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VIDEO GAMES - ANEW SOURCE OF LANGUAGE ACQUISITION

With the development of computers and the introduction of information technology, humanity paved the way for new
ways to improve itself in various social, natural, and scientific fields such as entertainment, engineering, and medical
developments. Video games in the past, due to their lack of narratives and images, were no more than black and white
moving objects on a screen. However, as games have become more complicated in terms of gameplay and story, they have
also become spectacular sources of firstly passive, but subsequently increasingly active linguistic involvement. In recent
decades, video games in the field of language learning have received a lot of attention. These games provide limitless
opportunities for language acquisition. Games are interactive in the sense that there is a relationship between the player
and the game itself. The game reacts to the player s activity, and the gamer reacts to the game. The games give the players
the impression that their actions are co-decided and that the world they are in is co-created by them, not just by the game
designers. Because each player s actions and decisions vary, so does the game's path. Students can be motivated to learn
a language by using the appropriate tools and games if video games are interesting and rewarding. The game's instant
feedback depending on the player s actions also aids with motivating.

The following study will focus on how effectively video games can be used inside or outside the classroom environment.
The study focuses mainly on pupils from the 10" and 11" classes. Students already have experience with playing video
games in some forms. Their play style and attitude can highlight on the positive and negative effects of video games being
used inside or outside the classroom. The participants for the study were chosen randomly with the help of a hyperlink,
and the proper questionnaire was forwarded to them. The sharing of the hyperlink was controlled by the researcher.
The results indicate a positive effect of using video games on language development of students. However, it is important
to emphasize the dangers of using not just only video games, but the internet itself as well.

Key words: language acquisition, language learning, computer games, video games, new teaching methods,
gamification.
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BIZEOII'PU - HOBE /I’KEPEJIO BUBYEHHA MOBH

3 possumkom komn ‘romepie i 6npo6aAONCEHHAM IHPHOPMAYIIHUX MEXHONO2IU TH0OCME0 NPOKLANO0 UISIX 00 HOBUX MEMo-
016 CamM0B800CKOHANEHH S 8 PISHUX COYIANLHUX, NPUPOOHUYUX | HAYKOBUX chepax, MaKux AK po3eazu, inxiceHepis ma meouy-
HI po3pobKu. Bideoiepu 6 MuHyiomy, uepe3 6i0CYmMHICMb ONOGIOaHb I 300padcerb, 6yiu He OLibld HIdC YOPHO-OLIUMU
pyxomumu 06’ ekmamu Ha ekpari. OOHAK, OCKINbKYU i2pU YCKIAOHIOIOMbCS 3 MOYKU 30pY 12P068020 npoyecy ma icmopii,
BOHU MAKONC CIMAOMb BPANCAIOYUMU OHCEPENAMU CNOYAMKY NACUBHOIL, a 32000M 6ce DLIbUL AKMUBHOI MOBHOI yuacmi.
B ocmanni decamunimms gioeoiepam y chepi suguenHs mos npudinriecmvca eenuka ysaea. Li iepu naoarome 6e3mexncHi
MOIICTIUBOCI OJisl BUGHEHHA MOGU. 1epu € IHmepaKmueHuMU 6 MOMY CEHCI, Wo MIdC 2pasyeM i camoro 2poio iCHYE 36 S30K.
I'pa peazye na akmugnicmo 2pasys, a epageys peazye Ha epy. lepu cmeopioioms y 2pasyie epasicents, wjo ixui Oii aupiuiy-
10MbCAL CRIILHO § WO C8im, Y AKOMY OHU Nepedysaromb, CHIbHO CMBOPEHUL HUMU, a He Tuule po3podruxamu epu. OcKine-
Ku Oii ma pitieHHsl KOJICHO20 2pasys 8iOPI3HAIOMbCS, SMIHIOEMbCA | WAAX 2PU. YUHI8 MOJICHA MOMUBYBAMU BUBYAMU MOBY
30 OONOMO20K0 BIONOBIOHUX THCMPYMEHMI8 ma ieop, AKulo eideoiepu Yikagi ma KopucHi. Mummesutl 360pOmHiil 38 A30K
2pu 3a1edCHO BI0 il 2pasyst MAKOIHC OONOMALAE MOMUBYBAMU.

Y nacmynnomy oocnioscenni 6yoe 30cepedscero yeazy Ha MOMY, HACKITbKU eheKMUBHO MONCHA UKOPUCTOBYBAMU
gi0eoizpu 6 kaaci uu nosza Hum. Jlocniodxicenns opiecumosano nepesaxcio Ha yunie 10—11 kracie. Cmyodenmu 8sice Maioms
00c6i0 2pu y 6ideoizpu 6 deskux opmax. Ixniii cmunb 2pu ma cmasieHHs MONCYMb NIOKPECIUMU NO3UMUEHI Ma He2a-
MUGHI HACTIOKU BUKOPUCANHS BI0€0i20p Y KAACK YUl NO3A HUM. Y4aCHUKIG 0151 OOCTIONCEHHS 00UPANY BUNAOKOBUM YUHOM
3a 00NOMO2010 2INepRoCUNants, i im Haocunanu 8ionosiony ankeny. QOOMIH ROCULAHHAMU KOHMPOTIOBABCSA OOCTIOHUKOM.
Pezynomamu cgiouame npo nozumueruil 61U6 UKOPUCTNANHSA 8i0e0ic0p Ha MOGHUU PO36UMOK YuHie. OOHAK 8aAHCIUBO
niokpecaumu Hebe3neky GUKOPUCMAaHHs He Tuule 8ideoizop, ane i camozo Inmepremy.

Knrouosi cnosa: 3ac60enns M0O8U, BUBUEHHSI MOGU, KOMN TOMEPHI i2pu, 8ideoiepu, HOGi MemooUu HABUAHHSL, ceuMigi-
Kayis.

Statement of the problem. Even though video
games have become an active part of the lives of
today’s generation, the introduction and use of video
games inside the classroom still haven’t been applied
properly. It is an area of education which needs
improvement and more attention.

Research analysis. The research highlights on the
benefits of using video games inside the classroom
by giving special attention to the students. Since lan-
guage learners are key elements of the research, their
answers can serve as an idea of how video games can
be implemented into lessons and how can teachers
improve the students’ linguistic skills more efficiently.

The purpose of the article is to identify the bene-
fits of using video games inside and outside the lan-
guage learning classroom.

Presentation of the main material. In recent
years, it has become quite popular to use video games
in- and outside of the classroom. Playing video games
is very popular among students. We live in an era
where it is easy to access any type of games quite
easily. Mobile phones have applications which can
easily give back the feeling of playing any kind of
video games. Apart from mobile phones, tablet PCs
and laptops can also function and run the newest
games. As a result, learners can have access to these
games whenever and wherever they want. However,
before going into depth about the beneficial side of
using video games inside the classroom, first it would
be necessary to give the definition of video games.

According to Juul (2012), “a game is a rule-based
system with a variable and quantifiable outcome,
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where different outcomes are assigned to different val-
ues, the player exerts effort in order to influence the
outcome, while the player feels emotionally attached
to the outcome, and the consequences of the activity
are negotiable” (Juul, 2012: 36).

If we study carefully the available literature, we
can see that the Longman Dictionary of Language
Teaching and Applied Linguistics defines video
games as an organized activity with specific rules,
and giving a sense of competition among its users
(Richards et. al, 1992).

As the definitions show, video gaming provides a
variety of functions that are part of a system. In the
centre of playing games we find the gamer him/her-
self. Every game requires different skills, methods and
techniques which need to be learnt by the gamer in
order to become master of the game. A game is designed
to follow certain rules, tasks, and achievements.

Video games can be categorized into the following
groups (Turow, 2011):

— action games;
adventure games;
casual games;
simulation games;
strategy games;
sport games;

— edutainment games.

Fast-paced gameplay with a focus on mobility,
combat, hand-eye coordination, and reaction time
characterizes action games. Praey for the Gods,
Resident Evil 3, Gears 5 are just a few popular action
games in 2023.

Adventure games portray the story of its protag-
onist(s) on a literal adventure. A plot-driven adven-
ture video game is a typical example. This assists to
draw the player’s attention to the single task of his
or her adventure. The most played adventure games
in 2023 are Shadows of Doubt, My Friendly Neigh-
borhood, and Sherlock Holmes: The Awakened.

Adventure games also have a form which is
known as casual games. Casual games can be puzzle
games, hidden object games, arcade games, strat-
egy games or even card or board games.

Simulation games are virtual games which “simu-
late” a real-life scenario. Gamers have to play in a
virtual world where they need to complete different
tasks, most of them are based on real-life situations.
Strategy games are all about thinking and making the
gamers using their brains. We can talk about real-time
or turn-based strategy games. Strategy is a compon-
ent featured in many non-strategy games, referring to
any situation in which you must consider a tactic.

Sport games — a sport game is a video game genre
that simulates the practice of sports. Most sports
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have been recreated with a game, including team
sports, track and field, extreme sports and combat
sports. Some games emphasize actually playing the
sport (such as the Madden NFL series), whilst others
emphasize strategy and sport management.

Edutainment games — edutainment video games
(a portmanteau of education and entertainment) are
video games that have an educational goal as part of
the game’s mechanics, but using an entertaining form
of gameplay, sometimes using licensed video game
characters. Typical edutainment games teach the
player such skills as typing, math, linguistics, geog-
raphy, and history, among others, but can also be used
to develop social skills such as teamwork and shar-
ing information. If video games are well-designed
and serve educational purposes, the games can be an
effective tool for teachers.

Based on the study of Godwin-Jones (2014), video
games have a good impact on students’ social and
cognitive development, including a positive impact
on academic achievement, cognitive skills, motiva-
tion, attention, and concentration. Different abilities
of the learners are required to be used while playing
and learning the game itself. Apart from getting the
gaming experience, students have the opportunity to
acquire a language too. Developing different skills and
cognitive strategies are good motivation factors for
learning. Ifthe video games are used in the proper way,
they could serve the purpose of enjoyable, straight-
forward, adaptive and gratifying educational tools.

Johnson (2010) defines one of the primary reasons
why researchers began to explore the usefulness of
this new area of technology. The researcher clarifies
that a language learning game must be able to distin-
guish between all of the possible variabilities in the
language to provide useful feedback.

Previous studies on the benefits of video games.
Video games have become an inseparable element of
children’s and adults’ leisure activities, and they have
become their virtual world where they find them-
selves taking on the roles of different identities and
learning new skills (Shaffer et al., 2005).

Individuals who play these games need to solve rid-
dles, defeat enemies, advance to new levels, and com-
plete the game in the end. Gee (2005) claims that learn-
ing through an enjoyable way is more successful than
simply memorizing things and not practicing them.

A recent study on this topic indicated that video
gamers tend to be distracted from learning vocabu-
lary while playing a music video game. 80 female
adult undergraduates were divided into groups of two,
with one playing the game and the other watching.
It was discovered that those who continued to watch
the game learned more new words than the players
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who were subjected to a possible cognitive load while
playing the game (deHaan & Kono, 2010).

H. Reinders and S. Wattana concluded that when it
comes down to reaching the goal in a specific game,
language will be secondary, due to the fact that in time
the gamer will master the game itself and these lan-
guage barriers can be easily overcome. For effective
language learning, a learner must be able to produce
“comprehensible output”, as well as receive “com-
prehensible input” in the target language (Reinders
& Wattana, 2012).

Most video games give many opportunities to
master the language as well, because communication
is quite common in these games with other gamers.
The previously mentioned study provides a well-sup-
ported strategy in which language learners could use
video games to improve their proficiency.

Based on the article of da Silva (2014), there are
two categories of skills that video games can help you
develop:

— receptive skills (reading and listening);

— expressive skills (writing and speaking).

Piirainen-Marsh and Tainio (2009) conducted
research into one potential aspect of video games
as a language learning tool. The study focused on
gamers’ spoken interaction with the characters of
the game. According to the findings, video games
are particularly adaptable resources, and a socially
shared experience gives further competency on the
players’ second language. They suggest that being
able to replicate the speech of game characters allows
the user to incorporate the words uttered into his/her
own vocabulary and later utilize those same linguis-
tic resources outside of a gaming context (Piirain-
en-Marsh & Tainio, 2009).

Data collection and the questionnaire. The par-
ticipants were chosen at random to collect data for the
study. Each participant received a link to the online
survey. The researcher had complete control over the
sharing of the hyperlink. The questionnaire was con-

AGE OF THE PARTICIPANTS
30
25
20
15
10

15 years 16 years 17 years

Number of respondents

Fig. 1. Age distribution of the participant students
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ducted in English, and it was divided in to 7 compon-
ents. The first two parts requested information about
the participants’ demographic and educational back-
ground. The concept of gaming was investigated in
the following one. These questions were followed by
the effectiveness of video games and whether students
can implement the learned skills into the classroom
environment. The following question was a multiple
choice question, where they had the opportunity to
choose from given alternatives. Finally, the question-
naire gathered information about the skills mastered
in gaming. All questions were mandatory. The results
are presented below by sections.

Results. The results are based on the responses
of 52 students. The first part will look into their
demographic background. Out of the participants,
18 (34.6%) were boys and 34 (65.4%) were girls.
These findings can be used as the foundation for
another study to examine the gender distribution
in greater depth and demonstrate the connection
between genders and playing video games.

Table 1
Gender of participants
Number %
of participants
Boys 18 34.6%
Girls 34 65.4%

The second question reveals the participants’ dis-
tribution based on age groups. We can see from the
information provided that students’ ages vary between
15 and 17 years, so students are already familiar with
English or have had some interaction with it in school
or online.

The following section will examine the partici-
pants’ gaming habits. The purpose of this section was
to determine how many of the respondent students play
games in English. Only 3 students (5.8%) stated that
they had no prior experience with digital games in Eng-

lish. The vast majority of respondents, 49 students

(94.2%), had some level of gaming experience.

The following two questions asked about the
benefits of using video games inside the class-
room and in what form can they be beneficial.

84.6% of the respondents (44 students) believe

that they have learnt something new while playing

video games. 76.9% of the learners (40 students)
answered positively that these new words/expres-
sions are beneficial for them inside the classroom.

It is important to stress that video games most

often prioritize language skills which are related

to reading and listening. However, online video
games also build on active language skills, and
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both speaking and writing are essential components
in these games.

The next question asked information about the
similarity of the vocabulary used in games and inside
the classroom. 44.2% of the respondents (23 students)
stated that most words and expressions are used both
in games and inside the classroom. This lower number
might be due to the fact that genres of video games
vary and classroom topics are not always identical
with the current video game trends.

The last question asked respondents to list specific
linguistic skills that they had needed while playing.
As the results show, reading comprehension skills
(25 students; 48.1%) and listening comprehension
skills (15 students; 28.8%) are the two most widely

..............................................................................

developed skills while playing video games. 9.6%
of the answerers (5 students) named conversation
skills and 13.5% (7 students) chose writing skills
as the most commonly used skills. It is interesting
to observe that the most prevalent skills are passive
language skills (reading and listening). On the other
hand, active language skills (speaking and writing)
appear to be less employed by gamers.

However, we must acknowledge that the appli-
cation of these abilities is greatly dependent on the
game. Gamers must talk to one another in online
games, active and passive skills are both required,
whereas offline games are largely dependent on pas-
sive language skills only, with the emphasis on read-
ing and listening.

Language Skills

Reading Listening

13,5%

9,6%

28,8%

Speaking Writing

48,1%

Fig. 2. Required skills while playing video games

Conclusions. The current study investigated
whether video games have advantages for English
learning or not. The study focused mainly on school
graduates. According to the findings, 84.6% of
respondents believe that playing video games taught
them something new and helped them become bet-
ter language learners. Participants were able to name
several language skills that they had acquired or
developed while playing video games. As the results
show, 48.1% of the gamers use reading skills, 28.8%
develop listening skills, 13.5% used writing skills

and only 9.6% developed their speaking skills while
playing. Based on these numbers, we can see that
most students use passive language skills. Active
language skills are mostly related to online games
or to certain games which are based on communi-
cation. From the collected data, it can be seen that
video games are popular and have a future in lan-
guage teaching. By introducing this new form of
education, lessons can be made more interactive,
interesting and would allow teachers to develop new
skills with newer techniques.
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