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Abstract 
 

The aim of this degree project was to find out what students currently enrolled at upper-

secondary school programs think of video games as an educational tool, and whether they 

believed it would be a good idea to use video games in English language classrooms. This was 

done by collecting data through the use of an online questionnaire, where students enrolled at an 

upper-secondary school in central Sweden answered questions on the subject video game habits, 

previous experience playing video games in class, attitudes toward video games in general and as 

educational tools in teaching English in particular. 

A secondary objective for this study was to compare what the students think of video games as an 

educational tool with previous research and what two active teachers have to say about the 

subject. To achieve this, two teacher interviews were conducted and analyzed through comparing 

the answers with the student questionnaire and previous research, by others, on the subject of 

attitudes toward video games and education. These teachers were also asked to present possible 

challenges for integrating video games in English class. 

The result was that the students had, by and large, a positive attitude towards video games being 

used in English class and a substantial amount of them acknowledged that they had acquired 

English skills through playing video games in the past. The teachers presented a number of 

practical challenges for using video games in class – including current curriculums, teacher 

readiness, technology available at school and a perceived lack of science behind video games as 

educational tools. Despite this, both teachers were willing to use video games in English class if 

they get the right incentive and tools to do so. 

Keywords: Video games, Education, Serious Games, L2 English, Students’ attitudes 
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1. Introduction 

 

The aim of this degree project is to explore the possibilities of linking the ways in which Swedish 

students of today acquire L2 (second language) English outside of school with how they are 

expected to learn in school. Recent studies, like Sylvén and Sundqvist (2012), have shown that 

that there is a discrepancy between how adolescents acquire L2 English skills in the classroom 

and outside of school. In an ever-changing world, it would seem necessary that the school system 

tries hard to accommodate globalization, multi-culturalism, and rapid technological advances in 

its classrooms.  

In Sweden, the newly revised curriculum for the upper-secondary course English 5, a mandatory 

English course for students enrolled in national upper-secondary school programs, includes goals 

that aim toward integrating new types of media and technology within the English language 

courses (Skolverket, 2018). It would seem that the integration of new technological advances, 

and various digital platforms, for students to explore and acquire knowledge is linked to an ever-

growing demand for skills in modern technologies in business and other post-school activities. 

Peña-Miguel and Sedano Hoyuelos (2014, p.230) claim that “the introduction of new 

technologies in society has created a need for interactive contents that can make the most of the 

potential that technological advances offer”. This view is shared by Anetta (2008), who sees 

these advances in technology as constituting an untapped potential in education. The fact is that 

there already are schools in the world using digital games – often referred to as serious games (e. 

g. Peña-Miguel & Sedano Hoyuelos, 2014). Much research is currently being carried out in this 

respect, some of which I will present in section 2 below.  

The revised Swedish curriculum (Skolverket, 2018) partly seems to be a reaction to Sweden’s 

PISA-ranking, which is based on an international test handed out to 15-year-old students every 

three years, and where Sweden is just above the international average in most areas (Jackson & 

Kiersz, 2016). However, Sweden topped the English Proficiency Index, which is based on an 

international test measuring L2 English skills, as recently as 2013, according to Öhman (2013).  
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It seems to be the case that the majority of adolescents in Sweden are rather good at acquiring L2 

English skills, despite the fact that Swedish schools have both teachers and students with various 

social, cultural and economic backgrounds. While there is a clear historical and thus structural 

connection between the Swedish and the English language, there could be something else at play 

that makes Swedish students acquire L2 English skills so well. The answer might be found within 

the realm of Extramural English (EE), i.e. exposure to the English language outside of school. EE 

has lately been subjected to a lot of research both on the national (e.g. Sylvén & Sundqvist, 2012) 

and on the international level (e.g. Anetta, 2008).  

It might be the case that video games in particular help many L2 learners acquire English 

language skills outside of school in a much more organic and natural way than most schools are 

able to offer today. Researchers like Peña-Miguel and Sedano Hoyuelos (2014) and Anetta 

(2008) suggest that the fun side of, for example, the world of video games functions as a very 

natural motivator for learning. Acquiring skills in L2 English can take the form of having to look 

a word up to determine the next choice of action within the game, or coming to understand an 

unfamiliar word based on its context within the game (cf. section 2 below). 

If the bridging of EE and the classroom is to happen in Swedish schools, without there being a 

formal directive from Skolverket, the Swedish National Agency for Education, to include video 

games and other EE activities in English classrooms, students’ and teachers’ attitudes towards 

this need to be investigated, yet very few studies seem to have been carried out within this realm 

in Sweden. To help fill this gap, this degree project will focus on what four classes of Swedish 

students aged 16-19 and two of their English teachers think of the idea of integrating video games 

in upper-secondary English instruction. More specifically, three research questions have been 

formulated: 

1. How much of their English language skills does this particular group of students think 

they have acquired by playing video games? 

2. What are the students’ attitudes toward a possible integration of video games in English 

teaching and learning at school? 

3. What are the teachers’ attitudes toward a possible integration of video games in English 

teaching and learning at school, and what are the practical challenges according to them? 



3 
 

2. Background 
 

2.1 Previous research on video games as educational tools  

For the sake of simplicity and readability, the term video game will henceforth be used as a term 

describing any digital video game played on any platform, in accordance with most researchers 

whose work will be introduced and discussed in this report. In the current digital age, there seems 

to be no substantial difference between the games played on a regular computer or a video game 

console, which can be considered computers in their own right.  

Eichenbaum, Bavelier and Green (2014, p.51) argue that “modern video games instantiate and 

demonstrate many key principles that psychologists, educators, and neuroscientists believe 

enhance learning and brain plasticity”. In other words, not only do they claim that computer and 

video games help students acquire school subject skills; they suggest that computer and video 

games enhance the capability of learning and solving tasks more generally. Waddington (2015), 

who focuses on games that have the possibility of making students gain a greater understanding 

of complex social science matters, concludes that “Arguably, there is no better way to model a 

complex social system than by using a computer simulation” (p.11). Mifsud, Vella and Camilleri 

(2013) carried out a study in Malta and reached the conclusion that computer and video games 

make the players motivated to learn.  

Furthermore, Mifsud et al. (2013, p.32) argue that “There is a dire need for research work under 

experimental conditions which measures tangibly the effectiveness of videogame use in 

classroom learning”. Since then, an experiment of the kind they are referring to has been carried 

out. According to Peña-Miguel and Sedano Hoyuelos (2014), the Provincial Council of Vizcaya 

in the Basque Country held a two-year long competition for 300 university and vocational 

training students in a game called The Island.  Peña-Miguel and Sedano Hoyuelos (2014) then 

evaluated the game’s efficiency in teaching both school subject knowledge and social skills. The 

premise of the game seems to be quite simple and straightforward: the player is in charge of an 

island along with its inhabitants, infrastructure and economy. The player’s success in the game 

depends on how well they manage this island. When the two-year long competition was over, 85 

% of the students agreed that the game was useful in their education and 90 % percent of the 

teachers involved concurred (Peña-Miguel & Sedano Hoyuelos, 2014).  According to the authors, 
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the game proved particularly suited for improving innovation amongst students of engineering 

and in various types of vocational training. 

While the benefits of successfully including video games in education seem to be many, there is a 

debate regarding how these games should be constructed to best entertain and educate the 

students. Sanford, Starr, Merkel and Bonsor Kurki (2015) evaluated some of the serious games 

on the market at the time, which led the authors to the conclusion that “serious game designers 

need to pay attention to the perceptions and experiences of gamers if video games are going to be 

developed as instructional tools for youth and children” (p.90). What the authors found was that 

serious games, while many times effective for task-based learning, often lack the deep layers of 

imagination that help to maintain motivation in commercial games. In the study previously 

mentioned, Peña-Miguel and Sedano Hoyuelos (2014) reached similar conclusions. On the one 

hand, “the serious games have great potential for training because they have a highly positive 

effect on the learning process of users. This is due to the fact that they attract users in a simple, 

dynamic way and turn them into the protagonists of their own learning processes” (p.230). On the 

other hand, these authors, too, maintain that one of the biggest challenges of developing serious 

games is to create games that maintain the players’ focus and motivation. In other words, serious 

games do not automatically become motivating just by being games. They need to have the basic 

appeal of a commercial game to reach their full educational potential.   

2.2 The historical view on video games as educational tools 
The impact that video games have on children and adolescents has been studied for well over two 

decades now. In the 1990’s, researchers like John Seel (1997) claimed these types of games to be 

extremely harmful to children due to their sometimes violent content. He was certain that 

computer and video gaming was bad for children and young adults’ moral and ethical 

development, writing that: 

video games are the first medium to combine visual dynamism with active participation 

for children. Many parents express concern over the violent action so frequently 

associated with video games. In fact, most games feature masculine fantasies of control, 

power, and destruction, as well as subthemes of sexism and racism. (Seel, 1997, p.22)  
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He proceeded to claim that video games create angry, antisocial kids. It is, however, safe to say 

that a lot has happened within this field since the 1990’s that has tipped the scale and made 

researchers look into to how the video gaming format can be utilized to a pedagogical advantage. 

However, the readiness of teachers, as Hovius (2015) points out, still plays a role in whether 

video games will be used in class or not.  

This paradigm shift in researchers’ attitudes toward video games is explained by González-

González and Blanco-Izquierdo (2011) who write that:  

Scientific research into videogames has been rather scarce […] This research has focused 

mainly on the negative effects of videogames […] the result has been a social discourse 

that has uniformly discredited videogames […] producing a negative effect on its 

perceived educational potential. In reality, research has demonstrated the practical non-

existence of negative effects […]. (González-González & Blanco-Izquierdo, 2011, p.250) 

Anetta (2008) followed up on the moralist debate of the 1990’s by debunking Seel’s (1997) 

opinions as stereotypical and false, arguing instead for the potential of video games for students 

to acquire school subject skills (Anetta, 2008, p.233). The recognition of this potential led, among 

other things, to the birth of Digital Promise – an American government-funded project seeking to 

integrate tailor-made video games into the American education system with the intent to tap into 

the fun experience that video games can provide while controlling the input of the games and 

ensuring the quality of their content (Levine & Gershenfeld, 2011, p.24). 

 

2.3 Extracurricular activities and L2 English acquisition 
Students do not only acquire language skills in school, in fact Richards argues that  

There are two important dimensions to successful second language learning: what goes on 

inside the classroom and what goes on outside of the classroom […]. Today, however, the 

internet, technology and the media, and the use of English in face-to-face as well as 

virtual social networks provide greater opportunities for meaningful and authentic 

language use than are available in the classroom. (Richards, 2015, p.1) 
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What Richards is pointing out is important with regard to video gaming. For it is not only games 

themselves and their built-in content that allow for L2 English learning and acquisition. It is 

common knowledge that adolescents spend time talking to each other while playing these games, 

using English as a lingua franca. There are many virtual social networks for video gaming where 

children and others spend countless hours conversing while playing games and thereby 

improving their language skills, as Sylvén and Sundqvist (2012) maintain.  

In recent years, the link between extramural activities and proficiency in L2 English has been 

investigated. Sundqvist (2009) carried out a study in Sweden where she found that adolescents 

aged 15-16 who play video games outside of school tend to be more proficient in L2 English 

vocabulary, and have better oral skills in general, than those who do not play video games, which 

may be one of the reasons why boys tend to outperform girls in these respects. She concluded 

that “EE activities that required learners to be more productive and rely on their language skills 

(video games, the Internet, reading) had a greater impact on OP and VOC [oral proficiency tests 

and vocabulary proficiency tests] than activities where learners could remain fairly passive 

(music, TV, films)” (Sundqvist, 2009, p.6).  

These proficiency tests are not without flaws, Sundqvist & Sylvén (2012) conclude on how three 

teachers evaluate a test group’s L2 English language proficiency after having played video 

games. A problem that the authors acknowledge is the difficulty of proving that the in-game 

content led to players developing certain proficiencies. However: 

Even though we cannot provide any evidence that these learning gains can be attributed to 

the leisure activity of gaming, we presuppose that linguistically rich and cognitively 

challenging digital games contain relevant second language (L2) input and stimulate 

scaffolded interaction between players, thus supporting the development of L2 

proficiency. (Sylvén & Sundqvist, 2012, p.303)  

The tests also pay very little mind to the opinions and attitudes of the test group and rely heavily 

on the conclusions drawn by teachers evaluating the progress each student made linguistically 

while playing video games.  

In Sweden, Skolinspektionen (2011), the public authority responsible for inspecting and ensuring 

the quality of the Swedish school system, carried out a study on the subject of EE with students’ 
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opinions and attitudes in focus, asking the students where they believed they acquired most of 

their English language skills. 15% of the students asked claimed they acquired most of their L2 

English skills outside of school, in connection with EE activities. This investigation is, at the time 

of writing, close to being a decade old. The new generation of students deserve to have their 

voices heard. Hence, this calls for recent investigation into what adolescents think in regard to 

video games and education. 

3. Methods and materials 
To gain an understanding of students’ attitudes toward video games and English education, an 

online questionnaire (Appendix A) was created in and distributed with the help of Google Forms. 

The questions asked in the questionnaire mostly regarded the respondents’ video gaming habits, 

previous experience with video games in education, notably English language learning and 

acquisition, as well as overall attitudes toward integrating serious and commercial video games in 

English L2 education. Some of the questions come in the form of a statement in connection with 

a Likert scale to indicate the degree of agreement, while others call for a free answer. In any case 

where a student’s answer is being directly quoted in the results section below, it has been left 

unchanged and may therefore contain linguistic mishaps and errors. The ethics behind this 

particular choice are that some of these errors can be interpreted in multiple ways and should 

therefore be left as they are.  

The questionnaire was completed by 67 respondents, 60 of whom were 16 or 17 years old, and 

the remainder 18, 19 or 20 years. 56 respondents claimed to be male, 9 female, and 2 did not 

specify their gender. All informants were, at the time they took the questionnaire, enrolled in 

vocational programs at an upper-secondary school in central Sweden. They did not receive any 

compensation. All participants voluntarily answered the questions given to them in the 

questionnaire. The students were all made aware of what the data collected would be used for, 

namely this degree project, and that once it is completed they could be given access to it, should 

they be interested. 

Disregarding the questions about gender and age, the questionnaire was completely anonymous, 

in accordance with the Swedish Research Council’s guidelines (Vetenskapsrådet, 2017). Gender 

and age were included since these factors were deemed to be potentially relevant in the analysis, 



8 
 

based on impressions from previous research. The data presented in the following section, partly 

in the form of figures, is based on the students’ answers as compiled with the help of Google 

Forms.  

Furthermore, for reference and perspective, I also asked two upper-secondary English teachers 

open ended questions. The questions and answers are found in Appendix B and Appendix C 

respectively. These questions were asked through e-mail, allowing the teachers to reflect upon the 

questions in a manner that a phone or video call would not allow. It should be noted that both 

teachers were given the option of a call or a meeting, but ultimately decided on e-mail instead. 

Some limitations for this study were the fact that the students answered the questionnaire online, 

and not all of them did so in class, and that the current pandemic did not allow for physical 

meetings with the two teachers. This limited the possibility of follow up questions. 

4. Results 
The focus of this section is to highlight the general trends emerging from the questionnaire (4.1) 

and the interviews (4.2). 

4.1 The student perspective 
The principle for the presentation of the results here is that a figure corresponding to a certain 

question will be followed by a brief text highlighting the most noteworthy findings. 
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X-axis = hours students self-report playing video games per week, Y-axis = Number of students 

Figure 1: Hours spent on video games on average per week. 

As can be seen in Figure 1, a slight majority of the students answered that they play video games 

5-10 hours per week or more. However, 16 participants claimed not to play video games at all 

and 15 claimed they play 1-5 hours per week, and together these represent almost half of the 

group. At the other extreme, 8 students claimed to play at least 30 hours per week.  
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Figure 2: Games normally played by participants. 

The intention with the subsequent question, “If any, what types of video games do you normally 

play?”, was to find out the most commonly played genres. There was a choice of given 

alternatives, plus Other. The students could mark only one option. In Figure 2, MMOs stands for 

Massively Multiplayer Online games, RPG for Role Playing Games, and FPS for First Person 

Shooter. Figure 2 illustrates that the most popular video game type among the participants was 

First Person Shooter games, i.e. games played from a first-person perspective that include a lot of 

action and violence. 27 participants claimed to normally play FPS games. The second most 

popular choice was the Other category with 14 responses, where Candy Crush was specified by 

several participants in the follow up question.  

An argument can be made that this question should have been a multiple-choice one. However, to 

avoid confusion regarding what the most popular genre was this was made a one-option question. 

If the students had ranked the genres from the genre they play most frequently to the genre they 

play the least, chances are the students would have ranked genres they do not play at all. After all, 

this question was intended to answer what these students normally play, not what they play once 

in a while or not at all. 

The specifications given by some of those who had ticked Other suggest that they were not 

entirely aware of or in agreement regarding which type their favorite games are. For example, 

"racing" could be claimed to belong to the category of sports. However, this does come down to 

whether the student believed racing to be a sport or not. Moreover, one student mentioned 
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"simulator" as a type of game the student would like to have seen included. Simulator games 

arguably belong to the RPG-games category as they tend to be role playing and task-based games 

by nature, but an argument can be made that this does not include all simulator games.  

 

 

X-axis = Likert scale showing estimated degree of improvement, Y-axis = Number of students 

Figure 3: How much the students estimated their English vocabulary had improved by playing 

video games. 

As can be seen in Figure 3, the participants were asked to estimate how much their English 

language vocabulary had improved by playing video games. A clear majority of 39 chose options 

5, 6 or 7, meaning they claimed a more or less substantial impact from gaming on their 

vocabulary. Note that only 63 out of 67 participants answered this particular question, since it 

was addressed to those who actually played video games, but that more than a third of these 

indicated the highest degree of influence (7= ‘a lot’). 
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X-axis = Likert scale showing estimated improvement of pronunciation. Y-axis= Number of 

students 

Figure 4: How much the participants estimated their English pronunciation had improved by 

playing video games. 

As seen in Figure 4, the responses follow a similar pattern as in relation to vocabulary (see Figure 

3). Again, 63 out of 67 answered this particular question. That means that some of the students 

who claim to play 0 hours per week or less (Figure 1) must have answered this particular 

question. A majority, 37, chose option 5 or higher on the Likert scale, with the highest number, 7, 

being the most common choice.   

It is noteworthy that a substantial amount of the students chose option 3 on the scale, while none 

of them chose option number 4. While the reason behind this remains unclear, it is possible that 

the students interpreted the Likert scale as having the true midpoint between option 3 and 4 and 

that those who wanted to choose a middle option felt that option number 4 is on the wrong side of 

that point. Perhaps this is best interpreted as that some of these students acknowledged that their 

pronunciation has improved some through playing video games, but not necessarily a lot. 

However, the general trend seems to be that a majority of the students believe their pronunciation 

has improved significantly through playing video games. 
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X-axis = Likert scale ranging from “none” to “ a lot”, Y-axis = Number of students 

Figure 5: How much these students believe their grammar has improved by playing video 

games. 

 

Regarding Figure 5, about the impact of gaming on their English grammar proficiency, close to 

half of the respondents ticked option 5 on the scale or higher. However, this time option 7 was 

not the most commonly chosen one. In fact, the middle option 3 was, with 16 participants 

choosing, closely followed by option 6. In other words, a higher share of the participants chose 

the middle alternatives on the scale in comparison to the previous two questions about vocabulary 

and pronunciation. As a group, these students thus seem less certain that video games had helped 

them to improve their skills in English grammar.  

 

As to whether the students could state a skill not mentioned in the questionnaire (see Appendix 

A) and estimate how much they had improved that skill, fewer students answered this particular 

question than any other. One participant wrote that "As a kid i learned a lot of english from video 

games like pokemon simply because i couldn’t progress in the game otherwise, it improved my 

english skills by a 5 maybe" and another "understanding", which seems to suggest that 

comprehension is something that at least two participants felt they had improved by playing 

video games. 
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X-axis = Likert scale showing degrees of “none” to “a lot”, Y-axis = Number of students. 

Figure 6: Students estimating how much of their combined English language skills they 

acquired by playing video games. 

As seen in Figure 6, a majority of 33 out of 63 participants who answered this question chose 5 or 

higher on the scale. A slight error was made in making the Likert scale start on 1, instead of the 

usual 0. Despite this, 34 out 63 students believed that they had acquired a substantial amount of 

their combined English language skills through playing video games. 

 

4.1.1 The student perspective on education-related matters 

 

Figure 7: Whether students believed they had played games designed for educational purposes. 
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In response to the question whether they had played games designed for educational purposes, 28 

students claimed that they had not, while 26 answered "maybe" and only 9 “yes”. When asked to 

give examples of such games, one participant answered "kahoot". Kahoot is a quiz-based game 

where a teacher can formulate and modify questions and answer options to suit a certain 

environment or purpose. Two participants claimed to have played some sort of game that focuses 

on translating words from one language to another. However, none of the participants mentioned 

enough about the game to allow its identification. One participant claimed to have played "wow", 

which is a common abbreviation for the RPG game World of Warcraft. However, the participant 

did not reveal why he considered it an educational game.  

 

X-axis = Likert scale from 0=“not at all” to 7=“very”, Y-axis= Number of students 

Figure 8: Whether the students believed current teaching methods to be effective. 

 

Figure 8, regarding the effectiveness of current teaching methods, shows that a majority of the 

respondents seem to lean towards them being on the effective side. However, it is worth noting 

that the most common options chosen 3, 4 and 5 on the Likert scale. This suggests that this 

response group collectively lean towards current teaching methods being moderately effective. 
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Y-axis: Amount of answers, X-axis: Likert scale from “not at all” to “A lot” 

Figure 9: Whether the students believed video games would make the classroom experience 

more fun. 

When asked if bringing video games into the classroom would allow for a more fun experience, 

as many as 29 out of 64 participants chose a 7, meaning "a lot", with another 12 choosing options 

5 or 6 (see Figure 9). In general, and despite some individuals obviously disagreeing, this group 

as a whole believed playing video games in class would make the learning experience more fun. 

 

Y-axis: Amount of answers, X-axis: Likert scale going from “not at all” to “a lot”. 

Figure 10: Whether playing video games in class would help the students learn English. 

When asked if bringing video games into the classroom would help them learn English, the 

students answered in a manner very similar to what they did in connection with preceding 

question focusing on the aspect of “fun”, with option 7 (= “a lot”) being chosen by far the most 

often. 
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When asked to reflect upon the video games they have played, both for education and for fun, 

and comment on whether these should be included in English class and why, the students gave 

answers ranging from negative to positive. Two participants claimed that it's bad, presumably 

referring to playing video games in English class. Several players mentioned multi-player games 

and the aspect of speaking to other players online as a means to further develop English skills. 

Some examples mentioned are "Cs go", "Roblox", "Destiny 2"and "Overwatch".   

 

4.2 The teacher perspective 

While the main focus of this degree project is to gain some understanding of what adolescents 

think about video games and education, there is value in asking actively working teachers as well. 

I have therefore interviewed two working English teachers, referred to here as Teacher 1 and 

Teacher 2 respectively, who teach at upper-secondary level. The full interviews can be found 

under Appendix B and C, respectively. 

Teacher 1, while not having tried video games in English class, can see the value of doing so, 

claiming that “A major challenge in teaching L2-English is creating authentic scenarios for 

various types of communication. Gaming realities are clearly platforms on which this can be 

achieved”. Teacher 2 wrote that she had not tried using video games in class either, but she had 

noticed the appeal that video games have for many adolescents and experienced that “When the 

students get to share their personal interests connected to e.g. video games, they tend to be able to 

relax and find their words better than if I have given them the topic of discussion.”  

Teacher 2 does not believe, however, that the so-called gap between extracurricular learning, 

through video games etc., needs to be filled by all teachers using video games in L2 English 

class. She makes the point that it is perhaps even more important that students diversify their 

ways of learning and the platforms on which this might occur, and that teachers need to be left to 

their own professionalism by being able to decide how their students learn best. Then again, she 

does not rule out video games as a means to make teaching L2 English more efficient. She states 

that “I have no experience of this kind of teaching. Though in general students tend to learn more 

if they find the content and means of teaching interesting or fun.” 
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Teacher 1 believes that, on the organizational level, the biggest obstacles to using video games as 

a pedagogical tool are the current curriculum and the need to educate teachers so that they can 

use video games in class. She also believes that technological equipment needs to be updated for 

this to happen. Teacher 2 believes that universities with teacher programs would have to offer 

courses focusing on the technical and didactical aspects of using video games in class for the 

technology to be used by more teachers. She states that “new things are scary”, so current 

teachers would need to be shown why using video games in class is a good idea, and how to do it, 

for this to happen on a broad scale. She also believes that teachers need to know what games to 

use, as many commercial games include content that is unfitting for a school setting. 

Furthermore, she argues that the games used in class should not be “schoolified” in the sense that 

they become boring, as that would defeat the purpose of using video games to begin with. Hence, 

she is implying that there is an area between uncontrolled content and “schoolified” boredom in 

which these games need to be situated for them to be useful at all.   

Both Teacher 1 and Teacher 2 argue that there needs to be more research on the subject of video 

games as a means to teach English before they are interested in trying it themselves. Teacher 2 

highlights the need for controlled studies where proficiency is compared between those who do 

and those who do not play video games. Teacher 1 also claims that Skolverket, the Swedish 

National Agency for Education, needs to revise the curriculum and include video games as a 

means of communication there before she will use them in class herself. 

Finally, Teacher 1 believes that students would love it if they were able to play video games in 

class. Teacher 2, on the other hand, believes that some would like it while others wish to keep 

their private lives separate from school and that video games are among the things that therefore 

should be left outside of school. 

 

5. Discussion 

 

In the following analysis, I will attempt to break down the general trends of the student 

questionnaire (4.1) and teacher interviews (4.2), and analyze them in relation to my research 

questions and the previous research presented in the background section (2) of this report. 
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How much of their English language skills does this particular group of students think they have 

acquired by playing video games? 

It is evident from the questionnaire results presented in section 4 that the participating students, 

as a group, believed that they acquired English skills through playing video games. 

Skolinspektionen (2011) found that 15 % of the students they had asked believed that most of 

their English language skills came from extracurricular activities, and the present study confirms 

that many students still believe a large portion of their combined English language skills to come 

from outside the classroom, in particular through playing video games. That said, vocabulary 

stands out as the category where most students seem to agree they have profited the most by 

playing video games. This supports what Sundqvist (2009) found regarding slightly younger 

adolescents, aged 15-16, namely that those who played video games were on average more 

proficient in English vocabulary than those who did not. 

What are the students’ attitudes toward a possible integration of video games in English teaching 

and learning at school? 

It is also evident that the participating students believed bringing video games into the classroom 

would allow for a more fun learning experience, just like the likes of Anetta (2008) foresaw well 

over a decade ago, and that it would indeed help them learn English. It may be noted in this 

context that Teacher 2 claimed that some students do not want to mix their private lives with 

school, and two participants of the student questionnaire did say that playing video games in class 

is a bad idea, without explaining why. In other words, not just the teachers’ but also some 

students’ attitudes could be a possible obstacle to and a practical challenge in implementing 

game-related activities in class. However, a majority of the participating students thought that 

current teaching methods are decent and most agreed that playing video games in class would be 

fun and help them learn English, which would speak in favor of using video games in English 

class. 

What are the teachers’ attitudes toward a possible integration of video games in English teaching 

and learning at school, and what are the practical challenges according to them? 

The teachers interviewed for this project were cautiously optimistic towards a possible 

integration of video games in English class. Teacher 1 came off as more optimistic than Teacher 
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2, but wanted to see the support of Skolverket and a revised curriculum along with updated 

technology and education of teachers for this to make it a reality. Teacher 2 echoed this but felt 

that more evidence and research is needed before the technology is employed as a pedagogical 

tool, and does not want teachers to be forced to use it, as it should be up to each teacher’s 

professionalism to decide what tools to use. While it is hard to prove that gaming leads to English 

language proficiency, as Sylvén and Sundqvist (2012) point out, it is evident by both their and 

Sundqvist’s (2009) own research that students who play video games seem to be more proficient 

in L2 English.  

The teachers also called for controlled content of games to fit a school setting, though Teacher 2 

also pointed out that it cannot be so controlled that it becomes boring and thus defeats its 

purpose. The notion that games can have a negative, or downright harmful, impact on adolescents 

harkens back to researchers like Seel (1997). However, as González-González and Blanco-

Izquierdo (2011) point out, these researchers have been proven wrong on many occasions. That 

the games need to have a basic appeal and not be too boring to function in an educational setting 

echoes what Peña-Miguel and Sedano Hoyuelos (2014) found regarding creating serious games, 

namely that it is hard to create games made for a specific learning purpose and still maintain the 

appeal that video games normally require. Sanford et al. (2015) argue that this is, in fact, essential 

and that many serious games on the market lack the imagination needed to make them effective 

as educational tools. However, it can be done, as shown by Peña-Miguel and Sedano Hoyuelos’ 

(2014) research on how the game The Island successfully became an educational tool at a 

university and in vocational programs.  

Both teachers interviewed for this degree project identified the need to educate teachers and 

further their readiness, as Hovius (2015) also points out as important. The teachers also pressed 

the need to update the technology available at their respective schools, to present more valid 

research to teachers, to revise curriculums, and to consider some students’ wishes to separate 

school life and private life as practical challenges for video games to enter the classroom as a 

pedagogical tool.  
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6. Conclusion 
The attitudes of the students, in this study, toward the integration of video games in English class 

is overwhelmingly positive. While it would not be safe to assume that the group represents their 

entire age group, it is confirmed, in my opinion, that it is the attitudes of those who research and 

regulate education, as well as those who do the actual teaching, that determine whether playing 

video games in English class could and should be done or not.  

 

While the previous research presented in this study suggests that it is a challenge to create games 

that suit the classroom setting whilst having the basic appeal that video games need to be efficient 

learning tools, my findings suggest that actually achieving this balancing act could be very 

beneficial. 

What this report shows is that the attitudes of the students are, generally, not a practical challenge 

when it comes to implementing video games in English class. However, this report also shows 

the need for further research on pedagogical tools currently employed and those who have 

potential to become future tools. My fear is that those who, on a municipal or national level, 

successfully integrate video games in English class will create a pedagogical environment that 

gives its students advantage over those who go to school in places where this is not done. Such a 

scenario will be hard to align with national and municipal reliability and validity. Therefore, this 

calls for far more research on the subject so that those who are currently unaware of the potential 

of using video games in class can become so. We need more research, so that everyone involved 

can make educated choices. 
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Appendix A 
 

Student Questionnaire – extracted from Google Forms 

Student questionnaire 

Video games and L2 English 

1. 1. What is your gender? 

Female 

Male 

Other 

2. 2. How old are you? 

15 

16 

17 

18 

19 

20 

3. 3. On average, how many hours per week do you spend playing video games? 
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0 

1-5 

5-10 

10-15 

15-20 

20-25 

25-30 

30+ 

4. 4. If any, what types of video games do you normally play? 

MMOs 

RPGs 

FPS 

Strategy 

Sports 

Other 

5. 5. If you chose the option "other" in the question above, please state the type of game you 

normally play that isn't already included in the list above. 

 

6. 6. If you play video games, estimate how much your English vocabulary has improved by playing 

video games. 

 0 1 2 3 4 5 6 7 

 

7. 7. If you play video games, estimate how much your English pronunciation has improved by 

playing video games. 

 0 1 2 3 4 5 6 7 
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8. 8. If you play video games, estimate how much your English grammar has improved by playing 

video games. 

 0 1 2 3 4 5 6 7 

 

9. 9. If you feel that you've improved some English language skill that isn't stated above by playing 

video games, please state the skill and estimate how much it was improved by using a scale of 0-

7. 

 

 

 

 

 

10. 10. If you are to estimate, what share of your total English language skills has come from playing 

video games? 

 1 2 3 4 5 6 7 

 

11. 11. Have you ever been introduced to so called smart games, meaning games designed for 

educational purposes, in English class? 
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Yes 

Maybe 

No 

12. 12. If you answered "yes" to the question above, please describe the game(s) and and what you 

thought of it / them. 

 

 

 

 

 

13. 13. Going by your own experience, how effective do you think current teaching methods are 

when it comes to the English language subject? 

 0 1 2 3 4 5 6 7 

 

14. 14. Do you think bringing video games into the classroom would allow for a more fun experience? 

 0 1 2 3 4 5 6 7 

 

15. 15. Do you think bringing video games into the classroom would help you learn English? 

 0 1 2 3 4 5 6 7 
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16. 16. Please reflect upon the video games you've played, both for education and for fun, and 

comment on whether these should be included in English class and why. 
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Appendix B – Teacher 1 Interview 
 

What is your experience with video games and education? Have you ever used video games for 

educational purposes, in a classroom setting? What is your take on its effectiveness? 

 I have no experience using video games in my teaching. Although on my list of TED talks I show 

and discuss in class, Gaming can make a better world by Jane McGonigal can be found.  

 

In your opinion, is there a need to bridge the gap between extracurricular L2-English learning and L2-

English classroom learning?  

 It depends on what is meant by bridging the gap? Is it by integrating games in the syllabus or 

simply by discussing and encouraging extracurricular activities that are beneficial for language 

acquisition? I always point out the value of using English in various contexts in the students’ lives 

to make them aware of language learning mechanisms.  

 

Comparing the use of video games to other pedagogical tools, what is your opinion on using video games 

as a means to teach L2-English? 

 A major challenge in teaching L2-English is creating authentic scenarios for various types of 

communication. Gaming realities are clearly platforms on which this can be achieved.  

What, if any, would be some of the biggest obstacles to tackle on an organizational level if implementing 

video games in L2-English courses was to happen? 

 The need to revise the curriculum, update technical equipment and educate teachers. 

Can commercial, off the shelf, games help students acquire L2-English skills? What, hypothetically, are 

the pros and cons of using them in a classroom setting? 

 From experience, I am certain that gaming is a valuable resource for L2-learners. Research will 

most likely give evidence to the theory. However, since I don’t play myself I wouldn’t personally 

use games in a classroom setting until Skolverket included it as a form of communication in the 

curriculum.  

Do we need to control the content of the games, such as making serious games designed for a specific 

purpose, to fully tap into a possible potential of video games as educational tools or can commercial 

games do just that?  

 We don’t necessarily need to create new games, but we definitely need to label ones that fulfill 

certain quality criteria, I believe.   

What is your take on your students’ attitudes toward video games as an educational tool, specifically in 

regards to L2-English language skills?  
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 They would love it and it would most likely enhance their motivation to study.  

Finally, is there a need for a revised curriculum where video games are explicitly told to be used at some 

point when teaching L2-English, or should that be up to each teacher to decide?   

 Quality games designed for education are likely to become a reality in all classrooms in the 

future (within a couple of generations). For now, I believe it has to be up to each teacher to 

decide since “the knowledge gap” between generations is too vast.  
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Appendix C – Teacher 2 Interview 
 

What is your experience with video games and education? Have you ever used video games for 

educational purposes, in a classroom setting? What is your take on its effectiveness? 

- I have never used video games in my teaching, as in asking the students to sit and play during a 

standard classroom-based lesson. I have let students share their knowledge of video games 

during discussions and presentations about how they prefer to learn/where they think they have 

learned English vocabulary and pronunciation. When the students get to share their personal 

interests connected to e.g. video games, they tend to be able to relax and find their words better 

than if I have given them the topic of discussion. Occasionally I have also encouraged students to 

use video games in order to increase their understanding and knowledge of the English language 

and practice their oral skills for students who rarely dare speaking in class or find it difficult to 

read novels – encouraged them to partake in online interactive games where they need to 

communicate with their teammates and read all mission instructions. Unknowingly, they will 

learn more English without it being a school setting. 

 In your opinion, is there a need to bridge the gap between extracurricular L2-English learning and L2-

English classroom learning?  

- No. On one hand - without a too strict curriculum there is space for the teacher and students to 

cooperate and find themes and topics for classroom work, depending on the interests of the 

group of students at a specific point in time. On the other hand - teachers are different and have 

different styles of teaching and different interests that affect the content being taught (choice of 

books, movies, texts etc.), providing the students with material that they might never have 

encountered if they had been allowed to choose what and how to study. By not creating a solid 

bridge between extracurricular L2-English learning and L2-English classroom learning the chance 

of learning things that neither teacher nor students thought they would learn about is a 

possibility. 

Comparing the use of video games to other pedagogical tools, what is your opinion on using video games 

as a means to teach L2-English? 

- I have no experience of this kind of teaching. Though in general students tend to learn more if 

they find the content and means of teaching interesting or fun. It would be interesting to see a 

comparative study of the level of English acquisition between two similar groups of students 

where one was taught in a traditional manner and the other was taught using video games.  

What, if any, would be some of the biggest obstacles to tackle on an organizational level if implementing 

video games in L2-English courses was to happen? 

- How to choose what games to use, both from an educational and moral point of view (since a lot 

of video games contain excessive violence and profanities). Another obstacle would be how to 

get the teachers on board that way of teaching, and getting the teachers interested in video 

games. Even tough there are teachers who play video games for fun, most do not. Universities 

and colleges with teacher training programs would also need to develop courses where teachers, 
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both new and old, could learn the didactics of video games. There would probably be a lot of 

resistance against such a trend considering there is yet little research about the pros and cons of 

this kind of teaching, both from universities and individual teachers – new things are scary.   

Can commercial, off the shelf, games help students acquire L2-English skills? What, hypothetically, are 

the pros and cons of using them in a classroom setting? 

- Pros are that any kind of means helping the students to develop their language skills should be 

considered positive. Cons would be, as stated above, the moral of many of the games available 

on the market today – if the schools would not provide the latest, most popular games the 

schools way of teaching by video game would risk being considered boring, and the whole 

concept would fail. Students tend to not want things to be “schoolified”, then they move on to 

other interests and hobbies instead. 

Do we need to control the content of the games, such as making serious games designed for a specific 

purpose, to fully tap into a possible potential of video games as educational tools or can commercial 

games do just that?  

- Same answer as the cons question above. Games made for school purposes will never have the 

wow-factor that many famous game making companies with huge economical resources are able 

to create.  

What is your take on your students’ attitudes toward video games as an educational tool, specifically in 

regards to L2-English language skills?  

- I have not personally discussed this with my students. Every now and then they do comment 

that it would be fun playing video games in school instead of traditional teaching. But just as 

often they comment that they do not want to mix school life and private life, as mentioned 

earlier.   

Finally, is there a need for a revised curriculum where video games are explicitly told to be used at some 

point when teaching L2-English, or should that be up to each teacher to decide?   

- No, that should be up to the teacher to decide. If research show that the benefits of video games 

in teaching outweigh traditional teaching when it comes to what the students learn, I am of 

course willing to reconsider my position on this matter.   

 

 


