
Multilingualism Doctoral School 

Faculty of Modern Philology and Social Sciences 

University of Pannonia 

 
 
 
 

 
 

 
 

 

 

THESIS BOOKLET 
 

 
 
 
 
 

Robert Arnold-Stein 

 

Videogames as a catalyst for intercultural and foreign language 

advantage in secondary school ESL students 
 
 

 
 
 
 
 
 
 
 
 
 
 

Supervisor: Dr. Ildikó Hortobágyi 

 
 
 
 
 
 
 
 

Veszprém 

2025



2  

‘JOY IS THE DRIVING FORCE BEHIND EVERY SUCCESSFUL ACTION.’ 
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1. Introduction 
 

1.1. The dissertation endeavours to identify relevant theories supporting the special 

acquisition and use of English by video gamers related to high-frequency word 

families.  

1.2. In order to discover all the influencing factors, the theories and practice of bilingualism 

are reviewed thoroughly to prove that video gamers are second language users rather 

than foreign language learners, because of the level of their high-frequency word 

knowledge.  

1.3. The main purpose of the quantitative Study 1 is to determine the English receptive 

vocabulary difference of the video gamers compared to non-gamers up to 3,000-word 

families in the cases of the participated secondary school EFL learners as well as to 

identify players of which video game types achieve higher scores on the VLT, to 

observe the most effective game type concerning the high-frequency words. Study 1 

also aims to assess other possible influencing and controlling factors, like ‘watching 

films in English’, gender, parental SES, time spent on gaming and school grades of 

English, as independent variables.  

1.4. The quantitative Study 2 is administered to check if there is any effect of the bilingual 

language use among the video gamer and non-gamer secondary school EFL learner 

participants by Stroop and verbal fluency tests.  

1.5. The qualitative Study 3 aims to provide samples of game related, low-frequency 

English word utilization methods in the local gamer subculture which explain whether 

they differ in meaning and usage from the international and national examples.  
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2.  Literature Review 
 
 
 

   2.1 In the past decades much research has focused on the general effects of video gaming, 

like the players’ permanent interaction with the game by decoding visual, aural, and 

textual messages and making decisions based on them (Gee, 2009). In addition to the 

multimodal features, the video gamer – video game contact in English has also been 

intensively researched (Benson & Chik, 2011; Vidlund, 2013; Thompson & von 

Gillern, 2020; Nash & Brady, 2022). Järvinen (2002) and Antzaka et al. (2017) 

researched the perception of video games in order to examine the nature of visual 

elements that are displayed in fast pace along with their descriptions, to which the 

player must react immediately in order to score points. The authors find that collecting 

different treasure items can be beneficial when the player steps forward to the next level 

to eventually become a winner. Likewise, the significance of gathering the required 

number of articles is twofold: on the one hand, to master the ability to control the 

player’s avatar (Worth, 2015) within the game level successfully (performance level), 

and on the other hand, to recognise and amass the essential objects appearing on the 

screen (cognitive level) (Gee 2003).  

2.2.  Acquiring the necessary ’articles’, such as in-game items, equipment and knowledge, 

can only be gathered by practice (Vygotsky, 1978b; Piirainen-Marsh & Tainio, 2009; 

Sandseter & Kennair, 2011), which leads to the proper mastery of the in-game language 

(gamerlect) and the evolution of the argot of the gamer society as well (Thorne, Black 

& Sykes, 2009). The usage of the word ‘article’ is intentional, because the gamer must 

acquire linguistic treasures – words and phrases – just like scores. Collecting such 

glossal elements while playing can cover all the linguistic parts at once, because the 

arising information includes grammatical, phonological, and lexical information to a 

different extent (Sylvén & Sundquist, 2012), from which the gamer can draw 

orthographic conclusions.  

2.3. The general English lexis consists of words that are not equally frequent, some word       

families occur more than others in any type of conversation (Schmitt, 2010) and as 

such, the video gaming is an effective and an authentic promoter and a potential 

resource for high-frequency words (Hartanto, 2018) and low-frequency (i.e. video 

game specific) words (Thomas & Clyde, 2013) as well. Despite the fact there are many 

papers tackling the role of the video game as an instantly accessible virtual area to 

acquire English, as Al-Jifri (2017), Eisenchlas, Schalley & Moyes (2015), Thompson 
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& von Gillern (2020), Peterson (2013) and Cabraya (2016) wrote, only few academic 

papers discuss the distribution of word frequencies of video games, e.g., Nindyaputry 

(2017), Rodgers and Heidt (2020), Hartanto (2018) or about the possible contribution 

of video games to high-frequency English word acquisition, e.g. Sylvén & Sundquist 

(2012).  

2.4. Even though many different media (photographs, audio recordings, film, and video) 

have been used in education, most teachers still have an unreasonable resistance to 

using video games as an educational and even extracurricular tool (Pickard, 1996; 

Marone, 2018; Hanghøj, Lieberoth & Misfeldt, 2018; Nash & Brady, 2022). Those 

tutors who claim that video games are only for gaming or fun, potentially suggest that 

acquiring new knowledge cannot be fun or playful. In schools, students have limited 

time to acquire useful information, for example, in language classes, students feel bored 

and anxious during recitative tasks. If these tasks could be combined with games, 

students might forget their concentration difficulties and benefit from the positive 

effects of the game (Prensky, 2003; Sandseter & Kennair, 2011). Consequently, playful 

learning can have a beneficial effect on the students’ daily mood, while a certain level 

of knowledge is to be acquired.  

2.5. At secondary schools in Hungary, there is a clear level of L2 that students must achieve, 

which generally conclude with a B1 matriculation exam, as the formal target level of 

the National Curriculum (Szilágyi, 2020). The preferred receptive vocabulary level for 

such exam is around 3,000-word families by CEFR, which is needed for a satisfactory 

comprehension of a text at B1 level (Laufer, 1998; Milton & Alexiou, 2009). 

Consequently, the knowledge of high-frequency words is crucial because it supports 

learners not just to understand the meaning of the text and the structure of the language, 

but also to achieve a high and permanent quality of language awareness. Therefore, 

high-frequency words have been favoured at the initial stages of L2 vocabulary learning 

(Kucera & Francis, 1982; Schmitt 2010).  

 Globalization has innumerable effects on its users (Ricento, 2012), such as the 

widespread increase of online trends such as the creation and participation of short 

videos, podcasts, and video games, which users are willingly employing English as the 

lingua franca (ELF) (Seidlhofer, 2005, 2013; Butler, Sayer & Huang, 2018). 

Consequently, the consumers are all continuously and extensively influenced by 

English words and idioms without even noticing them every day in all levels of society 

(Veszelszki, 2017). This entails not merely a linguistic impact by English as a ‘foreign’ 
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– or rather transnational – language, but it also has an apparent intercultural related 

footprint even in the Hungarian minds (Nikolov, 2009).  

2.6.  The quality social occasions have particularly intense demand in childhood, when the 

playing activity could be the means to understand the surrounding world (Rubin et al., 

1983). The video games are also getting more lifelike in screen resolution and language 

utilization to provide a reality-like experience (Hodent, 2017; Matern, van der 

Westhuizen & Mostert, 2020), which make the video games a suitable substitute of the 

presence of social interactions. Advancement of the language skills enables a child to 

communicate with others which encourages the development of cognitive skills and 

fosters the socio-emotional self-regulations (Vigotsky 1978). Video gamers’ cognitive 

functions also profit from gaming which have been widely confirmed (Banquied et al., 

2014; Kühn, Gallinat & Mascherek, 2019), with the positive effect on memory, flexible 

thinking, and self-control. Many studies have presented video gamers outperform non-

gamers in terms of attention, spatial perception, mental flexibility and working memory 

efficiency (Atzaka et al., 2017; Green & Bavelier, 2007; Martinez, Gimenes & 

Lambert, 2023; Welker, 2022; Liu et al., 2019). Child cognitive development has many 

influencing factors, e.g., playing games, reading, and playing music instrument as the 

most popular ones, because they require competence, performance, skill and cause joy 

and rearrange knowledge (Christakis, Zimmerman & Garrison, 2007). Also, the 

consequence of the family income (SES) on child development is well documented, 

study proves that the volatile SES has the greatest effect on the children living in the 

borderline of poverty (Sosu & Schmidt, 2022). Video games with internet access may 

offer various and low-cost alternative to be unattended but not playing alone. As a small 

tool for cognitive development, smartphones provide children with imaginative, 

mysterious, problem-solving, or so-called educational games (Järvinen, 2002). Besides, 

as it has already been discussed, playing any kind of video games may develop into the 

acquisition of (high- and low-frequency) English vocabulary. This complex vocabulary 

promotes concealed instructions and gimmicks to the player which assist the progress 

of winning of an actual part of a game, still, some gamers select to use information 

exchange platforms, e.g., YouTube videos and podcasts, chatrooms etc., to find out 

which way to progress (Damsa & Fromann, 2018). Hence, such gamers often find 

themselves in an online multinational environment where the discourse occurs in 

English (Ashraf, Motlagh & Salami, 2014; Al-Jifri, 2017).  
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2.7 Undoubtedly, video game players encounter a substantial number of words and phrases, 

although it remains unclear, whether the gamers can acquire high-frequency words 

from video game play or not. The aim of this research was to shed light on the potential 

for L2 English high-frequency vocabulary acquisition through video games. The 

research tries not to fail to consider that L2 language learning and L2 high-frequency 

word acquisition do not always overlap, and learning L2 through video games itself 

simply becomes ineffective if so-called video gamer people view the video gaming 

world as opportunity to express themselves in L1 exclusively or play only visually 

satisfying games.
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3.   Research Questions 
 

 
 

3.1. Main research question: 

To what an extent video gaming contributes to the receptive vocabulary proficiency, 

inhibitory control, and lexical retrieval of EFL learners? 

3.2. Study 1. 

What is the relationship between video gaming and the receptive vocabulary proficiency 

of high-frequency words of the participating high school students? 

For reaching comprehensive answers, the research question is further divided into sub-

questions inquiring about measurable concepts.  

a) Is there a significant difference between the VLT scores of the participating 

video gamers and non-gamers? 

b) Is there a significant difference between the VLT scores of the female and male 

participants? 

c) Is there a significant difference between the VLT results of the ‘watching videos 

in English’ group and the control group?  

d) Does the ‘time spent on video game play’ correlate with the participants’ VLT 

results? 

e) Is there a difference between participants VLT results with different SES 

background? 

f) Do the participants’ English grades at school correlate with the participants’ 

results in the VLT? 

g) To what extent the device video gamers use contribute to their VLT results 

compared to the control group? 

h) Players of what video game type have the highest VLT scores compared to the 

control group? 

3.3. Study 2. 

Is there a difference between the inhibition and the lexical retrieval of gamers and non-

gamers?  

Stroop test: 

a) Is there a significant difference between the intralingual interferences of the 

video gamer and the non-gamer groups? 



9  

b) Is there a significant difference between the interlingual interferences of the 

video gamer and the non-gamer groups?  

Verbal Fluency test: 

a) Is there a significant difference between the performance of the video gamer 

group of students compared to their non-gamer peers in the VFT letter ‘s’ (L1 & L2) 

cases?   

b) Is there a significant difference between the performance of the video gamer 

group of students compared to their non-gamer peers in the VFT category (L1 & L2) 

cases?   

3.4.        Study 3. 

Main research question: 

Does the game-related low-frequency English vocabulary used by the interviewed video 

gamer participants in out-of-game situations differ from other domestic and international 

examples? 

With the video gamer students, a wordlist was assembled to highlight: 

a) the embedding methods of the video gaming words into sentences, 

b) examples of video game words used by interviewed video gamers that have 

different meanings compared to examples taken from the literature, 

c) the pronunciation of the gaming words by the interviewed secondary school 

gamers. 
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4.  Research Methodology 
 
 

4.1. In this case the quantitative, cross-sectional research method was the best choice as the 

most efficient sampling method since the difference in knowledge at a given point in 

time was examined as well as more than hundred participants was expected. The 

research also includes a language knowledge test, so a feasible and widely used 

measuring instrument had to be found. The data used for this research were collected by 

an online distributed self-developed questionnaire and a vocabulary levels test. Both the 

survey and the test were conducted during regular IT classes at the schools. The survey 

comprised 36 independent variables, e.g., the participant’s age, residence, school type, 

school grade of English, any other learned language(s), language preference for 

watching movies, parental SES and video gaming habits, gadgets used for gaming, time 

spend on gaming, most played video game(s), respectively. In Study 2, the work focuses 

on the effect of video gaming on the cognitive functions. This part of the research was 

performed and computed independently in the same population at the same school, and 

by comparing the results of the gamer and non-gamer students of Stroop and VFT test 

results. 

Geographic area of the research   Proportion of participants by school 

 

 

 

 

 

 

4.2. The participants were from the Hungarian districts of Baja and Kalocsa, attending 

secondary schools of the Baja Vocational Training Centre, and several students from the 

Szent István grammar school in Kalocsa in the school year of 2020/2021. To fulfil the 

objectivity of the research the participants were randomly selected from each of the school 

classes, as the questionnaire was administered as a regular school activity since it was 

conveniently administered during IT classes. The teachers’ presence also attested the 

students’ positive attitude towards their partaking in video game related research. 

Eventually, out of the approx. 2,500 pupils, 907 English language learner, right-handed 

students participated and filled out the online questionnaire, of which 890 valid responses 
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were received (n=890). Although the results cannot be used for statistically representative 

generalizations of the entire Hungarian 14-19-year-old population, it is still a significant 

amount of data for drawing considerable L2 English language-related conclusions.  

4.3. Participants of the Stroop and Verbal Fluency tests; (Study 2) 

The participants were not chosen randomly, all the students (N=157), attended the 

Kossuth Zsuzsanna technical and vocational school in Kalocsa, Hungary, study English 

and were present at school when the sampling occurred. The age distribution of the 

population of 9-13 graders ranged between 14–19 years. Verbal consent was obtained 

from all the participants following a full description of the study. Distribution of 

participants: video gamers: 92 / non-gamers: 65. Female: 97 / male: 60. All of them had 

begun to learn English in elementary school, around the age of 10 (depending on the 

type of the school) and continued learning it in the secondary school. All the participants 

had normal or corrected-to-normal eyesight and proper colour recognition. However, 

the participants who, in addition to English, learned another language, were excluded 

from this study. There was no pre-questionnaire used at this study, but at the task the 

participants’ gender, class, age and video gaming preference (yes/no) only were 

recorded during the performance of the tests.    

4.4. Experimental methods 

In Study 1. the self-developed questionnaire was created in the Google Forms and the 

results could have been converted into an Excel file in the Microsoft Forms hence it was 

more applicable for the vocabulary levels test (VLT). In Study 2. the computerized 

bilingual Stroop test was used to obtain the appropriate and comparable data, for 

example, number of answers and summarized reaction times in seconds. In the VFT test, 

the traditional paper/pencil data collection method was used. In the qualitative part of 

the study (Study 3.), the students complied video game related words and phrases from 

‘gamer365.hu’ blogsite (Gamer365, 2021) and ’KjúbCast’ (Kjúbcast, 2021) gamer 

podcast sites. The game type groups were the following: The League of Legends from 

MOBA games, The Walking Dead – (Telltale) from adventure games, and FIFA and F1 

from sports games, because these games promoted different communicative skills. The 

word material was differentiated by game types to be able to acquire a broader view of 

both hard-core and casual gamers’ word usage. 

4.5 Calculation methods 

For the statistical calculations SPSS 25 was used, in case of normally distributed datasets 

the difference of the means of data sets gave the statistically interpretable, i.e., 
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numerical, results. If histograms and P-P plots did not provide clear answers about the 

normality of datasets, further Kolmogorov-Smirnov (K-S) analysis must have been 

performed. For comparing the difference of the means of two datasets one-way ANOVA 

or t-test statistical calculation methods were used (e.g. gamer – non-gamer), or in case 

of comparing means of more than one dataset the Tukey HSD (parametric) or Games-

Howell (non-parametric) post hoc test were used. In case of a not normally distributed 

data set a non-parametric Mann-Whitney U statistical test was employed. 

  



13  

5.  Results 
 
5.1. Results of the survey 

 The first and most interesting result was the ratio of players to non-players, a group 

which consisted of 244 students (27.6%), while the video gamer group consisted of 646 

students (72.4%). The gender distribution of video gamers was 187 female and 459 

male students. Among the video gamer participants there were 536 video game players 

who prefer to play games in English, which is 83.3% of the video gamer responders. In 

addition, the English language is used overwhelmingly more (83.3%) than Hungarian 

(12.5%) in the games played by the video gamer responders. 

  Distribution of video gamers and non-gamers    Languages used for playing 

 

 

 

 

 

 

 

 

 

 
 

Furthermore, the participating video gamers can be categorized, among others, according to the played 

hours per day, the quality and the type of their devices and the game type they are primarily playing. The 

video gamers are various in their playing simultaneously various kinds of video games that include 

FPS/TPS, MMORPG, MOBA and adventure games, sports games, card games, etc., therefore the video 

gamer participants can cover several domains in English. 

Daily video gaming time.   Gadgets used for video gaming. 

 

 

Most video gamer respondents declared that they acquire their word knowledge from 

video games, out of 646, 516 (58%) responded positively. The answers confirmed 

another assumption, watching movies as a means of learning words was the second most 
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favoured source with 16% of the voters. Video clips could also be a useful source of word 

learning, because 10% of the participants voted for that option. Reading is an effective 

and inexpensive means of L2 learning, although, the survey shows that books are 

preferred for 4.2% of the participants and school is preferred only for 5.8%. 

Where do you learn the most English words?            Distribution of parental SES 

 

 

 

 

 

 

 

 

 

Additional non-linguistic variables, which are used to calculate statistically relevant 

results to clarify and supplement the research questions, include the students’ 

socioeconomic background and the game types they are primarily playing. 

Favourite game types by number of votes 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

5.2.  Statistical calculations of Study 1 

5.2.1 Comparison of the gamer and the non-gamer groups 

The first calculation was for the statistical difference between the means of the gamer 

and the non-gamer groups, which can be recognized in the boxplot diagram. Due to the 

not normally distributed data set, a non-parametric Mann-Whitney U statistical test was 
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used, and the outcomes show statistical ranks from which the conclusion can be drawn 

in favour of the video gamer participants. 

Boxplot of means of the VLT test results for video gamer and non-gamer groups  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

5.2.2. Comparison of the gender groups 

The mean values are close as seen in the boxplot diagrams, and the statistical ranks 

calculated by the Mann-Whitney U showed the lack of significant difference between the 

female and the male groups.  

Boxplot of means of the VLT results for gender groups 

 

 

 

 

 

 

 

 

5.2.3. Comparison of the ‘Watching film in English’ and the control group 

Due to the non-normal distribution of the datasets the Mann-Whitney U non-parametric 

test was utilized. The results indicated that there was no significant difference between 

the VLT results of the groups of ‘Watching film in English’ and the control group in the 

studied secondary school population. 
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Boxplot of means of the ‘control group’ and ‘Do you watch movies in English?’ 

 

 

 

 

 

 

 

 

5.2.4. Correlation and comparison of the SES groups, ‘time spend gaming’ groups and the 

English grades 

The correlation coefficient (r) describes the strength and the direction of a relationship 

between the variables. There is a weak correlation between ‘time spend playing games’ 

and their VLT scores with r = 0.25. The participants’ SES has a medium effect on VLT 

results, because r = 0.33. However, the relationship is strong in the case of participants’ 

English grades r = .88.  

The pie chart of the participants’ English grades and the boxplots of SES, time spend on gaming 
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The mean of the low and the high SES groups VLT scores differ significantly from the 

mean of the VLT scores of the non-gamer (control) group. Given lack of significance, 

the mean of the middle SES group VLT scores does not differ significantly from the 

mean of the VLT scores of the non-gamer (control) group.  

Regarding the participants’ playing time, the daily playing time should be calculated by 

dividing the weekly average by 7, because too many factors influence the daily playing 

time, e.g. school, weekdays/weekends. Among the gamers the median values increase 

with the playing time until 3-5 hours per day with a steady interquartile range, although 

after more than 5 hours of video gaming the median value decreases sharply with the 

narrowing trend of the interquartile range. The results showed significant differences 

between the non-gaming (control) group and all of the ‘gaming time’ groups. However, 

there is no significant difference within the ‘gaming time’ groups. 

5.2.5. Comparison of ‘devices used for gaming’ groups 

Regarding the devices used for gaming, the results showed significant differences 

between the non-gaming (control) group and the computer-using group, and between the 

non-gaming (control) group and the smartphone + computer + consol user group, as well 

as between the non-gaming (control) group and the computer + consol user group. 

Distribution of the means of the devices used in relation to the VLT results 
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5.2.6. Finding the most contributor video game types to the best VLT results  

After having labelled the game types, these were classified into ‘cooperative’ and ‘single 

player’ groups. The cooperative here means that these game types have an online 

multiplayer mode, their players can communicate with each other verbally and a co-op 

mode is also available. On the other hand, the single player game types implies that they 

are mostly played by a single person or at the same physical location with another (non-

English speaker) player. 

Boxplot of means of the grouped game types 

 

 

 

 

 

 

 

 

The results showed non-significant differences between the non-gaming (control) group 

and the single player group. However, there is a significant difference between the 

cooperative group and the single gamer group. 

5.3. Statistical calculations of Study 2 

5.3.1. Findings of the Stroop test 

The percentage of the intralingual and interlingual effect ranges between 70%-75%.  

Means of the Stroop test interlingual and intralingual interferences by groups 

 

Video gamer intralingual interference was insignificantly higher than found in the non-

gamers, although the video gamers’ interlingual interference was significantly higher 

than the non-gamers’.  

 



19  

5.3.2. Findings of the verbal fluency test 

The VFT category and the VFT letter [s] cases were used as two different outcome 

variables to calculate the difference between the performance, i.e., number of pronounced 

items, of the video gamer and the non-gamer participants, to find out their relationship.  

VFT category and letter ‘s’ groups L1 & L2  

 

The mean of the video gamer VFT category L1 cases was not significantly higher than 

found in the non-gamers. The mean of the video gamers VFT category L2 samples was 

significantly higher than the non-gamers’. The difference between the video gamer and 

non-gamer VFT letter ‘s’ L1 cases was not significant. The video gamers’ VFT letter ‘s’ 

L2 mean was significantly higher than the non-gamers’. 

5.4. Findings of the interviews 

The video gaming expressions are used more frequently nowadays, since the number of 

active gamers is growing, as well as that of the classic game specified parlance mostly 

used by hard-core gamers in various out-of-game communication. Having completed this 

list of the low-frequency video gamer words that the volunteering video gamer students 

frequently re-use in their real-life communications allowed to continue the qualitative 

part of the research by interviewing the hard-core and the casual gamers to confirm the 

usage and the variation of the grammatical utilization of the samples, which could be 

accounted for when assessing the gamer argot linguistically. 

5.4.1 Example sentences 

The conversational examples below have been written by gamers.  
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Ebből a loot-ból veszek a soti-ra egy upgrade-t, hogy nagyobb legyen a damage. 

I have looted some stuff from which I can buy some upgrade to make bigger damage with 

my shotgun.  

Elcsesztem a flag-em, mehetek vissza a hill-re. 

I lost my flag, now I must go back to the hill (to fight for it). 

Kaptam egy boost-ot a mate-től, így már sikerült behúznom pár frag-et, aztán elkezdett 

lag-golni és kidobott a szeró-ról. 

I had got some boost from the mate, so I was able to gain some frags, then (the game) 

started lagging and got me out from the (game) server.  

5.4.2. Example words and expressions that retain English pronunciation  

Hipe-olták’ for forced publicity; ‘dodge-olsz’ for to dodge a blow; ‘unity-ben’ for 

creating a new online default ‘game generating’ engine something; ‘ki-rage-el’ for to 

burst out; ‘pixel-es vagyok’ (I am pixelated) for the internet feed is slow or the person is 

tired; ‘adj shield-et’ (give me a shield) meaning help me; ‘adj bandage-ot’ (give me 

bandage) meaning help me; ‘valami off-os’ (something off-like) meaning anticipated 

loss; ‘ki-loot-olom a hűtőt’ (I am looting the fridge) for taking stuff out of the fridge; 

‘upgrade-elek’ (I am upgrading) meaning to learn in order to be better in something; 

‘raid-eljük a boltot’ (let’ raid the shop) meaning many people go into the store to buy 

some food; ‘quest-eljük a boltot’ (let’s conquer the shop, for the same meaning 

above);‘jönnek a bot-ok’ (the bots are coming)  the word ‘bot’ derives from ‘robot’ and 

is a short for non-gamers; ‘freemium-nak látszik’ (looks like a free game) meaning just 

the opposite; ‘help-elj’ (help me) literary meaning; ‘skip-peljük a napot’ (let’s skip the 

day) meaning everything is boring; ‘ki-click-keltük az embert‘ (we have clicked out of 

the man) meaning to avoid meeting somebody; ‘adj boost-ot’ (give me a boost) asking 

again for help.    

5.4.3. Example words and expressions that use Hungarian pronunciation 

‘lement a HP-ja’ [hʌ pe:], (his/her health points went down), meaning lost interest or 

feeling tired; ‘attack-oljuk a boltot’ [atak], (let’s attack the shop) meaning buying food 

in a shop; ‘lag-golok’ [lag], (I am lagging) for a momentary lapse in the game flow; ‘ki-

ban-noltuk az embert’ [ban], (we have banned the person) meaning to; ‘warn-ollak’ 

[varn], for warning; TK [te: kʌ], for team kill, bad things have happened in a row. 

 

 

 



21  

6.  Summary of the Research 
The analysis of the most quantitative data indicated statistically significant relationships 

among variables, like school grades in English, used gadgets, parental SES, and video 

gaming habits, which demonstrated the impact of video gaming on English language 

learning and usage among the examined participants, although these results cannot be 

generalized beyond the student participants and the context of the study, because the 

number of contributors did not reach one thousand. Among the 646 gamer participants 

the three most played game types are the cooperative games, namely, the first-person 

shooter, the open-world, and the battle royale, and according to the findings those who 

play these video games have better results in the VLT test, hence giving them an 

advantage in high-frequency word knowledge. Such multiplayer action games that are 

available online in a multiplayer mode, operate with more intensive audial, written, and 

on-screen communication than the sports, card, and social media games. although sports, 

card, or puzzle games utilize just single information channels thus they are lesser 

exploitable for language learning. After all, the research participant players prefer to play 

action games principally, whose players were found to have significantly higher VLT 

scores. 

Regarding the socio-economic situation of a video gamer, Study 1 revealed the 

connection between SES and VLT results, which was positive, also there was a 

connection between the used gadgets and the VLT results, which means that a desktop 

or a laptop computer is the best to be used to play any kind of video game as an out-of-

school language learning activity. Study 2 verified the hypotheses about the impact of 

video gaming on the person’s cognitive functions and demonstrated that video gaming 

plays a significant role in the language learning process, alongside with presenting what 

reliable and entertaining test instruments can be applied in classroom settings. In turn, 

these elements assist the progress of proper grammar, therefore the participants require 

instructional education as it is observed in the correlation between the language grades 

and video gaming.  

The video gamers are also effective in publicizing their extensive literacy knowledge and 

using the target language daily, since the gamer/learner is part of a (virtual) reality 

environment. Video gaming as an extensive extramural activity can be treated as a 

facilitator of leaning English, through which the participants can meet gamers from other 

countries. 
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7.  The Author’s Publications in the Field 
 

 

Arnold-Stein, R., Hortobagyi, I. (2023). The correlation between the socio-economic variants 

and the EFL educational gain of video gaming in light of the VLT test results of 

secondary school students. Bulletin of The Transilvania University of Brasov Series IV 

Philology Cultural Studies, 16(2), 75-88. 

Arnold-Stein, R., Hortobágyi, I. (2023). The phenomena measured with Stroop and verbal 

fluency tests used as predictors of school performance in language learning. In: Tóth, J. 

(Ed.) Humán tudományok: jövőbe vezető utak, Budapest, Magyarország, Akadémiai 

Kiadó (2023). 

Arnold-Stein, R., Hortobágyi, I., (2022) The Hungarian video gamers’ English phraseology 

and its enriching effect on the Hungarian linguistic diversity. In: Navracsics, J., Bátyi, 

Sz., (Eds.) Nyelvek, nyelvváltozatok, következmények I.: Nyelvoktatás, nyelvelsajátítás, 

nyelvhasználat, fonetika és fonológia. Budapest, Magyarország: Akadémiai Kiadó 

(2022).  

Arnold-Stein, R., Hortobágyi, I., (2022). Online edutainment a possible congruence between 

early language acquisition while playing and the flow state in vocabulary development 

during video gaming. In: Molnár, D., Molnár, D., (Eds.) XXV. Tavaszi Szél Konferencia 

2022. Absztraktkötet Budapest, Magyarország: Doktoranduszok Országos Szövetsége 

(DOSZ) (2022). 

Arnold-Stein R., Hortobagyi I. (2022). Video game play as a meaningful online social 

activity – a virtual zone for integrative L2 learning and practice. Bulletin of The 

Transilvania University of Brasov Series IV Philology Cultural Studies 15(64), 31-48. 

Arnold-Stein, R., Hortobágyi, I. (2021). Translanguaging, Diglossia and Bidialectalism in 

the Video Gamer Argot. PAPERS IN ARTS AND HUMANITIES 1:2(61). (2021) 

Conferences: 

XXVIII. Hungarian Congress of Applied Linguistics: Languages, Language Variants, 
Consequences. University of Pannonia, Faculty of Modern Philology and Social Sciences 
(MFTK), April 19–20, 2021. 

 

National Association of Doctoral Students (DOSZ), Spring Wind Conference, University of 
Pécs, Pécs, May 06. - 08. 2022. 

 
Hungarian Science Day, 2022. University of Pannonia, Veszprém, November 10, 2022. 

 
International Conference of Linguistics, Structure Use and Meaning. University of Brasov, 

Brasov - Romania, September 15 – 17. 2022. 

  



23  

8.  Works Cited 
 

 

Al-Jifri, A. A. (2017). The impact of video games in the acquisition of English language: The 

case of Saudi youths. Journal of Foreign Language Education and Technology, 2(2), 15-

35. 

Antzaka, A., Lallier, M., Meyer, S., Diard, J., Carreiras, M., & Valdois, S. (2017). Enhancing 

reading performance through action video games: The role of visual attention span. 

Scientific reports, 7(1), 14563. 

Ashraf, H., Motlagh, F. G., & Salami, M. (2014). The impact of online games on learning 

English vocabulary by Iranian (low-intermediate) EFL learners. Procedia-Social and 

Behavioral Sciences, 98, 286-291. DOI: 10.1016/j.sbspro.2014.03.418. 

Baniqued, P., Kranz, M., Voss, M., Lee H., Cosman J., Severson, J. & Kramer A. (2014). 

Cognitive training with casual video games: points to consider. Frontiers in Psychology, 

4, 1010. DOI=10.3389/fpsyg.2013.01010     

Benson, P., & Chik, A. (2011). Towards a more naturalistic CALL: Video gaming and 

language learning. International Journal of Computer-Assisted Language Learning and 

Teaching, 1(3), 1–13. 

Butler, Y. G., Sayer, P., Huang, B. (2018). Introduction: Social class/socioeconomic status and 

young learners of English as a global language, System 73, 1-3. 

https://doi.org/10.1016/j.system.2018.02.007 

Cabraja, A. (2016): The effects of video games on the receptive vocabulary proficiency of 

Swedish ESL students; Thesis Research. Stockholms Universitet  

Christakis, D. A., Zimmerman, F. J., & Garrison, M. M. (2007). Effect of block play on 

language acquisition and attention in toddlers: A pilot randomized controlled trial. 

Archives of pediatrics & adolescent medicine, 161(10), 967-971. 

Damsa A. & Fromann R. (2018). Videojátékoktól a munka világáig–játékostipológiák és 

munkahelyi motiváció. Információs Társadalom, 18(1), 18–25. 

Eisenchlas, S., Schalley, A., & Moyes, G. (2015). Play to learn: self-directed home language 

literacy acquisition through online games. International Journal of Bilingual Education 

and Bilingualism, 19(2), 1-17. DOI:10.1080/13670050.2015.1037715 

Gee, J. P. (2003). What video games have to teach us about learning and literacy. Computers 

in entertainment (CIE), 1(1), 20-20. 

Gee, J. P. (2009). New Digital Media and Learning as an Emerging Area and ”Worked 

Examples” as One Way Forward. The MIT Press Cambridge, Massachusetts. 

Green, C. S., & Bavelier, D. (2007). Action-video-game experience alters the spatial 

resolution of vision. Psychological science, 18(1), 88-94. 

Hanghøj, T., Lieberoth, A., & Misfeldt, M. (2018). Can cooperative video games encourage 

social and motivational inclusion of at-risk students? British Journal of Educational 

Technology, 49(4), 775-799. doi:10.1111/bjet.12642  

Hartanto, P. (2018). High-Frequency Words in ‘Clash of Clans’ Corpus: A Content Analysis 

of in-Game Text (Doctoral dissertation, Program Studi Pendidikan Bahasa Inggris FBS-

UKSW). 

Hodent, C. (2017): The Gamer’s Brain: How Neuroscience and UX Can Impact Video Game 

Design. CRC Press 

https://doi.org/10.1016/j.system.2018.02.007


24  

 

Järvinen, A. (2002). Gran Stylissimo: The Audiovisual Elements and Styles in Computer and 

Video Games. In. Frans Mäyrä (Ed.). Proceedings of Computer Games and Digital 

Cultures Conference, Tampere: Tampere University Press, 2002. 

Kucera, H., & Francis, W. N. (1982). Frequency analysis of English usage: Lexicon and 

grammar. Boston: Houghtin Mifflin. 

Kühn, S., Lorenz, R. C., Weichenberger, M., Becker, M., Haesner, M., O'Sullivan, J., ... & 

Gallinat, J. (2017). Taking control! Structural and behavioural plasticity in response to 

game-based inhibition training in older adults. NeuroImage, 156, 199-206. 

Laufer, B. (1998). The development of passive and active vocabulary in a second language: 

Same or different?. Applied linguistics, 19(2), 255-271.  

Liu, S., Kaufmann, C., Labadie, C., Ströhle, A., Kuschpel, M. S., Garbusow, M., ... & Heinzel, 

S. (2019). Short-term effects of video gaming on brain response during working memory 

performance. PloS one, 14(10), e0223666. 

Marone, V. (2018). Teaching English Through Music Videos. In. J.I. Liontas, M. DelliCarpini 

(Eds.). The TESOL Encyclopaedia of English Language Teaching, (pp. 1-7). John Wiley 

& Sons, Ltd. https://doi.org/10.1002/9781118784235.eelt0849 

Martinez, L. Gimenes M., & Lambert E. (2023). Video games and board games: Effect of 

Playing practice on cognition. PLoS ONE 18(3): e0283654. 

Doi.org/10.1371/journal.pone.0283654  

Matern, M. F., van der Westhuizen, A., & Mostert, S. N. (2020). The effects of video gaming 

on visual selective attention. South African Journal of Psychology, 50(2), 183–194. 

https://doi.org/10.1177/0081246319871391 

Milton, J. & Alexiou, T. (2009). Vocabulary size and the common European framework of 

reference for languages. In. Vocabulary studies in first and second language acquisition. 

pp. 194-211. Palgrave Macmillan, London. 

Nash, B., L. & Brady, R. B. (2022). Video Games in the Secondary English Language Arts 

Classroom: A State‐of‐the‐Art Review of the Literature. Reading Research Quarterly, 

57(3), 957-981. 

Nikolov, M. (2009). Early language programmes and outcomes: Factors contributing to 

Hungarian learners’ proficiency. In. M. Nikolov (Ed.) Early language or modern foreign 

languages (pp. 90-107). Bristol: Multilingual Matters. 

Nindyaputri, I. R. (2017). Word Frequency of The Vocabulary in Computer Games (Doctoral 

dissertation, Program Studi Pendidikan Bahasa Inggris FBS-UKSW). 

Peterson, M. (2013). Computer games and language learning: Theoretical rationales. In 

Computer Games and Language Learning (pp. 51-60). New York: Palgrave Macmillan 

US.  

Pickard, N. (1996). Out-of-class language learning strategies. ELT journal, 50(2), 150-159. 

Piirainen–Marsh A., and Tainio L. (2009). Other-Repetition as a Resource for Participation in 

the Activity of Playing a Video Game. The Modern Language Journal, 93(2), 153–169. 

Prensky, M. (2003). Don’t Bother Me Mom: I’m learning. How computer and video games 

are preparing your kids for 21st Century success and how you can help. St Paul: Paragon 

House, Mark Prensky.  

https://doi.org/10.1002/9781118784235.eelt0849
https://doi.org/10.1177/0081246319871391


25  

Ricento, T. (2012). Political economy and English as a ‘global’ language. Critical 

Multilingualism Studies. 1 (1), 31–56. Archived from the original on 2017-03-04. 

Retrieved 2017-03-04. 

Rodgers, M. P., & Heidt, J. (2020). Levelling up comprehensible input and vocabulary 

learning: The lexical profile of videogames. In. Pop culture in language education. (215-

227). Routledge.  

Rubin, K. H., and Fein, Greta G., and Vandenberg, B. (1983). “Play”. In Handbook of child 

psychology ed. by Paul H. Mussen, and Mavis E. Hetherington, 4, 693–774. New York, 

NY: Wiley 

Sandseter, E., B., H. & Kennair, L. E. O. (2011). Children's risky play from an evolutionary 

perspective: The anti-phobic effects of thrilling experiences. Evolutionary psychology, 

9(2), 147470491100900212.  

Schmitt N. (2010). Researching vocabulary: A vocabulary research manual. New York: 

Palgrave Macmillan. 

Seidlhofer, B. (2005). English as a lingua franca. ELT journal, 59(4), 339-341. 

Sosu, E. M., & Schmidt, P. (2022). Changes in cognitive outcomes in early childhood: the 

role of family income and volatility. Frontiers in Psychology, 13, 758082. 

Sylvén, L., & Sundqvist, P. (2012). Gaming as extramural English L2 learning and L2 

proficiency among young learners. ReCALL, 24(3), 302-321. 

doi:10.1017/S095834401200016X 

Szilágyi, L. (2020).  A brief overview of the XXI century foreign language education in 

Hungary. In. KELM Knowledge, Education, Law, Management, №8 2(36), pp. 13-17.  

Thomas, C. M., & Clyde, J. (2013). Game as book: Selecting video games for academic 

libraries based on discipline specific knowledge. The Journal of academic librarianship, 

39(6), 522-527.  

Thompson, C. G. & von Gillern, S. (2020). Video-game based instruction for vocabulary 

acquisition with English language learners: A Bayesian meta-analysis. Educational 

Research Review, 30, 100332. 

Veszelszki, Á. (2017). Digilect: The Impact of Infocommunication Technology on Language. 

De Gruyter, Berlin–Boston. 

Vidlund, A. (2013). English in video and online computer games: Potential enhancement of 

players’ vocabulary. 

Vygotsky, L. S. (1978). “The role of play in development”. In Michael Cole, Vera John-

Steiner, Sylvia Scribner, and Ellen Souberman (Eds.) Mind in society: The development 

of higher psychological processes, 92–104. Cambridge, MA: Harvard University Press.  

Welker, K. M. (2022). Video Games – Cognitive Help or Hindrance? JAMA Netw Open. 

5(10):e2235729. Doi:10.1001/jamanetworkopen.202235729 

Worth, N. C. (2015). Players and Avatars: The Connections between Player Personality, 

Avatar Personality, and Behavior in Video Games. A doctoral thesis, Department of 

Psychology BROCK UNIVERSITY, St. Catharines, Ontario. 

 

 

https://web.archive.org/web/20170304114108/http:/cms.arizona.edu/index.php/multilingual/article/view/11/30
http://cms.arizona.edu/index.php/multilingual/article/view/11/30

