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We are surrounded by different information
technologies which can serve as tools for
language learning. Investigation on video games
and the effect of playing has been conducted
by a number of researchers. The outbreak of
information technology, and the popularity of
video games that are designed for education
purposes, are starting to play a meaningful role
in the promotion of effective learning.

The positive and negative effects of video
games have been a popular research area
of researchers. In the literature we can found
statements for and against the practicality of
computer games in encouraging language
learning. The positive side of using video games
shows us that various social and cognitive skills
can be developed. The negative side of the
frequent use of computer games shows that
it can cause addictions and can also cause
negative psycho-social tendencies.

This research is based on the usefulness of video
games in education. Playing the proper games
may help students to learn a lot and improve their
passive and active skills. Different types of video
games have been made for students to develop
interest for studying

Games are interactive; there is a connection
between the player and the game. The player
reacts to the gameplay and the game reacts to
the gamer’s activity. The games let the players
feel that actions are co-decided and the world
they are in is co-created by themselves, not only
by the game designers. Actions and decisions
depend on each player, so the path the game
takes also differs. V

Video games can be fun and rewarding and with
the help of it students can be motivated to learn
a language by using the proper tools and games.
The game’s immediate feedback based on the
player's action also helps maintain motivation.
Key words: computer games, video games,
gamification, language learning, influence.

B ocmaHHi poKu 8ideoiepu cmasiu Bak/IUBOK
4acmuHoto po3saz siKk 07151 dimell, mak | dnisi
dopocsiux. Posgazu Haby/iu HOBOI ¢hopmu 3
1051800 KOMITIOMEPHUX ma Bi0eoieop | 6iibuwul

aKyeHm ro4as cmasumbCs Ha PO3BUMOK ayoio-
ma Bi3ya/ibHUX Hasu4oK. [ledai binbwe srooeli
foyuHalomb BUGUPamu yro ¢hopMy BIOMOHUHKY,
i dedani 6ibLe nepcoHaxis sideoieop cmasu
4aCMmuHOK Hawux OHig. [lonynspHicms gide-
0i20p royYana KOHKypysamu 3 MOMyJISIPHICIIO
birIbMIB, KA30K ma IHWUX ¢hopMm 2pul.

Y cbopmynrosarHi [Pkyyna, sideoigpu — ye Habip
cucmem, 3aCHOBaHUX Ha CyKYrHOCMI npasus, 3
SIKUMU 3 YacoM epasysi Byde ros’s3ysamu sikachb
emoyjiliHa rpus’sisaHicmb. bazamo 00C/iOHUKIB
chopmysIoromeb €80T M02/1510U Ha Bideoigpu mak,
Wo 8 Ix bayeHHi cami i2pu € YacmuHoOK Habopy
cucmeM, 3aCHOBaHUX Ha rnpasusiax, i3 BUKOpUC-
MaHHSIM PI3HUX HABUYOK.

Typos knacudbikye Bideoigpu makuM YUHOM:
60UI0BUKU, MPU20OHUYbKI, BECE, CMpameaiyHi,
CrIopmMuBHI ma po38UBatoYi.

HacmynHe docidxeHHs1 Mae Ha Memi npoaumu
€8im/10 Ha Kopucmb Bideoi20p. YyacHUKU 00C/Ti-
O)eHHS1 6y/1u BUGpaHi BUNadKOBUM YUHOM. Y4ac-
HUKU 3aM0BHUAU  OHAalH-0MumyBasbHUK, Wo
cknadaemscs 3 8 yacmuH. [Mepwi 3anumaHHsi
cmocysa/iuch Bi0eoi20p ma 4acy, sumpade-
HO20 Ha HUX. Lji 3anumaHHsi cynposooxysasiuch
MUMaHHsIMU, IKi HamMazas1ucsi PO3KpUMU me, siKi
HasuyKu 6ys1u BuKkopucmani abo Habymi io yac
2pu. Hapewmi, ocmaHHs1 YacmuHa onumysasib-
HuKa Hama2asiacsi 3Halimu sionosioi Ha me, siKi
MOBHI HaBUYKU BOHU rlompebysanu abo 3acso-
Inu nio yac epu y sioeoigpu.

BaeasibHi pesysibmamu 0obpe MoKasyrms, Wo
6inbLocmi pecrioHoeHmig sideoigpu doroma-
2a/lu po3susamu abo Habysamu MOBHUX HaBU-
4OK. PecrioHOeHmu Ma/iu 3Moay Hassamu Hasu-
KU, 5IKi BOHU Haby/1u abo PO3BUHY/IU Mi0 Yac 2pu.
Ceped yux HasUYoK 6isibuie MiOKpec/1oBaauCh
Hasuyku YyumaHsi ma rnepeksiady. Kpim moezo,
pesysismamu 0obpe roKasyroms, Wjo PO3BUMOK
C/I0BHUKOBO20 3ariacy sce wje 6ys Ha nepuiomy
niaHi. 3Bu4aliHo, MU He MOXEMO HeXmysamu
mum ¢hakmom, Wo 2pasyi BUKOPUCMOBYBa/IU SIK
ucbLMOBI, mak i yCHi ¢hopMU Cri/IKyBaHHSI, KOU
BOHU 2pa/iu 8 OHAAUH-ghopmami.

KntouoBi cnoBa: komm'romepHi igpu, sioeoigpu,
eelimichikayisi, BUBYEHHSI MOBU, BI1/IUB.

Introduction. Over the past few decades, video
games have become important part of children’s
play and adult’s leisure time. Entertainment via
technology took on different forms, from audible to
visual manifestations, with video games following
those trends of leisure enjoyment after the birth of
the computer. In the past few decades, more and
more people, especially children, started playing
video games and many video games characters
became cultural icons. The technology of video
gaming has advanced far enough to be compared
to movies, cartoons and books in their capacity to

tell an engaging story, to be well presented and
directed.

The definition of gaming. What is a video
game? Based on the definition of Juul “a game is
a rule-based system with a variable and quantifiable
outcome, where different outcomes are assigned
different values, the player exerts effort in order to
influence the outcome, the player feels emotionally
attached to the outcome, and the consequences of
the activity are negotiable” [6].

Longman Dictionary of Language Teaching and
Applied Linguistics defined video games as “an
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organized activity that usually has the following
properties: a particular task or objective, a set of rules,
a competition between players, and a communication
between players by spoken or written language [7].

Based on the study of J. Turow video games can
be divided into the following genres [8]:

— action games;

— adventure games;

— casual games;

— simulation games;

— strategy games;

- sport games;

— edutainment games.

Action games are fast-paced gameplay with a
focus on movement, combat, hand-eye coordination,
and reaction time. The most played action games are
GTA, Legend of Zelda, Batman etc.

Adventure games tell the story of its character
or characters on a literal adventure. An adventure
video game is usually plot-driven. This serves to
focus the player on the singular task of his or her
adventure. Popular adventure games are.

Casual games are fun, simple gameplay that is
easy to understand. Simple user interface, operated
with a mobile phone tap-and-swipe interface or a
one-button mouse interface. Under casual games we
think of:

a) puzzle games — Bejewelled series;

b) hidden object games — Mystery Case Files
series;

¢) arcade games — Plants vs. Zombies;

d) strategy games — Cake Mania series;

e) trivia games — Bookworm Adventures series;

f) card or board games — Mah-jong.

Simulation games — a game in which participants
are provided with a simulated environment in which
to play. Atype of digital game that presents the player
with a simulation focused on a real-life scenario.

Strategy games — games that make you think.
They make you use your brain thing and it hurts.
There are various types of strategy games, sub-
genres, such as real-time strategy and turn-based
strategy. Strategy is an element that can be found
in many non-strategy games, referring to any time
where it requires you to think about a tactic. A game
in which the players’ decision-making skills have a
high significance in determining the outcome, such
as chess, checkers or go.

Sport games — A sports game is a video game
genre that simulates the practice of sports. Most sports
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

354 Bunyck 37. 2021

of the game's mechanics, but using an entertaining
form of gameplay, sometimes using licensed video
game characters. Typical Edutainment games teach
the player skills such as typing, math, language,
geography, and history, among others, but can also
be used to develop social skills such as teamwork
and sharing.

If video games are well designed and serve
educational purposes, the games can be an effective
tool for teachers. Number of research confirmed
that video games in general have positive influence
on social and cognitive development of children,
including positive effect on academic achievements,
cognitive abilities, motivation, attention, and
concentration [5].

With the help of video games different abilities
of the student are forced to be used while playing
and mastering the game itself. Throughout this
process players not just only play, but they also
have the opportunity to acquire a language. These
games stimulate senses, include strategic thinking
and develop motivation for learning. Gamers think,
analyze and plan to achieve goals. As an education
tool, video games are enjoyable, straightforward,
adaptive and gratifying.

One of the main reasons why researchers began
to investigate the effectiveness of this new area
is defined by Johnson. Johnson clarifies, that a
language learning game must be able to distinguish
between all of the possible variability in the language
to provide useful feedback [4].

Data collection and the questionnaire. To collect
data for the study, the participants were selected
random. Each participant was sent a hyperlink leading
to the online survey. The sharing and spreading
of the hyperlink was controlled by the researcher.
The questionnaire was conducted in English. The
questionnaire was divided in to 8 sections. The first
two sections ask for background information of the
participants. The concept of gaming and gaming
frequency were investigated in the following ones.
This was followed by a question related to the skills
the questioners acquired through video games. This
question was based on their personal beliefs. The
following question was a multiple choice question,
questioners had the opportunity to choose from given
alternatives. With the help of this question we have
tried gathering information of the type of skills the
participants acquired while playing video games.
Finally, the questionnaire gathered information about
the skills of language needed in gaming and learned
from gaming. All questions were mandatory. The
questions are presented below section by section.

1) Age.

2) Gender.

3) Do you play or have you ever played English
video games on a computer, console, web browser or
mobile device?
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4) If you play or have sometimes played computer
games (other than educational ones), which of the
following options describes your gaming the best?

5) Which of the following statements describes
you the best?

6) What kind of areas of language have you
learned or what have you improved in when gaming
in English?

7) Have the skills you have acquired through video
games benefited you at school or in your studies?

8) Have the skills you have acquired through video
games benefited you elsewhere outside games and
studies?

Results. The first section will examine the
background details of the participants. The data
was analyzed using both quantitative and qualitative
methods.

Of the 36 respondents who answered question
one regarding respondent's gender 10 (27.8%) were
male and 26 (72.2%) were female. As the results
reflect more women filled out the questionnaire then
men. Further on these results can serve as a basic
of another study to analyze the gender distribution
in more detail and showing the connection towards
video games of both men and women.

Table 1
Gender Distribution
Number Percentage
Male 10 27,8%
Female 26 72,2%

The second question shows us the age distribution
of the participants. From the data we can see that age
of the participants is various and it reflects on the fact
that the participants are already familiar with English
or they have been in connection with it in some kind
of form (fig. 1).

The following section will go through the gaming
habits of the participants. The aim of this part was
to see how many participants play games and the
frequency of their gaming habits.

Only 5.6% of all respondents claimed to have no
experience in digital games in English. The majority,
94.4% of the respondents have some form of
experience with games

In Question 4 the frequency of the participants’
gaming sessions was surveyed. The results of
playing games on a computer, game console or a
handheld device were mixed, as the results show
most of the participants play at least once a week
or even every day. The following question was in
close connection with the previous one, however in
this question the duration of playing time/day was
asked. The results show similarity to the gaming
frequency of the participants. Those who play day by
day they spend more than two hours gaming, while
it is interesting that those who don’t play on a daily
basis they also spend more than 3-4 hours when
they decide to choose this form of relaxation. There
is no big difference in playing time between those
who spend more than an hour — 53% or those who
spend hours playing games — 47%. These numbers
are in close connection and reflect on the results of
the frequency of gaming habit. The frequency of their
gaming habit shows that 70,6% of the participants
play almost every day (fig. 2, 3).

The following question asked the respondents to
name specific language skills they had needed while
playing. The respondents were given several options
and they had the possibility to choose more than one
option. As the results show reading comprehension
skills (28) and listening comprehension skills (23) are
the two most widely chosen options. 11 answers were
picked for oral conversation skills which was the least
chosen option. It is interesting to denote that those

Age Distribution

40
30
(33,3%)  (36,1%)
10 4
20 20 (11,1%) 5(25ty 1 1
(5.6%) 5% (5.6%)  (2,8%)  (2,8%)
17 18 19 20 21 22 26 36

Fig. 1. Age distribution
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Frequency

u | play once a month or less,

u | play many times a week.
u | play once a week or less.

| play every day or almost every day.

Fig. 2. Frequency of gaming sessions

Playing time

4k
W

® Maximum half an hour

® Maximum an hour
® Maximum two hours

m Maximum four hours

Fig. 3. Playing time/day

Skills related to English

Written conversation skills 18
Oral conversation skills 11
Reading comprehension 28
Writing 13
Listening comprehension 23
Speaking 12
0 10 20 30

B Number of participants

Fig. 4. Skills related to English

skills are the most dominant skills which are passive
language skills (reading and listening). This reflects
that most of the games are based and built up in a way
that these are the prioritized language skills. While on
the other hand the active language skills (speaking and
writing) seem to be less used by the gamers. However,
we cannot go pass the fact that the usage of these skills
highly depend on the game type. Online games mostly
require active passive skills because participants have
to chat and speak to each other while offline games
are mostly based on passive language skills where
most of the games are story based, therefore the focus
is on the reading and translating skills (fig. 4).
Question 5 asked the respondents about the
usefulness of playing games concerning their English
studies. As seen from the results more than 95%
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percent of the respondents believe that playing video
games helped improving their English language skills
in some form. 45,7% of the respondents state that
playing video games had a significant help in their
English language studies (fig. 5).

The following question would like to specify what
skills had been learnt or improved by playing video
games — What kind of areas of language have you
learned or what have you improved in when gaming
in English? The respondents had the possibility to
choose from several options, they could choose more
than one option. From the collected data it became
clear that vocabulary, phrases and slang language
were the most improved language area. Apart from
vocabulary development other important skills were
improved which help developing English language
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skills — reading skills (54,3%), pronunciation skills
(48,6%) and translations skills (48,6%) were chosen
widely by the respondents. An interesting fact shows
that many respondents believe that playing video
games helped developing their conversations skill
(45,7%). Language history, culture-related issues
and grammatical knowledge were believed to have
improved the least (fig. 6).

The last two questions asked the respondents
about the experienced benefit of playing video games
in- and off school environment regarding their English
performance. 48,6% of the respondents stated that
playing video games had an effect on their English
language skills. Only 2,9% believed that it did not
have any influence at all. 28,6% said that the benefit

of playing video games had been great. If we look at
the positive replies it is clear that more than 97% of
the respondents claim that playing video games had
some kind of positive effect on their English language
skills and they have managed to utilize in their school
studies.

If we compare the results gathered for these
guestions we will see that to some extent the
respondents have benefited of their gathered skills in-
and both out of school environment. 57,1% claimed
that they have experienced positive effects of playing
video games off-school use. It seems that the English
used on the Internet and learnt through video games
had made the respondents more confident in using
English in real world context (fig. 7, 8).

| do not know if gaming has
helped to learn English.

Most of my English proficiency is
due to gaming

Gaming has helped significantly to
learn English

Gaming has helped a little to learn
English

Gaming has not helped to learn
English at all

Usefulness of playing video games

60%

5 10

15 20 25

Fig. 5. Usefulness of playing video games

100,0

Specific aspects of English language learned
while playing video games

88,6%

90,0
80,0 -

70,0 -

60% 65%

54,3%

60,0 -
50,0 -

48,6% 48,6% 4579

37,1%

40,0 -
30,0 -

20,0 -

10,0 -
0,0 -

Fig. 6. Specific aspects of English language learned
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Experienced benefit of play
for in-school English performance

0% 2,9%

m Not at all
H Very little
m Somewhat
H A lot

H Substantially

Experienced benefit of play
for English skills in off-school use

M Not at all
H A little
= Somewhat

B Substantially

Fig. 7. Experienced benefit of play for in-school
English performance

Conclusions. The current study has analysed
the view on whether video games are beneficial for
English learning. As seen from the results more than
95% percent of the respondents believe that playing
video games helped improving their English language
skills in some form. Participants were able to identify
different language skills which they have gained or
developed through playing video games. Vocabulary-
related areas of language learning seem to benefit
the most from playing games. Reading skills (54,3%),
pronunciation skills (48,6%) and translations skills
(48,6%) were chosen widely by the respondents
too. Based on these numbers we can see that
reading skills and vocabulary development are the
two most required areas of language development.
Nevertheless, we cannot go past the fact that during
online games oral and written form of communication
is required by the players. Apart from language skills
the frequency of gaming habits were measured as
well. The frequency of their gaming habit shows that
70,6% of the participants play almost every day.
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