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This study investigates the role of video games in second language (L2) learning, identifying 

the different methods of learning language from video games and finding out which of these 

methods are the most effective ones. These objectives were achieved through literature 

review and by conducting an online survey. With the results of this study, multiple different 

methods to learn a second language by playing video games were identified, and almost 

every method was found to be the most effective to learn a second language for at least some 

of the participants. The most effective way to learn a second language, according to 

participants of this survey, was reading dialogue subtitles (34.6%), while listening to 

dialogue (21.8%) and interacting with 3rd party tools (21.8%) were also popular answers. 

This strongly indicates that different kinds of language learners learn second language better 

through different ways, highlighting that multimodal and personalised experiences in second 

language teaching are going to be important in the future. 77.3% of the survey participants 

had learned much or very much second language by playing video games, even though 

89.1% played less frequently than once a month or never played video games to intentionally 

learn a second language. This means that language acquisition is done unintentionally during 

video gaming sessions, in a meaningful context for the learner. Video games as a tool for 

second language learning needs to be studied more to help schools and other organisations 

use video games in language learning more effectively in the future.  
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Tässä tutkimuksessa tutkitaan videopelien roolia toisen kielen (L2) oppimisessa, 

tunnistetaan erilaisia tapoja oppia kieliä videopeleistä, sekä selvitetään mitkä näistä 

menetelmistä ovat tehokkaimpia. Nämä tavoitteet saavutettiin kirjallisuuskatsauksen ja 

verkkokyselyn avulla. Tämän tutkimuksen tulosten perusteella tunnistettiin useita erilaisia 

menetelmiä toisen kielen oppimiseen videopelien avulla, ja lähes jokainen menetelmä 

osoittautui tehokkaimmaksi toisen kielen oppimiseen edes jollekin osallistujista. Tehokkain 

tapa oppia toista kieltä tähän kyselyyn osallistuneiden mukaan oli dialogien tekstitysten 

lukeminen (34,6 %), kun taas keskustelujen kuunteleminen (21,8 %) ja vuorovaikutus 

kolmannen osapuolen ohjelmistoilla (21,8 %) olivat myös suosittuja vastauksia. Tämä viittaa 

vahvasti siihen, että erilaiset kielten opiskelijat oppivat toista kieltä paremmin eri tavoilla, 

mikä korostaa, että multimodaaliset ja henkilökohtaiset kokemukset toisen kielen 

opetuksessa ovat tulevaisuudessa tärkeitä. 77,3 % kyselyyn osallistuneista oli oppinut paljon 

tai hyvin paljon toista kieltä pelaamalla videopelejä, vaikka 89,1 % pelasi harvemmin kuin 

kerran kuukaudessa tai ei koskaan pelannut videopelejä tarkoituksella toisen kielen 

oppimiseksi. Tämä tarkoittaa, että kielen omaksuminen tapahtuu tahattomasti 

videopelisessioiden aikana, oppijan kannalta merkityksellisessä kontekstissa. Videopelejä 

on tutkittava enemmän toisen kielen oppimisen välineenä, jotta koulut ja muut organisaatiot 

voisivat hyödyntää videopelejä kieltenopiskelussa tulevaisuudessa tehokkaammin.  
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1  Introduction 

1.1  Background 

Technology has enabled new ways to study languages for a decade now, yet the full potential 

is not utilised. Language learning is not only learning in classrooms, as technology has made 

it possible to learn languages through various methods in spare time activities, such as video 

gaming (Sylvén & Sundqvist, 2012). While language learners have always been encouraged 

to interact with native speakers, it has never been as effortless as now through enjoyable 

games. Playing games cannot be considered effective in language learning itself, but as 

Godwin-Jones (2014) highlights in his study that it is all about the implementation, which 

makes language learning by playing games progressive. While learning a new language, why 

not make it as luxurious as the process can be while also maintaining productivity: language 

learning by playing digital games. 

The popularity of video games cannot be denied and how gaming affects language learning 

needs to be studied more to understand how gaming could be used to increase language 

learning in future. According to a study conducted by Sylvén & Sundqvist (2012)  young 

Swedish students who tend to play more video games are more likely to achieve higher 

grades in English studies. This may occur because gamers are exposed to English much more 

in their spare time (Sylvén & Sundqvist, 2012). As Barr (2017) highlights in his study, 

gaming improves communication skills, resourcefulness and adaptability, which all support 

language learning.  By developing a better understanding, it is possible to utilize playing 

games in language learning much more effectively in the future. 

The effects of playing video games have been studied a lot and it has been found to have 

plenty of positive increases to attributes needed in language learning. Still, many schools 

and other institutions do not recognise this by utilizing video games as part of language 

learning courses. This study will focus on finding effective ways to learn a second language 

(L2) to help recognise the best way to learn languages. 
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1.2  Research questions 

In this thesis, the main objective is to discover how video games can teach languages and 

how they can be used more effectively in future. The main goal is to find the best language 

learning methods in video games by conducting a survey. 

This thesis will aim to answer the following research questions: 

RQ1: What are the different ways languages can be learned by playing video games? 

RQ2: Which of these methods is perceived as the most effective for language learning? 

 

1.3  Thesis structure 

In chapter two different ways languages can be learnt by playing video games are 

investigated, considering how other studies have discovered them. This will be the 

fundament for the survey. Chapter three represents how the survey is organised and 

structured. The survey will be used to collect all research materials used to conduct this 

study. In chapter four the results of the survey are presented. The fifth chapter consists of an 

analysis of the results of the survey. The sixth chapter represents the conclusion of this study, 

highlighting the key findings and suggestions for future studies. 
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2  Different ways to learn language from video games 

Video games can teach languages in multiple different ways, depending on which game you 

are playing. Some games require voice communication, while others require only reading or 

listening.  In this chapter, the ways language can be learned by playing video games are 

introduced. 

2.1  Voice communication 

Voice chat has become a powerful tool for language learning in video games. Voice chat 

allows learners to practice speaking and listening in enjoyable ways.  Voice communication 

is an essential part of many online multiplayer games, especially in massively multiplayer 

online role-playing games (MMORPGs), where gamers can interact with thousands of 

people and sharing information is crucial for in-game success. As these games have players 

across the world, native language speakers and learners are playing in the same lobby, 

strengthening the vocabulary of the learner. Communication in voice chat is found to be 

more effective for intermediate-level learners, as they can understand better what others are 

speaking. (Peterson, 2010) 

Voice communication through games might not be any more effective than communicating 

in face-to-face situations, but games can create an atmosphere where people are more willing 

to communicate (Reinhardt & Sykes, 2014). Reinders and Wattana (2014) created 

questionnaires to find, if digital games increase willingness to communicate (WTC). Those 

results showed that video games had a positive impact on WTC, leading to more interaction 

in a secondary language. Therefore, games can be used to make it easier to approach 

situations for those, who would be silent in classroom conversation due to their shy nature.  

2.2  Text chat 

Text chat has been integrated into very early video games, allowing language learners to 

communicate with people worldwide. Unlike voice communication, text chat is more 

accessible and less intimidating, which is ideal for learners who prefer not to speak in a 



11 

 

foreign language to reach higher WTC. This is because text chatting does not require to use 

of one's voice, which is a problem for many introverted learners, or access to any external 

equipment, like a microphone. As Reinders and Wattana (2014) mention, particularly text 

chat increased WTC among L2 learners.  

Text chat is generally good in terms of practising vocabulary reading and writing skills 

around an environment that is meaningful and enjoyable. In many games, learners use text 

chat to coordinate, share information, and build relationships. This interaction requires 

learners to process written text and respond, improving their vocabulary and spelling through 

repetition. Larsen-Freeman (2012) argues that repetition creates a better understanding of 

vocabulary, which helps the learner to use the same words in different situations. Repetition 

is therefore not only important inside the game but also in real-life situations where the same 

vocabulary is used. 

2.3  Story games 

Story games are known for their rich language, containing cultural and geological 

vocabulary, based on where and when the game is based. These games are particularly 

appealing because they do not require interaction with other players, making them easy to 

approach for learners who prefer solo activities. The dialogue in story games often covers a 

wide range of vocabulary, from everyday conversations to complex and specialized 

terminology, allowing learners to control their learning based on their interests and 

proficiency level (Prestopnik, 2016). 

One of the key benefits of story games is their use of repetition. As mentioned before, 

repetition helps learners to use the same vocabulary in new situations (Larsen-Freeman, 

2012). As players progress through the game, they encounter the same words and phrases 

multiple times, which reinforces their memory and understanding. 

Additionally, like television shows and movies, story games also include subtitles, which 

allow learners to read along while listening to the dialogue. This multimodal approach 

advances both listening and reading, as learners can connect spoken and written language 

together. This has been found to be effective in formal and informal language, as the learner 

counters both variables, and it widens the general understanding. (Perez, 2022) 
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2.4  Problem-solving 

Problem-solving is a key element of many video games, requiring players to understand and 

complete the given tasks or objectives. For language learners, this process involves 

translating in-game instructions and dialogue into a language they can understand, which 

strengthens their reading and comprehension skills. Games often present players with 

puzzles and challenges that require careful attention to detail and critical thinking, making 

them ideal for language practice. 

The repetitive nature of in-game tasks is particularly beneficial for language learning. As 

players encounter the same words and phrases repeatedly, they begin to understand their 

meanings without the need for constant translation. Piirainen-Marsh and Tainio (2009) found 

that this type of repetition helps learners build vocabulary and improve their ability to 

process language more quickly and accurately. 

 

2.5  Language learning games 

Language learning games, such as Duolingo, have become very popular ways to learn 

languages in spare time, which indicates people find them fun and effective at the same time. 

These games are specifically designed to teach vocabulary, grammar, and pronunciation 

through interactive exercises and gamified mechanics. Vesselinov and Grogo (2012) found 

that 34 hours of Duolingo use is equivalent to a first semester of college-level Spanish 

courses, highlighting its effectiveness for vocabulary acquisition and basic grammar skills 

especially for beginners. The same study also states the importance of motivation in 

language learning and shows that gamification improves the motivation of many learners. 

Duolingo and other games that are specifically made for language learning use numerous 

different methods to teach language, including writing, listening, reading and speaking 

exercises that give instant feedback. Learning in these games is based on individual 

knowledge, which is continuously tracked by games. The right difficulty for learners is 

ensured by algorithms, which do not offer harder exercises before the fundamentals of 

previous topics are learnt. Language learning games also provide some sort of visual 
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appearance of success, such as Duolingo is keeping track of how many days in a row the 

learner has studied, to increase motivation. (Wallingford, 2024) 

2.6  Game-related forums 

Games always have fanbases around the game, which create online forums to discuss their 

views and ideologies of the game, but also to help others who struggle in-game. These game-

related forums are also highly recommended places to interact, as they provide more diverse 

communication which goes beyond the vocabulary used inside the actual game. (Sufi et al., 

2024) 

One of the biggest game-related online forums is Discord, as it had over 200 million monthly 

users in 2023 (Curry, 2025). Discord is a third-party tool for communicating in games. It not 

only provides a better voice communication tool in-game, but it is also a casual forum to talk 

about the game. Discord extends outside the game and connects players all around the globe, 

exposing players to conversations in a second language. 

2.7  Personalised method 

As chapters 2.1 to 2.6 discuss, all methods have advantages and disadvantages. One might 

learn better through listening and staying out of the conversations, while other needs to be 

engaged in conversations to stay focused. Therefore, a table was made to summarize which 

method is suitable for different kind of learners and what are the key benefits of each method. 
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Table 1. Synopsis of language learning methods in video games 

Language learning 

method 

Best suited for Key Benefits 

Voice 

communication 

Intermediate learners, 

socially confident learners 

Improves speaking and listening skills 

Text chat Beginner and lower intermediate learners, 

introverted learners 

Improves vocabulary, reading and 

writing skills but also increases WTC. 

Story games introverted/solo learners, interested in 

immersive games 

Increases vocabulary through 

repetition, and improves listening and 

reading skills 

Problem-solving Analytical learners, 

challenge enjoyers 

Increases reading and vocabulary 

skills through tasks 

Language learning 

games 

Beginner and lower Intermediate 

learners, learners who enjoy structured 

learning process 

Covers all language skills and tracks 

progress 

Game-related 

forums 

Advanced learners, socially confident 

learners 

Diverse communication beyond the 

video game increases vocabulary 
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3  Research method 

In this thesis, the main objective is to find the most effective way to learn a second language 

by playing video games. To reach this objective, it is important to hear from university 

students and staff how they have learnt a second language by playing video games. The 

research method will be selected to find subjective views concerning second language 

learning. 

3.1  Selecting a research method 

This study aims to find the best ways to learn a second language by playing video games. 

To achieve this, gathering subjective perspectives and experiences regarding second 

language learning in video game environments is necessary. As Fink (2003) discusses in his 

book, researchers use surveys to figure out individuals’ feelings and beliefs. Therefore, an 

online survey has been selected to be the most reliable research method in this study. 

Online surveys are a cost-effective and efficient way to gather a large amount of responses 

and data while also giving the power to decide when and where to answer the survey for 

responders, making it extremely flexible (Evans & Mathur, 2005). This allows the responder 

to use as much time as needed to answer each question, as there is no time pressure, and 

interviewer error is minimized as responders are answering using their own words and 

making their own choices in multiple choices (Evans & Mathur, 2005). Also as Wright 

(2005) discusses in his study that people who are not willing to answer the questions face-

to-face are willing to answer online surveys as it requires no human contact. 

By conducting this survey, this study aims to efficiently gather subjective perspectives on 

second language learning through video games. Then,  the Kruskal-Wallis test is used to find 

statistically significant differences between three or more independent groups to find 

correlations between certain answers from the survey (McKight & Najab, 2010). The 

answers collected are going to give valuable information on language learning processes and 

how to create more advanced video games for language teaching in the future. 



16 

 

3.2  The Survey 

To collect data on how a second language can be learnt from video games, an online survey 

was designed. The survey consists of ten closed questions, which are mandatory, and one 

open-ended question, which is optional. This way, quantitative data can be gathered while 

also giving the option to discuss the topic freely at the end. The survey was divided into three 

pages to keep participants engaged and reduce survey fatigue.  

The first page of the survey gathered background information. Three closed questions were 

asked to determine the participant’s age, second language proficiency and video game 

experience in a second language. With this information, other answers can be analysed for 

trends in different age groups and second language proficiency levels. If it appears that the 

participant has not played video games in a second language, the survey will end because 

the answers for the following questions would have been pure speculation without any 

experience. 

On the second page, the participants were asked about their gaming habits and a second 

language learning impact. This was achieved with three closed questions, which investigated 

the participant's preferred game genres, how much the participant feels video games have 

taught a second language and how often the participant intentionally has used video games 

to learn a second language. With this information, we can determine how game genres 

impact second language learning and how much the participant feels video games have 

helped in a second language learning and has the learning been an intentional or 

unintentional side effect. 

The third page discovered the participant’s interaction and learning methods inside the video 

games. This was done with four closed questions and one optional open-ended question. The 

participant was asked which language skills they have learned from games, how they interact 

with others in-game, how effective different interaction methods are in their opinion, and 

which of the interaction methods is the most effective in their opinion. The last question was 

the open-ended one, which allowed describing the case where the participant has learnt a 

second language the most by playing video games. The survey was made and ran with 

Webropol, and all the questions are listed in appendices (Appendix 1). 
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4  Results 

The survey was open from 21.03.2025 to 31.03.2025. The survey was opened by 112 people 

and 57 of them completed it, leading to 51% response rate. The link to this survey was shared 

in multiple Telegram and Discord channels, which consisted of LUT University students and 

staff.  

4.1  Background section 

As seen in Table 2, most of the participants were under 30 years old. Only 3 participants 

were over 30 years and they were 32, 40 and 50 years old. 

 

Table 2. Background question 1 

How old are you? 

 n Percent 

20-25 44 77.2% 

26-30 10 17.5% 

31-35 1 2.8% 

36-40 1 2.8% 

41-45 0 0.0% 

46-50 0 0.0% 

51-55 0 0.0% 

56+ 1 2.8% 

 

The second background question asked about the second language proficiency level of 

participants. As seen in Table 3, 50.9% of participants evaluated their second language level 

to be advanced. Higher intermediate was the second biggest group with 36.8% of 

participants, while Intermediate (8.8%) and Lower Intermediate (3.5%) got few responds 

each. None of the participants described their second language level as Beginner (0.0%). 
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Table 3. Background question 2 

Which option describes your second language level the most accurately? 

 n Percent 

Beginner 0 0.0% 

Lower intermediate 2 3.5% 

Intermediate 5 8.8% 

Higher intermediate 21 36.8% 

Advanced 29 50.9% 

 

As seen from Table 4, only two participants answered they have not played video games in 

their second language, which equals 3.5% of all participants. Therefore, their survey ended 

on this question. These two participants were the only ones who described their second 

language proficiency level as low as Lower intermediate.  

 

Table 4. Background question 2 

Have you played video games in your second language? 

 n Percent 

Yes 55 96,5% 

No 2 3,5% 

 

4.2  Video gaming habits and learning impact section 

From Table 5, it can be seen that the most played video game genres were FPS (72.7%), 

Open-World (50.9%) and Adventure (40.0%), all with over 20 participants. Many other 

genres were also in between 10-20 participants, making many genres popular among the 

participants. 
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Table 5. The Categories Played by Participants 

What type of video games have you played the most? Select 1-4 options 

 n Percent 

First-Person Shooter (FPS) 40 72.7% 

Action 14 25.5% 

Adventure 22 40.0% 

Role-Playing Games (RPGs) 15 27.3% 

Battle Royale 11 20.0% 

Simulation 8 14.5% 

Sports 4 7.3% 

Strategy 13 23.6% 

Puzzle 4 7.3% 

Language learning games 4 7.3% 

Racing 5 9.1% 

Open-World 28 50.9% 

Survival 13 23.6% 

Fighting 3 5.5% 

Horror 2 3.6% 

MMORPGs 12 21.8% 

Other 3 5.5% 

 

As seen from Table 6, none of the participants answered 0 or 1, indicating everyone has 

learned at least something. The biggest group answered 5, which is over a third of the 

participants. The average was 3.9, which indicates that participants have learned much 

second language through video games. 
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Table 6. L2 Learned from Video Games 

How much have you learned a second language by playing video games? 

0 = Nothing / 5 Very much n Percent 

0 0 0.0% 

1 0 0.0% 

2 5 9.9% 

3 13 23.4% 

4 17 30.9% 

5 20 36.4% 

 

While over two-thirds (67.3%) of participants rated their second language learning through 

games 4 or 5, 60.0% of participants never play video games to intentionally learn second 

language and 29.1% less frequently than month, as seen in Table 7. This indicates that the 

second language learning happens unintentionally while video gaming. 

 

Table 7. Intentional L2 Learning Using Video Games 

How often you play video games to intentionally learn a second language? 

 n Percent 

Never 33 60.0% 

Less frequently than every month 16 29.1% 

Once in a month 1 1.8% 

Once in a week 1 1.8% 

Almost everyday 3 5.5% 

Everyday 1 1.8% 

 

4.3  Interaction and learning methods in-game 

As Table 8 shows, all of the language skills mentioned were chosen by over third of the 

participants, indicating that all of these language skills can be taught by playing video games. 

Vocabulary (85.5%) and Listening (80.0%) were the most learned language skills, while 

Grammar (34.5%) and Writing (41.8%) were the least. 
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Table 8. L2 Skills Learned from Video Games 

What language skills do you feel video games have helped you to improve? 

 n Percent 

Vocabulary 47 85.5% 

Listening 44 80.0% 

Reading 41 74.5% 

Speaking 29 52.7% 

Writing 23 41.8% 

Grammar 19 34.5% 

 

As seen from Table 9, Text chat (83.9%) was the most popular option by far, indicating that 

written communication is preferred by most of the participants. Also approximately half of 

the participants chose Voice chat (56.4%) and 3rd party tools (49.1%), which require 

speaking with others. One participant chose Other (1.8%), but the text written in that 

selection indicates the question was misunderstood by that participant. 

 

Table 9. Interactions in Video Games 

How do you interact in-game with other players using a second language? 

 n Percent 

Text chat 46 83.6% 

Voice chat 31 56.4% 

3rd party tools (Discord etc.) 27 49.1% 

Online forums 8 14.5% 

Other 1 1.8% 

I do not communicate in video games 6 10.9% 

 

All of the methods mentioned in Table 10 were rated between three and four, but Listening 

dialogues and Reading dialogue subtitles received the highest average rate 3.9 and none of 

the participants rated them one out of five. After these interactive methods is Interacting in 

3rd party tools, which is rated higher than in-game communication tools, indicating that 

social conversations outside the video game might provide better second language outcomes. 
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Also, Interacting in text chat was found to be the least effective method, with an average 

rating being 3.2, although it was the most used communication method. 

 

Table 10. Evaluation of Different L2 Learning Methods 

On a scale of 1 to 5, how effective do you find the following methods for learning a second language 

through video games? (1 = not effective at all, 5 = very effective) 

 1 2 3 4 5 Average 

Listening dialogue 0.0% 3.6% 29.1% 45.5% 21.8% 3.9 

Reading dialogue subtitles 0.0% 1.8% 38.2% 29.1% 30.9% 3.9 

Interacting in 3rd party tools (Discord 

etc.) 

1.8% 12.7% 29.1% 34.6% 21.8% 3.6 

Interacting in voice chat 5.5% 21.8% 32.7% 21.8% 18.2% 3.3 

Interacting in online forums 5.5% 10.9% 43.6% 30.9% 9.1% 3.3 

Interacting in text chat 7.3% 12.7% 38.2% 32.7% 9.1% 3.2 

 

The data from Table 11 indicates that reading dialogue subtitles (34.6%) is the most effective 

way to learn a second language through video games, according to participants. One of the 

participants chose to give an option outside the list, which was “reading quest/mission text”. 

The same kind of answers came up in the open-ended question. 

 

Table 11. Evaluation of the Best L2 Learning Methods 

Which method do you find most effective to learn a second language through video games? 

 n Percent 

Reading dialogue subtitles 19 34.6% 

Listening dialogue 12 21.8% 

Interacting in 3rd party tools (Discord etc.) 12 21.8% 

Interacting in voice chat 8 14.5% 

Interacting in text chat 3 5.5% 

Interacting in online forums 0 0.0% 

Something else, what: 1 1.8% 
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4.4  Open-ended question 

The only open-ended question was to describe the case where the participant had learned a 

second language the most through video games. This section was made to get views outside 

the closed questions. From 55 participants, 15 decided to answer the optional open-ended 

question. That means the question reached a 27.3% answer rate. All individual answers are 

provided in Table 12, where every answer has been given an ID to make referring to them 

easier. 

From the answers provided in Table 12, some new methods, other than those mentioned in 

chapter 2, can be seen. Answers A-2, A-7 and A-12 highlighted the video games videos as a 

source of L2 acquisition. On the other hand, answers A-3 and A-5 explain how changing 

video game language from first language to second language helped them learn item names 

and setting texts in their L2 because they knew what those were in their first language. 
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Table 12. How Participants Have Learned L2 from Video Games 

Describe the case, where you have learned a second language the most. (Optional) 

Answer ID Answer 

A-1 “I was playing Ratchet and Clank when I was 5-7, and I listened and read dialogues.” 

A-2 “Watching gaming videos where other people play games and interact.” 

A-3 “As a child I played Minecraft and swotched the language to my second language 

when I started learning it. I knew what the items were in my native language so 

switching the language helped in learning new vocabulary.” 

A-4 “I started gaming late so i basically had learned english before it and haven't tried to 

learn any other laguage this way.” 

A-5 “Well i started playing games when I was 7 and the only language the games I had 

was english so it was highly sentivised that I learn the language in order to understand 

the game. Other time is in university where I intentionally switched the game 

language in minecraft to add to my vocabulary some item names. I would have chosen 

reading items or something on the 10th question but that wasnt an option so dialogue 

was the closest to the truth. I think also reading the menus is useful for me as they 

have some common and important words to ynderstand atleast from a tech 

perspective.” 

A-6 “Mostly new words and terms that I haven't heard before. Otherwise I feel like I'm 

almost fluent in my second language English. I feel like if I played games in my third 

or fourth languages I would improve much more, since there is more to improve.” 

A-7 “Personally I believe that content on the internet that is about videogames (videos, 

livestreams, forums) have been the main method of learning english for me. Another 

is text-heavy games, like Disco Elysium.” 

A-8 “When you play online games, you get the opportunity to speak with people from 

different parts of the world, and get used to different types of accents.” 

A-9 “Playing games with a socual aspect, in which O got to talk withvother players not 

only sbout the game, but general chit-chat as well.” 

A-10 “I spent most of my teens playing mmorpgs, so the mix of text, voice acting, 

communication with other players on a day to day basis was really helpful in learning 

english” 

A-11 “I made international friends through videogames and we have a friend group where 

we communicate in English daily, through both text messages and voice calls.” 

A-12 “Watching YouTube videos about games, like Minecraft let's plays etc.” 

A-13 “I mostly only play shooter games, and through that, listening to the game dialogue, 

interacting with vc and even scrolling through game settings, my vocabulary has 

become larger. In games you learn words and terms that are not so common in day-to-

day life, which i think is great.” 

A-14 “When playing games with randoms, the conversations are usually pretty simple. But 

in discord you can create actual relationships with other people from different 

countries and when you play with people you already know, you often have far more 

complex conversations, which really pushes you to improve your 2nd language 

further.” 

A-15 “News” 
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4.5  Results based on L2 level 

Since all lower intermediate participants answered that they had not played video games 

using their second language, only intermediate, higher intermediate and advanced groups 

answered the remaining questions. Therefore, those three groups are left to be compared. 

Only results that differ notably between the groups are shown. 

Based on results shown in Table 13, Intermediate group’s answers differ from Higher 

intermediate and Advanced groups when the most played game categories were asked. 

Advanced and Higher intermediate groups had exactly same top 4 answers. 

 

Table 13. L2 Groups Most Played Categories 

What type of video games have you played the most? Select 1-4 options 

Group Top four answers (%) 

Intermediate FPS (60%), Strategy (60%), Language learning games (60%), Action 

(40%) 

Higher 

intermediate 

FPS (76%), Open-World (67%), Adventure (43%), RPGs (33%) 

Advanced FPS (72%), Open-World (45%), Adventure (41%), RPGs (28%), 

MMORPG (28%) 

 

As seen in Table 14, Intermediate group answered Listening dialogue to be the most effective 

way to learn a second language through video games, while Higher intermediate and 

Advanced answered Reading dialogue subtitles. Also, a notable difference between answers 

is how from the Advanced group 27.6% answered Interacting in 3rd party tools, which is 

significantly higher than other groups. 
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Table 14. L2 Groups Most Effective L2 Learning Methods in Video Games 

Which method do you find most effective to learn a second language through video games? 

 Intermediate Higher intermediate Advanced 

Listening dialogue 40.0% 19.0% 20.7% 

Reading dialogue subtitles 20.0% 42.9% 31.0% 

Interacting in voice chat 20.0% 23.8% 6.9% 

Interacting in text chat 0.0% 0.0% 10.3% 

Interacting in 3rd party tools (Discord etc.) 20.0% 14.3% 27.6% 

Interacting in online forums 0.0% 0.0% 0.0% 

Something else, what: 0.0% 0.0% 3.5% 

 

4.6  Kruskal-Wallis Tests 

The Kruskal-Wallis test is used to find statistically significant differences between three or 

more independent groups (McKight & Najab, 2010). In this study, the Kruskal-Wallis test 

was used to investigate correlations between survey answers. In all tests, the degree of 

freedom (df) was 3, and therefore, all chi-squared values higher than 7.815 indicate 

significant correlation. All calculations are calculated using JASP  (JASP Team, 2025). 

As seen in Table 15, there is no correlation between how participants described their L2 level 

and what language skills participants had learned through video games. However, There was 

a strong correlation between how much participants had learned L2 from video games and 

how many language skills participants had learned. Those participants who had learned less 

L2 from video games had learned mostly Listening and Vocabulary, whereas those who had 

learned more L2 from video games had learned also Speaking, Listening, Writing and 

Grammar.  
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Table 15. Chi-squared Distribution Values of Learned L2 Skills 

(df = 3) Speaking Listening Writing Reading Vocabulary Grammar 

How much have you 

learned a second 

language by playing 

video games? 

χ2 = 

15.616** 

p = 0 .001 

χ2 = 

6.765 

p = 0.080 

χ2 = 

19.961*** 

p = < 

0.001 

χ2 = 

17.087*** 

p = < 

0.001 

χ2 = 4.364 

p = 0.225 

χ2 = 

17.687*** 

p = < 

0.001 

Which option 

describes your second 

language level the 

most accurately? 

χ2 = 2.639 

p = 0.267 

χ2 = 

0.725 

p = 0.696 

χ2 = 1.582 

p = 0.453 

χ2 = 0.990 

p = 0.610 

χ2 = 0.858 

p = 0.651 

χ2 = 0.534 

p = 0.766 

Significance values: * p-value < 0.05, ** p-value < 0.01, *** p-value < 0.001 

 

There was very strong correlation between L2 level and playing language learning games. 

Those participants who described their L2 level worst played more Language learning 

games. As seen in Table 16 there was a strong correlation between L2 level and playing 

Language learning games. There were no other significant correlations between game 

categories and other question answers. 

 

Table 16. Chi-squared Distribution Values of Played Categories 

(df = 3) Language learning games 

Which option describes your second language level the most accurately? 22.473*** 

p = < 0.001 

Significance values: * p-value < 0.05, ** p-value < 0.01, *** p-value < 0.001 
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5  Discussions 

The main objective in this thesis was to discover how video games can teach languages and 

how they can be used more effectively in future. The main goal was to find the best language 

learning methods in video games by conducting a survey. This thesis had two research 

questions. RQ1 asked what the different ways are that languages can be learned by playing 

video games, and RQ2 asked which of these methods is perceived as the most effective for 

language learning. To answer the research questions, previous studies were reviewed, and a 

survey was conducted.  

RQ1 was answered by researching previous studies and listing the found methods in chapter 

two. However, the survey participants brought up a couple of new methods not mentioned 

in chapter two. One of them was videos about video games, which combines the language 

from the video game but also from the video creator. These videos appeared to be interesting 

for many, and the best way for their second language acquisition. Another method which 

came up from the survey answers was vocabulary acquisition from in-game texts, such as 

menu texts, quest texts and item names. This indicates that vocabulary repetition through 

video game dialogue, quest text and item names supports language learning aligning with 

Larsen-Freeman (2012) study. Some participants mentioned that they knew the meaning of 

texts and item names used in-game in their first language, and while playing in their second 

language, they instantly connected the meanings. Therefore, the RQ1 is answered in this 

study. 

Answering RQ2 appeared to be more difficult. To answer this question, the survey was 

conducted. The participants told their subjective views of which method was the most 

effective in their opinion, but as argued at the end of chapter two, different persons learn 

through different methods. Reading dialogue subtitles was the best method to learn second 

language for 34.6% of the participants, while listening to dialogue (21.8%) and interacting 

in 3rd party tools (21.8%) were the second most effective learning methods. Therefore, we 

can answer to RQ2 that the best language learning method depends on the person, and it 

needs to be studied more. 

The results of this study prove that video games are a valuable tool, as 96.5% of participants 

had played video games with their second language and all of them rated at least two out of 
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five how much they had learned language by playing video games. 77.3% of participants 

evaluated they had learned much or very much second language by playing video games. 

The learning has happened mostly unintentionally, as 89.1% of participants play video 

games less frequently than once a month or never to intentionally learn a second language. 

By implementing better video games for second language learning, schools and other 

organisations can teach languages more effectively as learners can learn a language in a 

meaningful context for them. The topic of video games as a tool in second language learning 

needs to be studied more to find the best methods to support second language learning in 

future. 

In this study, the survey had many limitations. Firstly, the survey mostly consisted of closed 

questions to reduce survey fatigue and save analysing time, which unfortunately limited 

possible answers. The survey was also very short, consisting of only 10 closed questions and 

one open-ended question. Also, the survey gathered only 57 answers, which represents a tiny 

sample group. In future studies, it is suggested to create a larger survey and gather more 

answers. This survey was only sent to university students and staff, but future studies should 

focus on broader groups. The survey research is not always the best method, and therefore, 

it will be suggested to track learners closely for a certain period and conduct case studies. It 

will also be important to shift focus on which kind of person learns by which methods to 

make individuals' second language learning as effective as possible.  
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6  Conclusions 

This thesis had two research questions, which were answered with a literature review and a 

survey. RQ1 asked what the different ways are that languages can be learned by playing 

video games, and the different ways were introduced using previous studies and survey 

answers. RQ2 asked which of these methods is perceived as the most effective for language 

learning, and the survey answers revealed that reading dialogue subtitles was the best method 

according to most participants (34.6%). However, the learning process is different for every 

individual, meaning that the best method varies for every person. 

77.3% of the participants had learned much or very much second language from video 

games, which strongly suggests that schools and organisations should use video games as a 

language teaching tool more. In chapter two, it was figured that different kinds of persons 

learn through different methods. Reading dialogue subtitles (34.6%) and listening to 

dialogue (21.8%) were the two most effective methods to learn a second language by playing 

video games, according to participants. Therefore, a multimodal approach including both 

listening and subtitles would support many kinds of learners. 

In future studies, it is suggested to gather a larger amount of survey answers. This survey 

was only answered by university students and staff, mostly 20 to 26-year-olds, which was a 

limiting factor in this study. Case studies, where the second language learning process from 

several persons is tracked through a certain amount of time, need to be created to declare 

more accurately how a second language can be learned. Future studies need to understand 

that every person learns in different ways, and upcoming video games need to have 

personalised experiences for language learning. These games will be crucial in future 

language learning.  
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