing exposure has been extensively studied in the past and was coined in
2009 by Sundqvist as Extramural English (Sundqvist, 2009, pp. 1, 26-27). Extramural, in this
case, stands for outside the walls, which implies that a learning activity is deemed Extramural
if taking place outside the traditional classroom setting.

Extramural English is a form of motivation-related language learning that
students partake in by exposing themselves to English outside the classroom in any
environment or form. This can range from intrinsic forms of motivation such as a hobby,
reading a book, watching a movie, TV-show or videos on the internet where English is spoken
or perhaps playing games. It can also be extrinsic in its motivational drive in situations where
situations they rely on their understanding of English in their day-to-day. Another large
proponent of Extramural English is the internet, because since 2009, there has been an
increase that is so large that it can be confidently stated by the Swedish Internet Foundation
that 96% of children in the upper secondary school level of education uses the internet daily
in 2024 (Internetstiftelsen, 2024).

Theorists, researchers and experts such as Rod Ellis (2005), Pia Sundqvist, and
Elke Peters have argued that when a student is exposed to the informal intake and output
situations of Extramural English as well as the formal in-classroom teaching experience, it
will lead to them getting a better grasp of their L2. With his 10 principles in mind teachers
could, and arguably should, make use of this untapped resource of exposure to their L2 and
find means to connect the world of Extramural English to the classroom.

This thesis intends to focus on one form of Extramural English activities which
has become more and more popular over the years, playing video games, alternatively called

gaming. Computer and TV or even phone-based digital games is something most Swedish



teenagers and young adults today are at the very least aware of, as shown by several studies
related to the widespread nature of games and internet use (Folkhdlsomyndigheten, 2024)
(Internetstiftelsen, 2024). Most of these games has English as a spoken and/or written
language option, if not having English as the only option. The thesis will focus on whether
students who choose to engage in Extramural English via gaming has better writing skills
than those who do not engage in Extramural English via gaming (Sundqvist, 2009, pp. 19-
20).

1.1 Research Questions and Aim
The aim of this thesis is to ascertain if there is a difference in English writing skills amongst
English 5 students who engage in gaming as an Extramural English activity when compared
to their peers who do not. The research questions read as follows:
1. Does gaming as an Extramural activity have an effect on English writing skills among
English 5 students who play digital games?
2. Do English 5 students assume that their English has improved because of their

gaming?

2. Background and Previous Research

In this chapter the necessary terminology used in this thesis is explained. There will also be a
brief explanation of the field of Extramural English and how it may have a positive effect on
students’ acquisition of their secondary language. Another noteworthy part of Extramural
English is how many aspects it covers in the curriculum, given how the curriculum expresses
both a need for the teacher to tailor their approach around what they think would fit their
students the best from a didactic and interest-standpoint, Extramural English being something
the students engage in willingly is a good candidate as it furthers their linguistic development
through exposure. One of the end goals being to provide support in such a way that it lets the
students get as far as they possibly can in their linguistic development (SNAE, 2021). The ties
to the curriculum are vital for the idea of Extramural English functioning in an educational
context, but another thing to consider is the research behind the concept of Extramural

English.



2.1 Important Terminology

2.1.1 Extramural English

Extramural English was created in 2009 by Pia Sundqvist (Sundqvist, 2009, p.25). Sundqvist
uses this term to describe intake of English by engaging with activities or hobbies where an
understanding of English is vital for partaking in the activity or subject. Sundqvist concluded
that students who often partook in Extramural English activities had a noticeable
improvement when compared to their peers who did not participate (Sundqvist, 2009, pp. i,
26-27).

The term Extramural English functions as a form of umbrella term for both
intentional and unintentional English learning (Sundqvist, 2009, p. 26). Whilst the concept
and practice of Extramural English has existed for a very long time in various forms,
Sundqvist importantly made sure to account for one of the biggest platforms of Extramural
English, the internet. The internet is arguably one of the most effective spreaders of
Extramural English simply due to the sheer scope and outreach it provides. One such example
is the community of gamers online, as the community that encapsulates gamers connects
people of all walks of life using one of the most commonly shared languages.

Despite its very frequent use, the internet is only one of the major sources of
Extramural English students encounters in their day-to-day lives. This means that students
today have a far greater opportunity to experience more Extramural English than those from

just a decade ago.

2.1.2 Gaming

Playing video games as a hobby entails a myriad of variables, especially when it comes to
how it may engage a person in Extramural English. Opportunities for input and output range
from how players communicate, by speaking or writing with others, to being exposed to the
dialogue or text in the games. Some gamers engage in gaming far more than others, some
view it as a simple hobby, but for some others it is a lifestyle dictating their day-to-day
(Sundqvist, 2019, pp. 102-103).

One of the most important aspects for the undertaking of this thesis is what
defines a person as someone who plays videogames, colloquially known as a gamer. In this
thesis the line separating a gamer from a non-gamer has been drawn by dividing gamers and
non-gamers via the amount of time they put into playing video games over a weekly period,

as measuring time playing games has correlated with people considering themselves gamers



(Yim, et al, pp. 4-5). as there is a clear difference between those who barely touch video
games, if at all, and those who pour a majority of their time into playing on a daily basis
(Yim, et al, pp. 5-6). The difference between various categories of time distribution goes as
follows:

. 6+ Hours.

. 4-5 Hours.

. 2-3 Hours.

o Roughly 1 hour.

. None.

These timeframes are based on approximation, as it is unlikely that participants
keep times marginalized down to the minute, so settling for an approximate time window of
hours per day and then measure that on a day-to-day basis every week. This is then paired
with days per week, ranging from 1 day to 7 days per week.

The reasoning behind the dividing of time allotment into groups were partly
based on the recommendations of Patel and Davidsson (2019, p.102), as they argue that
giving a more concrete selection of some pre-determined answers tends to give more concrete
answers, rather than leaving the time estimates up to the participants. Participants are thus
more likely to give an answer that is accurate to their day-to-day habits, whilst still giving
them enough flexibility to give an accurate answer without risking ending up bundled together

with the wrong focus group.

2.2 Writing Skills in the Curriculum and Syllabus for English 5

Writing skill, alternatively called writing proficiency, in and of itself needs to be explained: In
previous studies done by Sundqvist (2009; 2019). An individuals’ writing skills can be
gauged by examining their word usage, the scope of their overall vocabulary, signs of
advanced word usage, their grasp of grammar and sentence structuring. It involves both the
participants’ ability to make use of their argumentative as well as creative skills in a written
form.

The way that Extramural English connects to the English-5 syllabus and the
curriculum is how the curriculum and the syllabus both differentiate between Formal and
Informal forms of English when assessing a learners’ skills and linguistic development
(SNAE, 2021). When it comes to the syllabus, it clearly states that the point of English as a

subject to be taught is to help students "[...] Communicate with others, feel confident in their



communicative ability and foster the desire and skill to dare use their English in different
contexts, levels of formality and in the contexts of various settings and task-related
undertakings " (SNAE, 2022). This means that whilst English learners will benefit from
partaking in Extramural English it will be especially important for the in-classroom teaching
and learning to balance the informal with the formal.

The syllabus wants students to be versed in formal as well as informal settings,
where the teaching done in the classroom largely presides over the formal (SNAE, 2022). The
curriculum likewise stresses the importance of differentiating and clarifying where and when
a formal or informal production of L2 is applicable, so that learners are equipped
linguistically to handle conversation or intake in any formal or informal setting (SNAE,
2021), the key differentiation between formal and informal English is the setting, topic or

context of the English production, as well as the language used (SNAE, 2022).

2.3 Previous Research
As previously mentioned, there are plenty of studies regarding Extramural English and its
effects on the various important aspects of English.

The first and most foundational one for Extramural English is Sundqvist’s 2009
dissertation (Sundqvist, 2009, pp. 1, 26-27). Here she establishes not just the fundamentals of
Extramural English but also setting a precedent with possible methods for gauging a students’
development through Extramural English.

In that dissertation she collected data related to her participants vocabulary, their
oral proficiency and how much time they spent on Extramural English overall. The oral
proficiency and vocabulary were both gauged through tests in which the students were then
assessed individually, whilst the Extramural English was measured via the use of one-week-
long language diaries and a questionnaire, both assignments were designed to see just how
much time a student spent on Extramural English. She concluded at the time that Extramural
English indeed has a positive and significant effect on oral proficiency and the size of
participant vocabularies. This was later corroborated by similar results in several other studies
(Sundqvist, 2019). She also concluded that Extramural activities that required the participant
to actively partake, gaming is one such activity, were more impactful than Extramural
activities where participants were more passive.

The second work written by Sundqvist (2019) used for this thesis was written

with the purpose of defining whether different genres of videogames produced different levels



of secondary language acquisition. In other words, it was intended to measure whether
playing different genres of games contributed to her study participants acquiring different
levels of improvement, if any improvement at all. The participants were in the teenage
bracket, Swedish students ages 15-16. The study used receptive vocabulary tests on the large-
scale group A, and interviews and essays on group B. In addition, a survey, based on a Likert
scale was used to measure the participants time allotment to gaming per week/day and
preferred genres of games, and where the participants believed they learned English the most
(Sundqvist, 2019, p. 92).

Sundqvist concluded that out of all the angles she measured as a part of the
study, she saw a pattern emerging. The most crucial factor in the betterment of the
participants L2 was not necessarily the game genre, even if that factored in to a degree
(Sundqvist, 2019, p. 104). The most important aspect was time-to-task, in other words: How
much a participant played then played into their average level of L2 proficiency shown in
their production, as Sundqvist showed that gamers on average had a larger vocabulary and
struggled less with words that were considered difficult (Sundqvist, 2019, p, 104). This shows
that there can indeed be a measurable difference in a student’s L2 proficiency, thus also their
writing, if they play video games. This can also be taken into another context, games being
considered a form of immersive input and fostering engagement by stimulating the students’
need to learn to understand that which they want to engage in, following Ellis’ 6, 8, and 9t
principles of language (Ellis, 2005), which will be elaborated upon in the Theoretical
Framework.

Another prominent name in the Extramural English field of linguistic research
is Elke Peters. Her focus has been mainly on informal language learning as well as on the
acquisition process itself. Peters conducted a study in 2018 which involved participants are all
Dutch-speaking individuals in the age-brackets of 15, 16 and 19-year-olds, the 16-15 brackets
were recruited from the fourth year of secondary education, with the 19-year bracket coming
from their first year of their university studies (Peters, 2018, pp. 9-10). The participant’s
vocabulary was measured via a so-called frequency-based multiple-choice test. This is
essentially a list of 120 words, called items, which were written into a multiple-choice format,
where the multiple choices were definitions with three wrong answers, one correct answer,
and an “I don’t know”-option (Peters, 2018, p. 10), as to avoid falsifying data by guesswork
in the lack of a neutral choice. The words chosen were purposefully not cognates, words

derived from other words, or loan-words from other languages. Peters does admit that the test



may be a tad conservative in favor of giving the result a higher degree of accuracy of English
(Peters, 2018, p. 10-11).

Alongside the test came a questionnaire like the one undertaken in this thesis,
the purpose of which was to find which types of Extramural English activities were the most
common. Through comparing and analyzing the data provided by the test results and the
questionnaire, she came to the conclusions that not only is Extramural English something
frequent between Flemish 16-19 year olds, it is also proven that there is a positive effect on
vocabulary growth, and that the most common forms of Extramural English were listening to
music, watching non-subtitled movies or TV-programs, as well as video games and the
internet. Her insight into how language can be picked up by people via immersion and
engagement makes important points about the ties between participant students’ hobbies and
their motivation to learn. This then links to their acquisition of the English language to
motivation (Peters, 2018, pp. 7-8).

Besides Sundqvist and Peters, there have been many more studies and research
regarding Extramural English and its effects. One example is Chen and Yang (2012) who
studied the vocabulary growth of a focus group of 35 college students who were asked to play
a puzzle-based adventure video game which consisted of audio, visuals and problem solving
in English. They used pre-and-posttest model, where this focus group of 35 individuals were
to first take the test to gauge their English vocabulary and how they could successfully
translate it to Chinese. After this, the participants were introduced to the video game titled
BONE - a narrative driven game of the adventures-genre including logic puzzles. This game
has dialogue in both spoken and written English. To make progress, it requires an
understanding of English, without relying on trial-and-error methodology.

After a pre-set period of playing the game, there was a noticeable increase in
overall test scores, with the participants reporting that their English vocabulary had noticeably
improved. Chen and Yang argue that the reason for these improvements could be found in the
games’ dialogue being on a casual and conversationalist level. They then theorize that this
helped the participants in their word acquisition and usage, this being a case of Extramural
English provides strong motivation to learn the L2 by an immersive input (Ellis, 2005, p.
214), and the more motivation a student feels towards English overall is directly reflective of
their improvement through use of Extramural English (Meyer, et al. 2024, p. 10). Chen &
Yang also used a survey in their test, to gauge their participants experiences with the game

BONE. Their conclusions were based on a comparison of a pre-test and a post-test, taken



before and after their play-through of BONE. What they found as a result of their inquiries
were that those who participated in the study did notice an improvement in their vocabulary
across both their focus groups when comparing their post-playthrough tests with their pre-
playthrough tests, indicating that there is a correlation between engaging in Extramural
English activities such as video games and expanding ones vocabulary (Chen & Yang, 2012,
pp.133-134).

Having looked over all these previous studies, it is important to keep in mind
that there is a potential for Extramural English to increase the vocabulary, that it encourages
those who partake in it to learn through engaging those who do in activities that would
motivate them to learn through exposure to English in practice. It also keeps the learners
motivated, letting them to passively acquire a broader vocabulary, gaining explicit knowledge
which then over time can become intrinsic through repeated practice both in and outside the

classroom.

3. Theoretical Framework

In this chapter the role of motivation in education will be examined in context of Extramural
English, using Zoltan Dornyei’s motivation construct (Dornyei, 1994, p. 279) as inspiration,
as well as looking at how Extramural English can motivate students into learning through
intrinsic motivation, as presented by Edward Deci and Richard Ryan. These theories will be
presented with Rod Ellis’ approach to language teaching instruction, his 10 principles are
used to show Extramural English is a source of further L2 acquisition that a teacher can
utilize.

The theories laid out in this chapter will be taken into consideration from three
standpoints: What should be taught, how should it be taught and why should it be taught, as
these three guiding questions are important for any teacher to take into consideration, and in
this case that is related to motivation, and how to make good use of Extramural English. 1t is
important to note that not all of Ellis’ principles will be accounted for in this thesis, as some
of them are not related enough to Extramural English to be mentioned in the theoretical

framework of this thesis.

3.1 Rod Ellis’ 10 Principles on Teaching and learning English
In his pursuit to formulate a set of general principles for language pedagogy in relation to
second language acquisition Rod Ellis came to what he calls his 10 principles on teaching and

learning English (Ellis, 2005). These principles are meant to be something for the teacher to



keep in mind when formulating assignments and in their approach to their students, and for
the purpose of this study they show where and how the motivation from Extramural English
factors in for the learners. However, Ellis also recommends caution since this generalized
approach might not be applicable to everyone. Nevertheless, he underlines its importance as
there is a need for a set standardization of a subject as broad and varied as Second Language
Acquisition. What follows is a summary of the 10 principles, to elaborate on how motivation
derived from Extramural English is important to SLA.

Principle 2: Ensure that learners focus predominantly on meaning.

Ellis stresses that there are two different meanings - semantic (Grammatical structures/lexical
item meanings), and pragmatic meaning (Contextual meaning derived from communication)
(Ellis, 2005, pp, 211-212). According to Ellis, these two forms of meaning also have different
instructional approaches. When a teacher approaches semantics, Ellis means that their
students should approach English as what he calls an object and a function (Ellis, 2005, pp,
211-212), an object to be studied and understood from a learning standpoint, as languages
operate on an internal logic which must be mastered for proficiency, which will bolster their
desire to learn (Deci & Ryan, 1985, p. 259).

In comparison, pragmatic learning revolves around English as a tool of
communication, meaning that one needs to facilitate situations where exchanges are made and
received. (Ellis, 2005, pp. 210-211). In short, this means the teacher should make it clear to
their students that English is a necessary tool of communication, giving them a reason for why
they should bother to learn it in the first place, tying it into Dornyei’s writings on (Ddrnyei,
1994, pp. 277, 279) that intrinsic drive to understand their chosen entertainment (Deci &
Ryan, 1985, pp. 261, 267, 269).

Principle 4. Develop implicit knowledge of the L2 while not neglecting explicit
knowledge.

Implicit knowledge in this context is linguistic knowledge that is both stored and accessed
subconsciously, meaning what can be used without even having to think about how to use it.
Explicit knowledge on the other hand, is the more distinct knowledge which on the other side
of the coin, it is the knowledge that the speaker needs to try to use or recall if encountering a
linguistical problem with their L2 (Ellis, 2005, pp. 213-214).

Now consider Extramural English, it facilitates situations where students have a
task they need to complete, where they must use their knowledge of English, either to

complete the task or to communicate with each other. Since by having to rely on their explicit
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knowledge, those acquiring the L2 will then take that explicit knowledge and turn it into
implicit knowledge through practice (Ellis 2005, p. 214-215). One form of such practice is
gaming as an activity. It in and of itself can be viewed as both the encouraging factor, and the
metaphorical reward through understanding and thus increased enjoyment and proficiency.
This thesis gauged this by asking the students about how much they themselves perceived
their gaming helping their written English and thus increasing their confidence and intrinsic
motivation (Ddrnyei, 1994, pp. 278-279). This is contrasted by looking at how the students
themselves actually performed.

Principle 6-8: Language learning requires extensive L2 input and output,
preferably based in interactions.

Ellis is very clear on this point, saying that it has been shown that large portions of input is
significant for a language to be truly learnt. Therefore, the teacher had to expose the students
to the language in question and that in general, it is believed that the more input a student
receives, the quicker they will learn in language learning (Ellis, 2005, p. 217).

According to Ellis, a teacher should make sure to engage students in only
communicating in the L2 whilst in class and only provide instructions in English. In addition,
the teacher should initiate collaborative tasks in smaller or larger groups, as communication is
key to learning (Ellis, 2005, p.218). Through this approach, the students are forced to pay
attention not just to their own grammar, but that of those they are communicating with. It also
leads to opportunities to improve output and input via longer strings of communication
between participants (Ellis, 2005, p. 218). This in turn should make explicit knowledge
implicit. Interaction leads to learners developing newer and better interactions and thus makes
their input and output more comprehensive and allows them to develop new forms (Ellis,
2005, p. 219). This means to teach in a way that encourages the students to use their L2s and
provide contexts that offer the full range of their language use rather than restricting them
(Ellis, 2005, pp. 219-220).

Principle 9: Instruction needs to take account of individual differences in
learners.

Ellis says that there are two general keys to instructing in a good manner, that students are
motivated, and that the instruction is matched to the students’ particular aptitude for learning.
By engaging the students’ intrinsic motivation, the teacher may find out whichever method

works the best and apply it to their teaching style (Ellis, 2005, p. 220).
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Principle 10: In assessing learners’ L2 proficiency it is important to examine
free as well as controlled production.

Lastly, Ellis mentions how it is important to assess all aspects of a student’s production to
gain a more complete understanding of where they are linguistically, both via constructed and
free responses (Ellis, 2005, p. 221).

To summarize the 10 principles concisely: by using interaction and immersion
students have a chance to use the grammatical rules they have been taught in practice and
learning by exposure in a controlled setting (Ellis, 200, pp. 210-211). This is comparable to
how those engaging with gaming as a hobby intentionally expose themselves to situations
where they get a chance to practice in real-time both through input and output, having
intrinsic motivation to engage with it willingly (Deci & Ryan, 1985, p. 259).

Extramural English is one way to attain explicit knowledge through experience,
be it conversational or through understanding meaning or linguistic rules. Ellis stresses that
implicit knowledge is not inherently superior, however (Ellis, 2005 p. 215). So, if the teacher
focuses on both forms of knowledge, as in the examination of writing skills, both forms of
knowledge are at play. Ellis does point out that implicit knowledge arises out of explicit
knowledge, which in turn rises out of interaction as well as engaging in English media.
Getting the participants involved via immersion is one way to encourage interaction and
engagement.

Here are a few examples of Language Immersion, or learning in an authentic
setting, to foster engagement: Think of immersive mediums such as movies, video games or
books in audio or written forms. If the students can shut out the outside world and set their
focus on something like the narrative in a game whether they communicate with other players
or not, the story of a movie or the dialogue and descriptions of an audio book, they will be
continuously given input from these various sources they themselves chose, and thus have the
motivational drive to really engage with and take in the input, explicit knowledge becoming
implicit via repetition and practice motivated by fun.

This form of language immersion occurs both physically in exchanges of words
and interaction as well as by the absorption of media. If the student needs to communicate in a
naturally occurring and non-forced informal manner it can be considered immersive L2
exposure (Sundqvist, 2019, p. 88), another method a teacher could use to instruct language
would be to let them choose what medium interests their students the most, and then have

them report on it orally or via writing, as that would not just show their grasp of English in a
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communicative sense, but also in how they have understood their source material from a
language standpoint.

As long as the teacher remembers to provide plenty of chances for extensive L2
input, be it conversational in the classroom or through exposure by media extramurally (Ellis,
2005, pp. 216-218), it has a higher likelihood that the 12-learners grasps their L2 more
naturally, with experience as well as textbook grammar rules. Ellis also underlines why Ellis
studies are relevant to a topic such as Extramural English, as interests and topics the students
might want to talk about can be relevant since they foster engagement (Ellis, 2005, pp. 218-
219).

3.2 Confidence and Extramural English as motivation

Looking at Ellis’ principles as guidelines for a good teaching approach to Extramural English,
one can contextualize Ellis” writings of motivation with Zoltdn Dornyei’s Motivation
Construct (Dornyei, 1994, p. 279). Whilst he examined motivation to learn at various levels
based on different aspects of motivation, the level that is most defining to this thesis is the
second level of L2 motivation: The need for achievement and self-confidence. As mentioned
before, Gaming as a medium tends to encourage understanding and rewarding that
understanding of the language through success in the games themselves, fulfilling that need
for achievement (Dornyei, 1994, pp. 277, 279), and that partly relates to why gaming was
chosen as the Extramural English activity of study.

Extramural English is built on the idea that by engaging with these out of school
activities willingly, students in turn foster a need to understand, and have a passive intake far
larger than most. The likelihood of the students paying attention or being receptive to any
intake 1s lowered without a motivational drive or factor. When it comes to motivation in
learning, Extramural English can be a very potent tool for getting the engagement and
motivation required, as motivation is also a crucial part of the very concept of Extramural
English itself (Sundqvist, 2009, pp. 10, 13, 16-17, 19).

When looking at the various forms of Extramural English that exists, most of
them are either forms of entertainment or a part of spreading information and communication,
which is something that the youth of Sweden today are exposed to from a young age
(Internetstiftelsen 2025), which provides the input, the output and even the means of
communication that is sought after by the 10 core principles to teach an L2. Of course, this

means they have intake and output in speaking, listening as well as writing, and that it varies
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depending on the medium, but it is still reasonable to argue that the sheer amount of exposure
from the Extramural English that the youth of today is exposed to factors into their
performance in the classroom. This engagement and ‘fun’ factor can in turn be to the benefit
of the learner, hence it’s relevancy: By improving, it is likely that the learner could participate
in more Extramural English, essentially leading to a repeated cycle of feedback, as high-
performance results come from enthusiastic engagement, and better end-results in turn yield a
higher likelihood of more positive participation, which in turn will lead to better results
through positive reinforcement, harkening back to Dornyei’s model where interest can lead to
exposure, which then leads to proficiency and thus higher confidence in their L2 proficiency.

But that is not the only form of motivation, as to have an interest there is, by
default, intrinsic motivation. In the current thesis, intrinsic motivation is key, because
Extramural English as a method of learning is, in part, built on intrinsic motivation. It
requires the individual being exposed to the English language to be partaking in the medium
with the desire to understand, being thus motivated in their intake and output and thus
fostering better learning, as Ellis wrote in his 10" principle (Ellis, 2005). It is also worth
noting that the 8" principle reinforces the need for the instructions, and thus assignments
designed by the teacher, to be based in what motivates them (the students) to learn by
interacting with English naturally (Ellis, 2005, p. 219-220) (Deci & Ryan, 1985, pp. 256-257).

Intrinsic motivation entails the learner having some form of motivation rooted in
a strong want or need for understanding of their chosen language. Comparatively, extrinsic
motivation is rooted in external factors such as pressure from a requirement to reach a certain
grade to achieve their goals or perhaps expectations of others, as well as how that form of
motivation may have an effect on the teacher’s approach to their students, which in turn has
an effect on the students’ performance (Deci & Ryan, 1985, pp. 261, 267, 269).

Now, with motivation established as a key factor of Extramural English, this is
how a teacher may approach it: What should a teacher teach in relation to Extramural
English? If a teacher wants to be successful in utilizing the potential of Extramural English
they should adhere to the ten principles. If a teacher knows their students well, they might be
able to create an engaging assignment by leaning into their interests (Dornyei, 1994, p. 281),
however, whilst Extramural English works great as an incentive-providing motivator, it
should not be the focus. Deci & Ryan provided an apt quote: “[...] Effective learning occurs
[...] when the primary reward is one’s intrinsic satisfaction with one’s accomplishments [...]”

(Deci & Ryan, 1985 p. 247), gaming as an Extramural Activity is a good example of a direct
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reward coming from the students’ understanding, and thus giving them both an increase in
confidence and an incentive to get more input from their hobby.

How should a teacher teach in relation to Extramural English?

One key aspect of Extramural English is that it is not an activity or situation related to the
classroom, hence being extramural. This does not mean a teacher should ignore it completely,
as it could be viewed didactically as a passive or background support structure to what is
being taught. The teacher should just be mindful to make sure the students are equipped to
both handle formal and informal uses of English, making sure they do not rely too heavily on
informal English, and providing them with situations, assignments and grammatical structures
and rules to ensure they can use both their formal and informal sources of English to its full
potential, so long.

Why should a teacher teach in relation to Extramural English?

Looking at Extramural English, it opens possibilities for students to learn out in the real
world, or on the web, presenting opportunities that normally would not rise in the
classrooms’-controlled environment. It lets them use what they learn in the classroom, and
then also have new experience and L2 input given to them. If a teacher is aware of their
students partaking in Extramural English, exploiting this avenue of motivation via common
themes or use of commonly used extramural activities in the classroom could stimulate the
class in ways other means would not. This does not mean that everything should be to pander
towards an Extramural English connection but rather try to get a similar form of motivation.

There are, of course, many ways to encourage motivation in students. It is,
however, important to note that there are several kinds of motivation which determine just
how efficient the learning method will be (Deci & Ryan, 1985, p. 248), and the two most
important ones for learning via Extramural English is the extrinsic and intrinsic kinds of
motivation.

In didactic linguistics, motivation is often discussed as a powerful tool for
helping students in their linguistic development, with Deci & Ryan (1985) arguing that factors
like the teacher’s approach to their students or the classroom arrangement being more
informal can lead to better motivation which in turn leads to long-term better results (Deci &
Ryan, 1985, pp.248, 250-252). They also wrote that one of the most important distinctions in
using motivation in didactics is the differentiation between intrinsic and extrinsic motivation
which can be described as two different kinds of motivation altogether (Deci & Ryan, 1985,
pp. 256-257, 260-263).
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4. Method

In this chapter the method and process used to gather data has been explained, followed by the
methods used for analysis. Validity and reliability will be discussed, and lastly, in this chapter

there is also a breakdown of the ethical considerations of relevance for this thesis.

4.1 Participants and Participant Selection
Based on convenience sample selection (Patel & Davidsson, 2019, p. 140) an upper secondary
school was petitioned for access to willing teachers and, ideally, sixty students (30 gamers, 30
non-gamers) that these teachers tutored in English 5 for a brief in-the-classroom test period
during one lesson per group (Cohen et al, 2018, p. 134). Whilst the study got access to 60
participants, the focus groups were uneven with a 41 gamers and 19 non-gamer split, because
of the sample selection process not having any way of knowing the distribution beforehand
due to the nature of the study and time-constraints (Patel & Davidsson, 2019, pp. 76-77).
Three English teachers at the upper secondary school were contacted via email
or in-person in the early spring of 2025. The teachers were asked whether they were willing to
participate in a study of Extramural English which would them to volunteer one of their
English 5 classes. This created a selection-frame for the thesis (Havevi & Viscovi, 2016, p.
162) and also ensured the likelihood of a large attendance per participating class and per
testing moment, as these occurred when each teacher had them all attending what is referred
to as a Mentorstid, a weekly meeting where important information is shared between the
teacher and class (Wibeck, 2010, p. 64). The participants were petitioned to provide data in
the form of answering a survey in relation to students’ extramural activities and gaming
habits, with their written texts providing statistics, for the purpose of showcasing their writing
proficiency. This was made clear to the teachers beforehand, as well as the participants when
they were presented with the study and prospect of participation (Hagevi & Viscovi, 2016, p.
176). It was also reiterated for clarity that the texts and survey results were to be examined
from a purely statistical standpoint, and that the students, teachers, and school were going to
be kept anonymous for ethical reasons (Patel & Davidsson, 2019, p. 96), and that participation
was not mandatory, and they could leave the study without needing any reason for doing so.
These samples of students were from three separate classes, all studying the
Technology Program in the same school but under different English teachers. The participants
were not informed about whether any other classes were participating. The participants were

given the survey measuring their habits in gaming (see Appendix A). The results of this
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survey were then split into two focus groups — one experimental group consisting of students
defined as gamers, which was based on the criteria of time dedicated to gaming per week, and
one control group of students defined as non-gamers based of the same criteria (Patel &

Davidsson, 2019, p. 76).

4.2 Survey Construction and Content
The survey (Appendix A) consisted of fourteen questions which were designed to attain
information regarding the participants’ gaming habits: Whether or not they used subtitles,
what genres of games they played, if the games required communication in English, whether
or not they perceived their writing skills were improving as a result of their gaming, and of
course the time allotment per week. Three of the questions had Yes/No answers, two
questions were scale questions about time allotment. Five questions were scale-questions not
related to time-allotment. Eight of the questions were related to what game preferences the
participants had and if these preferences involved English. There were four questions where
the students could write their answers freely (Patel & Davidsson, 2019, pp. 102-104).

The question regarding how many hours per week the participant estimated they
spent doing the Extramural English activities was key to this thesis and thus based on a
similar question used by Sundqvist (2009, pp. 36, 190-191). There were parts where the
question differed from Sundqvist (See Appendix A), as the questions were formulated with
writing skill and gaming habits in mind instead of Extramural English in its entirety, which
was the focus of Sundqvist (Sundqvist, 2009, p. 77). The questions were designed to be
understandable for any participant, easy to answer accurately and to provide data which both
could be analyzed for any potential patterns amongst the gamer focus group, and so that the

results could be measured as statistics.

4.3 Data Collection Process

The schools were petitioned for access to willing teachers and a class that they tutored in
English 5 for a brief in-the-classroom test period, one lesson per class. When the teachers had
been contacted and briefed on how the data gathering process would be conducted, there was
a verbal briefing for the participating students. This briefing was at the same time as when the
study was to be carried out. The students were asked if they wanted to participate and were
then handed a copy of the survey each (See Appendix A), which the students answered in as

much or as little detail as they wished. There was no time pressure, nor incentive to go out of
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their way to be as thorough as possible. Alongside the survey they were handed a letter of
consent. The author had no contact with the participants prior to the test, nor after, as to
maintain impartiality as well as student confidentiality. To ensure the anonymity of the
participants in this thesis, any identifiers had been removed (Cohen et al, 2018, pp. 129-130)
after the data had been sorted and analyzed.

In total, the entire procedure took between 20-40 minutes per class. Out of the
75 students asked to participate, 15 of them did not wish to participate for undisclosed
reasons, and thus 60 participants answered the survey and had a text submitted to the author
of the study. Once the survey results had been handed in, the author removed themselves from
the classroom and classes presumably resumed as normal.

At the next stage of the data collection process, the survey responses were
paired up with texts. These texts were written by the participating students earlier in the term,
unrelated to the study at hand, and were used as samples of the corresponding students writing
skills. These texts were acquired by requesting samples of the participating students’ written
works from the participating teachers individually, with the specifications that they needed to
be comparable to each other in levels of formality and subject-matter, the subject matter being
students own experiences, thoughts and opinions and answers to a thought-provoking book
they had been reading in class, the texts were all of an introspective nature, as well as
descriptive, and the level of formality not being too formal, but not so informal as to not be
considered an academic text. Whilst these texts were not entirely the same, the three classes
had different assignments after all. The students wrote about individually chosen topics, or
thoughts and conclusions, they still showed comparable results and were of similar lengths.
The texts were provided by the participating teachers in paper form, as that was what was
readily available.

Once these texts had been examined and paired up with their corresponding
survey results, a comparison could be made between the two focus groups, based on the
amount of errors made as well as the complexity of the language used when measured by
syntax, vocabulary range, and lexical diversity. These measurements were acquired by using
the data analysis program TAALED (Tool for the Automatic Analysis of Lexical Diversity)
which was fed transcribed digital copies of the written texts, which kept all the mistakes made
by the students with no corrections from the author of the thesis, as to avoid skewering the

data, as well as there not being corrected copies of the texts made due to time constraints. The



18

program broke each text down into tokens, instances of words of various types, which

provides a way to easily calculate the data (Patel & Davidsson, 2019, p. 142).

4.4 Data analysis writing skills
The students’ writing skills were to be measured by a thorough analysis of their written texts
based on criteria in Sundqvist’s (2019) study. These included:

o Vocabulary breadth (diversity of words)

o Use of advanced language (Lexical/Syntactic sophistication and/or
complexity)
o Grammar and spelling mistakes.

The categories were chosen specifically to cover several important aspects in the use of
language that were quantifiable. Vocabulary breadth, the diversity of words used in the
written texts, comes down to word diversity. There are two types of words when it comes to
distinguishing how broad a set of vocabulary is (Sundqvist, 2019, p. 99). Firstly, the words
were separated into two groups: Content words, and Function words. Content words make
complete sense on their own and do not rely on other words for context or meaning. These
words are categories such as nouns, adverbs, adjectives and main verbs. Function words on
the other hand are those that are wholly or partially reliant on other words to form a meaning
when in a structure or sentence, examples of this being conjunctions, prepositions, auxiliary

verbs, modals, determiners and qualifiers.

Since the process would be time consuming to do manually, the software
TAALED was used to tally each instance of content words and function words per text. The
data showed the respective amounts of content words and function words represented by what
TAALED calls tokens. Using the numbers of these tokens the average-per-participant for
gamers and non-gamers respectively was calculated (Kyle, Crossley & Jarvis 2021, p. 159-
161). It is worth noting that TAALED used LEMMAS as a basis for its word detection
software, which are words, and their various variations, as defined by dictionaries. This means
that the words sit and sat, as an example, would both be considered versions of the word sit
(Kyle, Crossley & Jarvis, 2021, p. 160). TAALED was also used to calculate each text’s TTR
score. TTR Stands for Type Toke Ratio and was calculated by taking the number of unique
word types split by the total number of word tokens. This was used to discern the lexical

diversity, the higher the TTR the more lexical diversity, which gave a case-by-case of each
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document. An overall average of higher percentages would mean that the group in question
has an overall higher average of word diversity. Finally, spelling mistakes and grammatical
mistakes, which were counted manually in both categories by the author of this thesis. These
errors provide further insight into the participants’ writing skills. The counting was done by
thorough examination of each transcribed text by the author, as well as using the
spellchecking program in Word as assistance, since the transcriptions were originally done on
Word documents, using the American English language setting whilst taking British English
spellings into account. Once the data had been acquired, it was time for group comparisons,
which were accomplished through tallying and comparison of the parameters mentioned
previously, as well as calculating the TTR. A texts TTR is calculated by taking the number of
unique words per text, the types, and then dividing them by the total number of word tokens
in any given text (Kyle, Crossley & Jarvis, 2021, p. 154-155), note that the results of the TTR
are affected by text-length, which has been considered in the results of this thesis. Besides the
TTR calculations, texts that stood out from the rest also had their errors normalized, showing

how many errors occur per 100 words, which will be shown later in the results.

4.5 Reliability and Validity

The participants of the study were not known to the one conducting the survey, the only time
they ever came into contact with the one conducting the survey was the moment where the
survey itself was passed out to the participants, and no contact were to be attempted or
maintained with the participants after this moment of the study, as to avoid any form of
preferential selection or risk for the participant confidentiality being compromised
(Vetenskapsradet 2024, p. 86). The participants not being known to the author of the study
prior to the test moment also lends itself to ensuring validity, as there is no risk the halo
effect, where outside information skewers choices made (Cohen et al, 2018, p. 267).

The texts chosen were works that the participants had already produced on the
demand of their teachers with no relation to the study at hand, as to avoid any potential
influences that knowledge of the study might have on the participating students’ performance
(Cohen, et al. 2018, p. 247-248, 250), i.e. the Hawthorne effect. Examples of such influences
on the results range from incentive to prepare in advance for a better result than what they
might ordinarily achieve, nervousness over having to perform with the results being publicly
available despite the anonymity, not wishing for anyone else to partake in their work (Cohen,

et al. 2018, p. 122, 267). It is worth noting that the texts received were not about the same
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subject matter but were deemed similar enough as to be usable for the intents of this study.

They were all argumentative texts where they expressed their own thoughts and opinions.

When discussing reliability and validity in relation to a study like this, defining
the two concepts is important. Thus, reliability in the context of research is summed up as
consistency, the reliability of a test to be repeatable and how reliably it would yield consistent
and comparable results. It indicates the quality of the chosen methodology and the data it
provides in relation to the research questions, and whether the results disprove alternative
possibilities by being conclusive and repeatedly provable, or not. In this context, the questions
for the survey were formatted with the topic of the RQs in mind (Cohen et al, 2018, p. 267),
looking into several aspects of how the participants engage with gaming and how the gaming
in turn affects them, to find if there were any emergent patterns, as well as if there was any

obvious differences between the non-gamer focus group and the gamer focus groups’ texts.

Validity on the other hand is if the data produced represents the truth and is not
just a result of circumstance. The validity of a work is measured in the way the result of the
study reflects reality outside the focus groups. To prove a work as having validity there are
several different precautions that can be taken. In this study, participants were selected by the
teacher asked to participate in the study, picking between their various classes that fit the
study requirement of having English 5 in their classes. The participants in the focus groups
remain completely anonymous beyond whether they participate in gaming, and the
comparability between the group who does play games versus the samples of the one who
does not. The questions in the survey were written to be as clear as possible whilst still
allowing the students to give as much or as little information as they desired to give, whilst
still contributing to the study in a meaningful way, assuming they were sincere in their
answers. It is worth noting that several questions of the survey had not considered in the
results but were there to provide more data for additional analysis, if a pattern were to emerge.
Such patterns could vary degrees of proficiency between various subgroups of gamers. That
was, however, not the case. During the survey the students had their questions answered by
the author of the study, or their teacher who had been informed and allowed to look at the

survey beforehand.

Validity can also be split up into two other concepts which both are important to

this study: Internal validity and external validity. Internal validity is essentially how sure one
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can be that the findings of this study are correct and less likely to have holes poked in them
after questioning. When it comes to internal validity there are factors which have been
considered, the selection of the focus groups was out of the control of the one responsible for
the tests, as reflected in the uneven focus groups. This was done both to avoid bias (Cohen et
al, 2018, p. 252), but also maturation, where change can occur between test instances that
could in turn affect the results, or result bias (Cohen et al, 2018, p. 252), the data acquired was
gathered in similar instances in the presence of the author of the study and was all gathered in
a neutral setting with no form of encouragement for the participants to answer in one way or
the other bias (Cohen et al, 2018, p. 253). However, the chosen method has a few potential
flaws which will be acknowledged.

The first disadvantage, the limiting of the scope of the thesis focus groups to
participants who are at the English 5 level of proficiency, means that the results will be
restrictive in terms of how more advanced students uses Extramural English. This was done

in the interest of time, and to keep the scope of the study reasonable.

The use of data analysis programs may make the large quantity of data
manageable, but a computer can still make mistakes. The program used was fed digital
transcriptions of the students’ written texts, with their spelling mistakes and grammatical
errors included, as to not have the raw data be influenced by any sort of correction to the
behalf of computer-readability, which in turn means that almost certainly a tokens were not
accounted for in some of the texts handed in, but this would only affect very short texts which
has been taken into account for the end result of this thesis. However, a comparison by
tallying the amount of mistakes and grammar errors as a statistic of its” own was still useful,

for even when making mistakes, the participants provided useful data.

There is also the disadvantage of the selection of test groups, given the process
of picking amongst the various gymnasiums came down to selection of convenience first and
foremost. However, several other gymnasiums were offered to participate, if time allowed.
The main criteria for the selection process being whether the school was within travel distance
and teacher availability, with the participating students being chosen for participation being at
the discretion of teachers contacted. Another disadvantage of the chosen method would be if
the students are not answering the questions in a serious manner, or being insincere, however

in the reference material used this has been a non-issue and is thus deemed an unlikely
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scenario. Another foreseen potential issue, brought up by Sundqvist (2009, pp. 117-118)
would be if they simply do not engage with English at all in their day-to-day life besides
classes. This issue is resolved by the fact that they will still be providing written texts of both
kinds as a part of the study, thus providing usable data. However, this too has been deemed
implausible given just how suffused the every-day life of a teenager in Sweden today is by
international media (Sundqvist, 2009, pp. 198-199, 201) (Sundqvist, 2019, p. 105). Not to

mention how even if there is minimal use of English, it is still data leading to a conclusion.

4.6 Ethical Consideration
When conducting research of any kind, ethics is of the utmost importance, both for credibility
and safety of those involved, described as “A matter of principled sensitivity to the rights of
others” by Cohen et. al (2018, p. 112). The author of this thesis takes accountability of the
research and the results of the study at hand, taking great care to make sure that the
information herein will be shown clearly, reliably and respectfully regarding those involved,
be they participants or otherwise. Following the guidelines set forth by the University of
Givle, since this thesis handles information regarding the Extramural activities of students
that are potentially legally considered to be minors there was an application sent in for a
review undertaken by the Research Ethics Council detailing the study and what its
undertaking would require in terms of information surrounding the participants, and how to
ensure they would be well informed (Cohen, et al. 2018, p. 112).

The letter for the participating students (See Appendix B) was written in
Swedish for clarity to the participants reading it (Cohen, et al. 2018, pp. 134-135), and
provided the potential participants contact information to both the author of the study as well
as their university-assigned project supervisor, the participants were in no way obliged to sign
anything with any identifiers. The information letter is stored with the corresponding students’
text solely to confirm granted permission to have their data as a part of this study, there will
be no identifiers attached to the data in this thesis (Cohen, et al. 2018, pp. 135-137). It is
stated in the information letter that the test had no mandatory participation, and that any
participant could leave the study at any point should they wish to do so (Cohen, et al. 2018,
pp. 122). Both during and after the project conclusion precautions had been taken so the
participants, their teachers and the school in which they attended were to remain anonymous

(Cohen, et al. 2018, pp 129, 135) both for ethical reasons as well as the fact that the identity of
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the students participating in the study was irrelevant to the results (Patel & Davidsson, 2019,
pp. 96-97). The test data, as well as the students paired texts, were kept for as long as it was
relevant for this study and would then be destroyed, with any digital .txt files used in the text
analysis deleted at the same time once the study had been officially published. The texts as
well as the survey results were not accessible to anyone besides the author of the study, or the

university assigned supervisor during the test period.

5. Results

In the results chapter there is a presentation of the results produced from the participant texts
and survey responses. This was done by producing boxplot diagrams to visualize the data.
Then there is a comparison of the amount of spelling and grammatical mistakes per group,
once again using boxplots with outliers elaborated on with normalization, lastly there is a set
of charts showing in total how many participants believed their Extramural English helped

their English writing skills.

5.1 Other focus group comparisons

To start with, an important factor to consider is how well the students used their language. For
the non-gamer group, the total amount of spelling errors amounted to 302, and the gamer
focus group had a total of 764. Amongst the gamers there is a trend towards more spelling
errors, with the lowest amount being a normalized error rate (per 100 words) of 0.6%,
compared to the most error-prone texts normalized error rate of 6.06%. In the non-gamer
results the normalized error rate of their highest outlier being 5.53% and the lowest outlier

being 1.34%. The two groups are shown in this boxplot diagram:



24

Figure 5.1 Spelling Errors Non-gamers and Gamers
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A boxplot diagram consists of the minimum, the lowest value in the dataset, the
first quartile, which is the bottom of the so-called box at 25%, the median, in other words, the
middle-point which is the line in the box indicating what the average per participant is. The
line, or whisker, indicates the width of scope of errors, going from the lowest at the bottom to

the highest amounts of errors in one text at the very top of the whiskers.

5.1.1 Tallying Grammatical Mistakes per Group

Alongside the counting of spelling errors, there was a tally of grammatical mistakes. These
mistakes involved the following criteria, based on the errors found in the texts, as well as

prior observances of common errors in the English classroom by the author:

o A mixing of past, future or present tense,
o Sentence structure that altered or conveyed a different meaning
o Using the wrong inflections.

For the non-gamer focus group, the data showed a relatively low rate of errors
with two specific outliers with a much higher word count, the first with a normalized error
rate (per 100 words) of 7.44%. The other outlier in this was 50 words longer, and with half the
errors and a normalized error rate (per 100 words) of 4.07%. The gamer focus group results
were from a larger pool, but the most error prone text had a normalized error rate (per 100
words) of 7.3%. This shows that the gamer group being more mistake-prone when compared
to their non-gamer counterparts, with more than half of the non-gamer texts having mistakes

in the single-digits. Shown in the boxplot (fig. 6.2), the difference is clear.
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Figure 5.2 Gamer and non-gamer grammatical mistakes
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5.1.2 Comparing Focus Group TTR-percentages.

The two groups’ lexical diversity has been rendered in boxplots (figure 5.3), these show each
groups’ corresponding Type Token Ratios, which was calculated by the number of unique
word types divided by total number of word tokens. It is important to remember that word
tokens are each instance of a word appearing in a text, whilst a word type is each instance of
different words being used (Kyle, Crossley & Jarvis, 2021, p.155).

A high TTR means great diversity of vocabulary, whilst a low TTR in turn
means repetitive use of language. It is important to point out that text lengths vary, so
percentages-per-text are related to each individual text length (Kyle, Crossley & Jarvis, 2021,
p. 155), since TTR is discerned by dividing the number of unique word types by the total
number of word tokens to achieve a TTR percentage. In a text of ten words each word might
be unique, whilst in a text of 1000 words, that is far less likely. Each value in the tally is a
percentage that takes all word tokens into account, disregarding whether the words are content

word tokens or the grammatical counterpart, function tokens.
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Figure 5.3, Type Token Ratio; Gamers and Non-gamers
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For the non-gamer focus group, the highest TTR-percentage was 53,08%. One
outlier even surpassed the 50% mark. However, it is important to note that this specific outlier
was from the 223-words long text with few grammatical and spelling errors. This means it is
very much an outlier, rather than a representation of the overall body of non-gamers, since
shorter texts results in a higher value simply due to word scarcity. Thus, it is worth making
note of the second-highest TTR percentage as well: 47,72%, from a text that was 372 words
long. The lowest TTR percentage found in the non-gamer group was 32,89%, with the word
count being 669. When these results are compared to the gamer focus groups’ TTR, it
indicates that their level of lexical complexity is lower, albeit only by a few percentages on
average. The data tells us that the gamers’ lowest TTR score is lower by several percent, at
27.15% tied to the longest word-count of 1348, however, the gamer focus group’s top TTR
score has the same problem as the non-gamers, given that their top scoring TTR text is a mere
187 words long with a TTR of 52.57%. As stated before, their on-average TTR percentages
are slightly higher than the non-gamers’, but not by much.

5.1.3 Participant reliance on Extramural English

In the survey there was a question (See Appendix A) whether or not the participants believed
if their gaming had helped them improve their writing, following there are pie-charts where
the focus groups are sorted individually by how much time they put into gaming, five
participants amongst the non-gamers reported no noticeable improvement due to them not

playing games at all, and thus the pie-charts exclusively track those who gave a response.
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Figure 5.4 non-gamers with an hour at most per week.

INOn—gamers who occassionally plavI

MNotatall; 1 Alot; 1

B /

s Alot wAlitle wldon't know Notmuch m= Notatall

These pie-charts displays the results of the survey where students got to choose
how much they themselves feel like they rely on their Extramural English when writing. Each
number in the pie-chart represents a participant in the study who chose a corresponding
answer in the survey, and each chart has divided the participants by the amount of time they
play games per week. The following figure is that of those gamers who played the least
weekly but still had more minimum hours per week than the non-gamer focus group.

Figure 5.5 Gamers with 4-9 hours per week.

IGamers - Minimum 4 hours, maximum 9 hours weekle

| don't know; O

Mot
much;
1

s Alot wAlittle o ldon't know Notmuch = Mot at all

As shown in the pie-chart there is a strong, positive response. These gamers
report that whilst they use and rely on their extramural English when writing it is not
something they are wholly dependant on. There was singular outlier of thinking it does not
really help them.

Figure 5.6 Gamers with 5-18 hours per week.
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IGamers— Minimum 5 hours, Maximum 181
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Figure 5.7 Gamers with 10-42+ hours per week.
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Figures 5.6 and 5.7 shows that amongst those participants who play the most, there is a much
larger reliance upon their Extramural English, showing a noteworthy difference between them
and their peers.

This means that out of the 60 participants, 16 participants thought their written
English has improved because of their gaming, 25 participants thought that their gaming was
a little helpful, 6 participants did not think their gaming habits help their writing skills, and
one singular participant with any time dedicated to gaming saying they did not get any help at

all from their gaming. Lastly, 7 participants chose the neutral answer of “I don’t know”.

6. Discussion

Now when the test has been concluded, the data has been analyzed, and the results compared

there are a few things to address. In this chapter the results of the study, and Extramural
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English as a concept, are discussed from three perspectives, relating back to previous research
as presented earlier in this thesis: How Extramural English effects language skills, how
Extramural English may act as a motivating catalyst for English learning, and lastly how a
teacher could theoretically utilize Extramural English as a teaching tool, be it in or outside the

classroom itself.

6.1 Extramural English and its effect on Language Skills
When compared to the results of previous studies on the effects of gaming as an Extramural

English activities' ties to vocabulary growth and vocabulary improvement (Chen & Yang,
2012, pp. 132-133, 134, 135-136), the two focus groups studied in this thesis had very similar
results. The two focus groups had an overall very similar performance, given that their
vocabulary breadth, use of advanced language and a very even comparison of both spelling
and grammatical errors. All in all, the differences between the texts were noticeable, but
barely so. It came down to which kind of words were used. The gamer focus group had a
slightly higher use of tokens across the board, whilst the non-gamer focus group had more
type-tokens, the only time the groups had a major difference in performance would be where
on average the non-gamer focus group outperformed the gamer focus group.

Other studies, such as the one conducted by Peters, regarding various forms of
Extramural Activities and their effects on vocabulary concluded that there was what she
called a positive connotation between Extramural Activities and vocabulary growth amongst
Dutch-speaking English students. Something this thesis and Peters’ research had in common
was the surprising result: Peters states that her focus group that plays video games has no
correlation between their extramural activity and their vocabulary knowledge (Peters, 2018,
pp- 22-23). She thus suggests a possible answer, that being older students of English as their
L2 had a lower vocabulary growth than anticipated despite their frequent and enthusiastic
intake through video games (Peters, 2018, pp. 22-23), which is deemed especially relevant to
this study, since they concerned participants of roughly the same age range. Peters poses the
theory that her results differing from the norm of previous research might be because of the
age of the participants (Peters, 2018, pp. 22-23), that being mid-to-late adolescence. However,
it should still be noted that Peters worked with a far larger group scale, and with several
extramural activities, whilst this thesis had just one. And whilst Peters noticed no
improvement in vocabulary knowledge, this thesis can report that there is in fact a small
difference between gamers and non-gamers on average. One reason why this difference is

noticeable here might be because of the smaller sample sizes.
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Chen and Yang reported in their findings that their focus groups had an
improved vocabulary growth and retained a better grasp of their L2 across a longer span of
time (Chen & Yang, 2012, pp.133-134), indicating that if students are exposed to Extramural
English over a longer time, interestingly both the focus groups in this study (see figures 5.4-
5.7) and those of Chen and Yang reported that they think their gaming has influenced their
English (Chen & Yang, 136-138).

Gaming is far from the only medium where Extramural English can be found,
however. Writing is not the only skill that can be improved by L2 exposure in an immersive
setting either. In Peters’ previously referenced study where she notes the lack of advancement
in vocabulary growth for gamers (Peters, 2018, pp. 22-23), she also brings up an array of
other means of encountering Extramural English in the context that for those seeking a better
grasp of their L2 to read, watch or listen to people interacting in the L2, or writing in their L2
be it for communication or other reasons (Peters, 2018, p. 3-8). She concluded that all these
different aspects of interaction done outside of the classroom brought some form of
acquisition through exposure, and when compared to Ellis’ principles of immersion and
motivation, it shows that these interactions would be a good method to induce language
acquisition by exposure, lining it to both the intrinsic motivation of wanting to understand
(Deci & Ryan 1985, p. 247). In this thesis the focus was on gaming as the medium of choice,
but this also shows that there is a possibility that the non-gamers interact with Extramural
English as well, one could argue that their Extramural English comes from their exposure to
social media, the internet and through TV (Internetstiftelsen 2025) (Folkhédlsomyndigheten,
2024).

6.2 Extramural English as motivation to improve
One could, however, make the argument that for the participants in this study which dedicate

much of their time to video games, the idea of immersive input as briefly mentioned by Ellis,
Peters and Sundqvist (2009, 2019) to a degree, could be considered as a positive effect on the
gamer focus groups’ vocabulary breadth. Sundqvist’s 2009 dissertation had a far larger
sample size and tested for oral proficiency, and the results of her thesis-work were not as
relevant to this thesis, regarding her results, but rather setting the framework for how studies
of this nature were conducted later, and what to consider.

Peters touched on how gaming as an Extramural Activity also can fill the role
as a motivator (Peters, 2018, pp.22-23). Sundqvist, Ellis, Meyer et al. All argue for why

Extramural English provides motivation, because it incentivizes the students to learn beyond
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just good grades (Deci & Ryan, 1985, pp. 256-257). This intrinsic motivation gives them a
reason linked to their own personal interests and hobbies where understanding English gives
them more satisfaction (Meyer, et al, p. 9-10), with more exposure to their medium of choice
leading to more input, thus helping generate more output.

After all, Ellis underlines just how important motivation and immersion is (Ellis,
200, p. 214), and gaming is one of those interests that stimulates by being its own reward
(Deci & Ryan, 1985, pp. 261, 267, 269), encouraging further learning through entertainment
bringing language immersion (Sundqvist, 2019, p. 88)(Ddrnyei, 1994, p. 279). Extramural
English in general can be a very immersive way of receiving input and producing output, and
according to Ellis’s 2" principle, when approached by English in an entertainment setting
students might get L2 input in a more pragmatic manner, as a translation exercise, then what
they would in the classroom. These ideas of wanting to understand as a tool for willing
exposure ties back to Sundqvist again, as well as Ellis suggestions of using pragmatic learning
(Ellis 2005, p. 210).

Sundqvist’s theory of Extramural English (Sundqvist, 2009, pp. i, 26-27) has a
noticeable effect on students writing skills (Sundqvist, 2019, pp. 102-104), communicative
abilities in both spoken and written form (Sundqvist, 2009, p. 196-197) and passive
absorption through interaction (Sundqvist, 2009, p. 198). It is worth noting her own results
when compared to the ones found here, since these results match up better with Peters’
discovery regarding gamers vocabularies (Peters, 2018, pp. 22-23), with gamers not having a
noteworthy edge over non-gamers. The argument could be made that those who rely more on
their Extramural English are more attentive in that out-of-the-classroom environment, rather
than when in front of their teacher, using their games as a way to get through school to a
degree.

Same could arguably be said for the non-gamers, however. Any source of
intrinsic motivation (Deci & Ryan, 1985) will do, if it helps students to improve. How can a
teacher then go about incorporating these extramural activities without necessarily making
them no longer extramural? Ellis’ approach is to use motivation and themes, bring the interest
of the Extramural English activity into the classroom-discussions. This offers the students a
connection between the teaching instructions or subjects engaged in the classroom, which

leads to another important point: How can a teacher bring the extramural into the classroom?
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6.3 How to utilize Extramural English as a teaching tool
As shown in the results, we can see that whilst the two focus groups had no major differences
in regard to their English writing skills, there was a much larger difference between the two
focus groups in terms of how much they thought their gaming (or lack thereof) would help
them with their writing proficiency, which raises the point of alternate Extramural Activities,
as well as the theory of how confidence and interest lead to increased input/output through
their chosen medium (Dornyei, 1994, pp. 277, 279). Peters study from 2018 explores the
myriad of various options there are for Extramural English (Peters, 2018 p. 15), Sundqvist's
dissertation from 2009 (Sundqvist, 2009, pp. i, 26-27) also acknowledges the wide variety of
genres to be found in Extramural English as an avenue for teaching (Sundqvist, 2009, p. 205),
and it is very possible that the non-gamer focus group has been exposed to other forms of
Extramural English outside of gaming through the Internet (Internetstiftelsen, 2025), but
those are unknown variables in relation to this thesis, and has thus only been taken into
account due to the nature of the end-results.

It is worth considering how these various forms of Extramural English can be of
use, however. Not just outside the classroom but inside it as well (Deci & Ryan, 1985, p.
248). Normally a teacher should aim for creating a diverse and yet controlled natural setting
that is both immersive and with enough leeway to let the students feel safe in their practice
(Ellis, 2005), since it fosters language growth, but is there a way to enhance that experience
based off of what the students do in their lives outside the classroom? Yes, if the teacher is
aware of which kinds of extramural activities are popular amongst their students, assuming

they are related to Extramural English at all, that is.

7. Conclusion

The aim of this thesis is to study were to compare whether there was a noticeable difference in
the writing skills between students of English 5 who engaged in Extramural English by
gaming compared to the writing skills of students of English 5 who do not play video games.
What follows is a brief description of the research questions, with the findings being
presented. After this there is a discussion of their implications for future research and
exploring potential applications of these findings. There will also be a discussion of the
limitations of the study with acknowledgement of any contradictory data, if there is any. To

start with, the research questions went as follows: Does gaming as an Extramural activity
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have a noticeable effect on English writing skills among English 5 students who play digital
games?

In brief, no, there were small but negligible differences. In the case of this
thesis’ two focus groups, there was a noticeable difference in how the gamers expressed
themselves when compared to the non-gamers in their writing when looking at word choice,
the gamer focus group having larger use of tokens whilst the non-gamers had more use of
type-words. This indicated that whilst the writings of the gamer focus groups’ texts were, if
only slightly, more diverse in their word use on average. There is a pattern, but with repeated
testing it may be disproven as mere chance. This in turn leads onto the next research
question Do English 5 students assume that their English has improved because of their
gaming?

There were some minimal differences in advanced word usage, syntactic
complexity and how various words are used, but overall, the difference is very small on a
vocabulary level. Overall, the texts were the same in levels of writing skill, but there was a
clear correlation between the amount of gaming and reliance on their Extramural English, by
their own admittance, which lends itself to further study into motivation driven with
entertainment, letting the education be passively absorbed through repeated exposure, looking
at Dornyei’s motivational construct (Dornyei, 1994, p. 279) core understanding is first, but the
second step is maintaining a steady development of that understanding is maintaining that
interest, intrinsic motivation from fun could take that a long way.

Something to consider for future researchers when it comes to studying various
extramural activities effects on L2 learners would be to consider what kind of participants the
study is presented with, if they are undergoing certain avenues of study, as the example here
being that all the participants were studying the same program under different teachers and
thus receiving a similar but not identical education. If one were to compare these results to
that of a similarly sized focus group of a different upper secondary program the results
yielded might be considerably different.

One thing noted in the previous studies is that the focus groups there are usually
far larger than this study, but they are also more general, more commonly sorting groups into
genders, age-groups and levels of proficiency, whilst the type of education is not factored in.
Since the topic at hand is distinctly meant to be Extramural English, noting down the students
preferred education might yield interesting data for the future, as there could be a noticeable

distinction between those who, as an example, study IT and programming compared to, as an
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example, those who chose to pursue a culinary, engineering, or arts-education. One thing that
can be said for certain is that motivation plays into it, and even if gaming may not be the main
source of inspiration or motivation for the non-gamer groups, it at least shows that other
forms of Extramural English definitively has made an effect on the performance of both
gamers and non-gamers, it is just a matter of finding the right medium. Other implications for
future research may be to investigate why gaming specifically does not seem to yield any
increase in vocabulary growth amongst older students, whilst other extramural mediums have
a documented and notable improvement. Other questions that should be pursued in the future
could be if age is a factor in this, or if the genre of game are a relevant factor.

Hypotheticals aside, when conducting such studies it is recommended to use this
thesis as an example, both in methodology as in-person data collection and the use of surveys
is a very informative and useful method if the time and resources allows for it, but also as a
recommendation to use far larger focus groups. Ideally, this study would have been conducted
across various schools with larger focus groups factoring in different kinds of upper
secondary programmes in amongst the students beyond just their gamer/non-gamer divisions
into the result, but due to time constraints and accessibility that was not possible. The final
recommendation for this thesis is to utilize digital surveys, if possible, for it would allow both
for more easily manageable data, and for it to be easily distributed to larger sample sizes of

the population and minimize the risk for human error in the data.
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Appendices
Appendix A — Empty survey form for study participants

HOGSKOLAN
1 GAVLE

NAME: SCHOOL:

My name is David Brodin, and | am doing a thesis study as part of my teacher degree from the University of
Gavie. The study s focused on how playing video games influences upper secondary school students' written
skills in English.

To be abde to study this, | have created a short survey that | would like you to answer. It will take about 20
minutes to complate. The guestions are about if you play video games and how that might affect your english
skills. Participation in the study is voluntary, and you can terminate youwr participation at any Bme without having
to give & reason. In the thesis, your answers will be kept anonymous. This means that nothing in the data
will be possible to trace back to you or which school you attend.

If you have any guestions about the survey or my study, you can talk o me afierwards. email me at David-
biflive.se or email my supervisor Caroline Sims at Cancline. simsdBhig.se
Thank you for your participation!



-~ SIDERYTMING --

How to fill in the paper survey

. LChanged selection. the answer option will not be counted &3 being marked
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¢ 1. Do you play wideo'computerimaobile
games at ail?

[] ¥es
[] Mo

2. If so, wihich
game genne
do you play the most? List those
you play.

39

3. if you do
not
hawve any favorite genres, write
game hities here.

4. Does
: your favourite
gameys)
require you to liaten to English?

5. If 50, do
you prefer fo use subtitles in english
F

[ ] Yes
O
[:I Ldapmchml]mganm




&. if it depends on what game it is, tell me why here.

T. Does pour favourite game(s) reguire you to read English?

| Yes
|| Resding iz optional
I No

8. Do you communicate in English when playing ?

| ¥es

|| No

8. if so0, do you write in English with other people?

" | Yes, alot.

| ¥es, alitte.

| Motif | can avoid it
| Mo, not at all.

10. Do yow think yowr written English has improved because of this?

| Yas, & lot
| Yes, alitte

| 1 do neoit know
| Mo, | have not noticed any improvemeant

1. Do you communicate verbally when gaming via voice chats Nke DiscordSkype or other such
platforms, or features in the gamefs)?

| fas.
| Mo



12. How offen in & week do you play videogames?

_| Every day

| Six days a week

| Five days a week

| Four days a week
" | Three days a week
| Two days a week

| Once per week

13. How many hours per day do you dedicate fo gaming on average ?

| &+ hours
|| 4-5 hvours
| 2-3 hours

| Roughly one hour.
| Mome.

14. Do you think the English you use when gaming makes a difference when you write english in
school?

| Yes, alot

| Yes, & lita

| 1 do not know

" | Mo, mot that much

| Mo, it does not help at all

41
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Appendix B — Information letter and document of consent

HOGSKOLAN
I GAVLE

Akademin for Utbildning och Ekonomi.

Vill du delta i en studie om hur engelska utanfor klassrummet paverkar elevers

skrivformiga inom engelska som andrasprak?

Syftet med studien &r att studera om elevers dator och TV-spelsvanor har en méarkbar effekt pa
dess skriftformégor inom engelska. Pia Sundqvist har dragit kopplingar till vad hon kallar
“Extramural English”, ett koncept som argumenterar att elever som omger sig med engelska
utanfor skolan har en allmént béttre prestation inom engelska som sprak och en forbattrad
allmén anviandning av engelska spraket bland ungdomar inom gymnasiet och grundskolan.
Dock sé var hennes, och andra sprékforskares, fokus huvudsakligen instéllda pa 1ds och

talformaga. Den hér studien ldgger darfor fokus pé specifikt skriftformégan.

Studien planerar pé att utforas i samarbete med engelska-larare som jobbar pad gymnasium i
Gaévle, jag har kommit i1 kontakt med dessa engelskaldrare via skolan, och det ar er ldrare som

har foreslagit er grupp for den hér studien.

Studien &r ett examensarbete pa grundnivd (30HP) och dr en del av utbildningen
Examensarbete for Amneslirare: Engelska med didaktisk inriktning (91-120) - ENA302
vid Hogskolan i Gévle. Studien kommer att genomforas under perioden 05-03-2025 till 01-
04-2025.

Datan frdn undersokningen kommer att vara i form av eran larare som ldmnar Gver
en/eventuellt tvd texter du har skrivit tidigare under terminen, for att klargdra din

skrivformaga, och ett formuldr med fragor du ska besvara som ir relaterat till dina spelvanor
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(om du spelar eller inte). Det &r 14 fragor totalt. Enkdten kommer att ta ca 10-20 minuter som

mest.

Jag har fétt den hiar mojligheten genom att kontakta er larare och rektor. Den information som
du lamnar i enkdten kommer att behandlas sdkert och forvaras sékert, s att ingen obehorig

kommer att ta del av informationen. De enda individerna som kénner till din medverkan i den
hér undersdkningen utdver jag sjdlv, samt min handledare, &r eran ldrare och andra deltagare i

undersokningen.

Redovisningen av resultatet kommer att ske s att ingen individ eller skola kan identifieras.
Resultatet kommer att presenteras i form av en muntlig presentation till andra studerande samt
i form av ett examensarbete. Nir examensarbetet ar fardigt och godkant kommer det att finnas
1 en databas vid Hogskolan 1 Gévle. Enkétsvaren kommer att forstoras nir examensarbetet ar
godként. Du kommer ha mgjlighet att ta del av examensarbetet genom att fa en kopia av

arbetet genom att skicka e-mail till mig via David-b@live.se , samt pa DiVA (Digitala

Vetenskapliga Arkivet) efter att examensarbetet har godkénts.

Deltagandet &r frivilligt och du kan vilja att inte delta utan motivering.

Ditt arbete och dina betyg kommer inte att paverkas om véljer att inte delta i studien.
Hiarmed tillfrdgas du om medverkan i denna studie, och att vi kommer kunna fa in

enkétsvaren vid snarast mojliga tillfélle.

Ansvarig for studien dr David Brodin. Har du fragor om studien 4r du vilkommen att hora av
dig till mig via e-mail.
Om du dr missndjd med hur dina uppgifter behandlas vinder du dig 1 forsta hand till

hogskolans dataskyddsombud som nas pa registrator@hig.se. Om du fortfarande inte dr ndjd

har du ritt att ge in klagomal till Integritetsskyddsmyndigheten, som ér tillsynsmyndighet.

Samtycke till att delta i studien

(Sénds ut tillsammans med informationsbrevet och ldmnas in i tillsammans med enkéten)

Jag har fétt skriftlig information om studien och har haft mgjlighet att stélla frdgor. Jag far

behalla den skriftliga informationen.


mailto:David-b@live.se
mailto:registrator@hig.se

44

0 Jag samtycker till att delta i studien Extramural English, Gaming and Writing Skills - Is

there a noticeable connection between videogames, gaming and English writing skills?

[l Jag samtycker till att uppgifter om mig behandlas pa det sétt som beskrivs i

informationsbrevet.

Genom att ldmna in enkédten med fragor besvarade innebér det samtidigt att du tagit del av
information och samtycker till att dina l1dmnade uppgifter far anvindas i studien pa det sétt

som anges i detta brev.

David Brodin Caroline Sims,

Student PhD in Pedagogi/Begévning

David-b@live.se Adjunkt i Engelska
Hogskolan I Géavle.

Caroline.Sims@hig.se
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