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Abstract

The purpose of this study is to crett® pedagogical wordlistfor videogames to be used by

ESU/EFL teachersand learnersUsing a multimethod design, the present research utilizes both
guantitative and qualitative measures. Arkess analysis using the Minimal Raitidex

provided bytheKeywood er s of t war e was conductdstiictteo 1 nv e st
words.Thecorpus of ten videoganseriptsfrom Rodgers and Heidt (in press) (5.7 million

tokens) was compared to the SUBTLEXus TV/movie corpus (50.5 million tokens) to identify

flemmas that are significantly more frequent in videoga#h Sc hmi t t 6 s (2019) «ce¢
better understanding of tvecabulary found in games and gagenres in mind, two wordlists

were created: a common game wordlist and an actieplay gamg¢ARPG)wordlist to

investigate variation igame vocabularyl o facilitatevocabulary acquisitigrthelisted words

were codedor ludic/diegetic propertieand patternsResults regarding learning are discussed.
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Glossary

Commerdal off-the-shelf (COTS) Game Commercial games available to consumers from the
point of sale whether that be in store or online.

Extramural Learning: Language learning that takes place on behalf of the learner outside of the
classroom without any involmee nt fr om t he | earner6s curriculu
activity that was taken up which has input in the L2.

Flemma: A base word counting measuiihe Hemma is a hybrid between tlmmaand the
word-family. Flemmas are untagged parts of spgee. not explicitly stated as noun, verb, or
ajective)that share lemma inflectiongefer to lemma, and wor@mily.

GameEnhancedLearning: The use of what Sykes and Reinhardt (2013) refer to as the use of
vernacular games (common games played) irchssroom.

High-Frequency Vocabulary. Vocabulary that occurs very frequentpmmon words
Incidental Learning: Language learning that takes place without deliberate effort.
Intentional Learning: Language learning that is intentional is where theredslierate effort.

Involvement Load Hypothesis Lauf er and Hul stijnds hypot hesi
cognitively difficult an input is, the likelier acquisition will occur.

KeynessAn analysis conducted to i dendsithitgrea cor pu
within thestudy corpusvhen being compared to the reference corpus.

Lemma: A base word counting meare that is organized by inflectional suffi{egxample
given on p.40 in detail).

Lexical Coverage The amount of words necessary to undedstatext.

Lexical Frequency Profile(LFP): A profile that demonstratdexical coverage of a text. Used

to report for adequate (95%) and ideal (98%) comprehension of a text to demonstrate the lexical
difficulty and the level of student to be targeted ligyd by using wordlists, such as the BNC

COCA 20. Example of software that cdo this: AntWordProfiler and LexTutor.

Low-Frequency Vocabulary. More difficult and less used words.

Marginal Words and Proper Nouns (MWPN): A metric in LFP studies to refer words that
havemeaningthat is easily inferable from contexduch as swears, and names of people, places,
and things.

Massively Multiplayer Online Game (MMOG) : An online video game that can be played
often worldwide and simultaneously with many otheyepfa.

Massively Multiplayer Roleplaying Game(MMORPG). A roleplaying game that can be
played often worldwide and simultaneously with many other players.
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Multiplayer Game: A game that can be played together simultaneously. Can be cooperative (2
4) players ohave more online.

Negotiation of meaninggPar t of Mi chael Longdés interactiona
occurs due to a linguistic gap that must be detoured through this construct known as negotiation

of meaning. When a linguistic gap is preserg,way that the intécutors negotiate meaning is

when learning of the target language occurs.

Off-list: A metric from LFP studies that is used to count for words that are not caught by
wordlists and cannot be marked as a noun, marginal word, compoundonahbhbreviation

Playthrough:A pl ayt hrough is the recording of a pl a:
finish that is usually uploaded on a video streaming platform su¢bwiBubeor Twitch either
synchronously or asynchronously

ReferenceCorpus: The corpus that thetudy corpuss being compared to which determines the
studycorpu8 fiikeyo words from a keyness analysi s.

Rheme What is being said about a topic. He (theme) is a good student (rheme).

Roleplaying Game Players play characters in atitmal setting and are put into narrative where
theymustmake decisions.

Single-Player Game Games meant for just one player.

Statistic (Stats): Often in roleplaying gamed, is data that reflects an attribute of the character.
For example, STR is stretig Depending on how high the STR stat is, could determine how
much a character may be able to hold in their inventory or how much damage they do to
enemies.

Study Corpus: The capus being studied for keynesbke target corpus
Theme The subject of a séence; refer to Rheme.
Willingness to Communicate The desire to communicate unprovoked.

Word Family : A base word counting measure that includes bdtactional and derivational
forms, as per level 6 of Bauer and Nation (1993)



Chapter 1: Introduction

1.1 Current Landscape

Playing videogames has becoeneommonform of recreationn CanadaThe average
Canadian spend$8 hours a year playing videogames in their free (8tatistics Canada,
2010 while spending only 300 hours on readifi QP World Ciltureo, 2005). Playing
videogames is not just popular among teens, but rather people of all ages pl&yEbsemtial
Fact®, 2016;Gee, 2007)According to the EntertainmeBbftwareAssociation of Canada
(ESAC)(2018) 61% of Canadiandefine themselvea s a fng with @&anada having 23
million gamersoverall This number may in fact be larger than reported since not gaeng
enthusiass ubs cr i bes t o dubtethd pajbrative steréotypgegthatfalovgitch
asgamers ar@socially awkvardd, fispend too much time playing gameoverweighd, and

have finegative life consequencedue togaming(Bergstrom et al., 2014).

There seems to be this notiset outby those who game in their fréiene, that if you do
not sleep, breathe, and plggmes24/7, that you are not a gamer (Juul1@Q Rather, it is the
enjoyment of games and seeing it as a medium for entertainment which is arguably more
important 80% of Canadians view videogames as mainstream entertainment similar to, movies
and the gerage age of the typical Canadian gamer is 39 yaeping in mind how much time
Canadians spend gaming, and how 64% of Canadians own a gaming console, and 89% own
computergfiThe Canadian video game industyy2018), it is apparent thatesearching gaimg
as an extramural activity to acquire vocabullaoyn is warrantedlue tothe massive time
commitment that Canadiansdertake to plathesegamesAs well, dueto therecentCOVID19

pandemicextramural learningnd gaming isikely more frequentandit is important to discover
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how Canadiangan harness gaming as extramuratool to supplement classroom in@ag a

result.

In 2016,the ESAC compiled theiessential facts report that highlighted key gaming
demographicdased on gamgenre According tosurvey data on 270 teens agedl¥3male
gamergreferredshooting games (48%), actiaaventure (44%), and fighting games (30%)
whereademale gamerpreferred puzzle games (42%), actaventure games (29%), and
social games (28%amegenre prefenece differed upon age and gender; however, it is
important to consider that genre is difficult to attribute to games, as thdyagamultiple For
exampe, the gaméinecraft has three genreSandboxActionAdventurg andSurvival This is
important b consider when discussing game demographi# may not always be clear where

a game fallsegarding theategorizatiorof genre

Considering how prevalent games are in Canadian society as a recreational activity, a
review of the implications that vidgames may have on vocabulary gain as a supplementary
language input is therefore warranted, as playing commercitieghelf (COTS videogames,
outside of the classroom, has become mainstrearagpigesto many, regardless of aggince
games are soidely played and are a source of motivating input for learners, it would be
interesting to see their ubethinsidethe classroomandas an extramural activitLreating a
bridge betweeh e a r passiorsf@ games theirfirst languaggL1) andthe clasroom could
lead to exposure to meaningful language that may otherwise be a barrier to entsetoti

language (L2)

To this day there has not been a cleart answer to whether COTS videogames are
beneficial in acquiring vocabulary. Videogames hlagen linked to proficient language usage in

additional language learning (De Wildeal.,2019; Sundqvist and Wikstrom, 2015; Sylvén &
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Sungvist, 2012) as well as being a highly motivating medium for language learners to acquire
language from due to itepceived authenticity as a source of languageavever, the vocabulary
inherent in games ®&ill unknown to many researcheRecently, Schmitt (2019) in his

vocabulary researcdigendacreated a call fainvestigations into the vocabulary tiggmes

confain. Therehas yet to be a comprehenssaeentificinquiry intothe vocabularyrom games,

and whether differergamegenres affect the variegnd typeof words found irgames.
Recently,Rodgers and Heidt (in presgportedthelexical coverage threshis for gamesand

the number of words required to reach adequate comprehevesdound to behigher than

other media, such as books and mawvkesa resultcreatinggaming wordliss would then be

ideal to create to provide educators insight intotheemosik ey 0 characteristic
these game§ hese words can then be usedhia classroom by teachers and/or used to prime

vocabulary for learner® use on a supplementary basis outside the classroom.

1.2 Gaming Vocabulary Affordances

Whenusingth t er m ¢ areférdorthe eonstruet@efinet biorman(1988)
fithe perceived and actual properties of the thing, primarily those fundamental properties that
determine just how the thing could possibly be oggd 9). The example he gives is thathair
affords support, and therefore affords sittiimgother words, affadances are what allow certain
actions to occur, and that it is through some
accomplish somethingRegarding gaming,acabulary frongames may share unique
affordances from gameesign(Reinhardt, 2018)suchas the use dtidic anddiegeticwords
Diegetic words are described as words usedialogue and narration; they are part of the

narrative experience (Castelvecc020), whegas ludic words are described as words that serve
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an overall function where | anguage is fAmani pu
gaming, if the wordneleewas used in this contexthis item increases melee damageelee

would be then seving a ludic function; it is identifying that melee is a type of damage that the

player of the game can perform. If it were part of dialogue or narration, sdttesesis a melee

going ordthat would be an example of diegesis; it does ef@rto meleelamage or a game

element, but rather is a part of the dialogue which is attempting to create a Sétiregare

barriers to entry concerning acquiring language from video games which are important to keep in
mind. If the learner isognitively oveldoaded by thetask they are performinghey are unlikely

to have acquired new wordsf. Sundqvist & Wikstrom, 20L5f. Hitosugi et al., 2014; cf. Chen

& Yang, 2013; cf. deHaan, Reed, & Kuwada 2 0 1 0) . Anot her farbilantyr i er , i
with differert gamegenresased orthep | a ygendds . Sundqvist &Sylvén 2014 cf.

Hitosugi et al., 201} or evenplaying games at all based threp | a ygendei(cf. Sundqvist,

2011) While videogames encompass a huge audi¢isejoes not mean that ongesific game

is applicable to all learners; learners will have different preferences for games which may be
grounded on their gender, age, atidsyncrasiesFinally, perhaps the ost obvious barrier, is
simply not having wh a ttheilslity to playwmd learrsfrom gammese | i t e
(Gee, 2007)Based on prior research conducted by Rodgers and Heidt (in press) and these

potential linguistic difficulties from the literate, | thoughtthat identifying ludic words to target

for teachingwould beidealto alleviatetheseissuesDepending on whether the educator is

teaching ludic or diegetic words may shift the way the word should be approachtshching

context
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1.3 Organization of Thesis

This thesisis organized into six chapters. Chaptgr@vides an irdepth literature review of
how games have been used in language and vocabulary studies and what trends could be going
forward through different videgame affordance€hapter 3nforms ofthe studp s mul t i met h «
methodology, how it address the different research questions posed to different methods and
lists the three procedures (phases) done to areagbrresearch questidbhapter 4 lists the
results of the present researEmally, chapter Ss on the research implications for extianal
learning and teaching, the future research possibilities informed by gaps in the literature, as well
as informs the reader of the limitations of gresenstudy. Chapter 6 is the conclusion to the

thesis tying everything together.



RUNNING HEAD: GOOD GAMING WORDLISTS 6

Chapter 2: Literature Review

This paper is addressing the call put out by Schmitt (201#re is aneed to understand
thefispecialisb vocabulary in gamesyordsindicativeofgamesland A Do di f fer ent
[genreof game} promotedifferent types of vocabulay (.0268) In order to understand how
vocabulary is realized through language functions, identificatiovords used in a ludic or
diegetic fashiorand providing them in conteld necessary to provide language teachers
understanding of how gantEsigh comes into play with languagese in games. Throughe
conducted researctwo comprehensive pedagogical gammgrdlists werecompiled 1) a
commongamingwordlistfor all ten games included in tiseudy corpusand2) an action

roleplay gamevordlist usingfour of the 10 game®oth wordlists can be usadside the

classroom andutside the classrootn aid withtheincidental orextramural use ajaming

2.1 Gaming, Language Learning, and Motivation

Motivation is an essential component for successhguage acquisitiofWilliams &
Burden 1997, and is the most important factor concerningacquisition of the target language
accordingtK r a s h e n 6 Silteranhypobtresistiashen, 198) . I f a student 6s
is high, learners are natgeptive to learning. If the filter is low, students are motivated and
encouraged to learn because they feel comfortable. Reinders and W2tHslareaffirm
Kr as h e n éngamingbasedrog qualitative research data; they concluded that vidleogames
maybe benefici al I n additional wilagnegssitage | ear ni

communicat¢ WTC). The study took place with 30 Thaidénts enrolled in a veek

g

a
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university language course. After playing Ragnarok Onkngassively Multiplayer Ome

(MMO) Role Playing Game (RP&3ee AppendiA for types of multiplayer gamesgggularly in

the classroom, five students were randomlyctetband asked questions in setmnuctured

interviews focusing on their WTC in the game. WTC, as operationdliz&kinders and

Wattana, is fian individual 6s intention to ini
particular momentinapartc ul ar si tuationo (2015, p. 42). F
engaged and demonstrated a higher WTC ig#mee and claimed that they had used English

more because the settihgdfelt relaxed (Reinders & Wattana, 2015).

Furthermorethere is a link betweemotivated learners and gamirig Sweden,
SundqvistandSylvén(2014) asked students to agree or disagvék the following statement
AEngl i sh is interesti ngi®inSwedenrhgledersimthaident s i
frequert gamer group (average of 6.6 hdwe e k) ei t her Oagreedd or Oac
the largest portion of disagreement ()98figinated in the nogamers grouprlhe link between
gaming and motivatiors important, agoreignlanguage learning has beeell-documented as a
context where students lack motivating input (Dérnyei, 1994). Videogames can potentially be an
answer tohat dilemma by creating access to more motivating language input for additional
languageslf it is the case where videogan@®mote motivationthenmakingforeign language
videogames more available for langudgarning consumers could facilitate langaa

acquisition witha lessdeliberateeffort madeby the learnerldeally, videogames should promote

motivation and havpedagogical validityo support its use, both, in and outside the classroom.

As mentioned earlier, motivation is often cited to pragrlahguage acquisition; however,
theefficacy of motivationis not unique to games, but other media as vitethay be hard to

ascertain the benefit of studying any infp  nif & is onty functioningwell because of
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motivation; one couldvrongly assune thatmotivation is enough credent®use ay type of

input for language learningTheremustbe a certain threshold of comprehension, enough text to

make inferences from, and ideally, good pedagogy surrounding theRtgyihg vdeogames

has been comelatedwith increasedEnglish proficiencyscoreqSundqvist& Wikstréom, 2015;

Sylvén & Sunqvist2012, but the presenstudy is concerned with the direct relationship

between the language used in games and the potentiainfigrehension through the dewaéd
wordlists.Gaming can be used to teach vocabutargughfi s pat i al and khaempor al
can be adapted for use in foreign language learningaondite ngo ( Sykes & Rei nhe
25) for intentional learningas well asextramural learningvhere learners cdiinvest time in

gaming for incidental (Sundogash2009.1184. | earni ng to

The cognitive complexity of games

It has been theorizdny Gee (2005) that videogames are cognitively complex. Some
instances where gamegaomplexarewhen a) there is a requirement to communicate to
succeed such as tgamegenre of MMO roleplaying games (Gee, 2007), b) when there is a
puzzle that is blddng the player from advancing, andfall state® instances wherein the
videogame pealizes the player and as a result, they learn to not perform the same erroneous
action again (Syke& Reinhardt, 2013 For example, if two players are playing a tactgaahe
together and their initial strategy does not work due to unexpected enemyjobelthieymay
learn from losing the battle, and attempt to counteract that enemy by playing differently the
second time around. Different types of games have differemtegits that may aid the
acquisition of certain parts tthelanguage. Mentioned deer was the MMOgamegenrewhich
is highly focused on communicative competency and may be more relategidiation of

meaningor pragmatic competencén interactivemovie based games, such as the ones
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developed bylelltale a player can communicatétivan object more than once which may
facilitate vocabulary acquisition through repeated exposure and imdgagery has been
theorized to play a rol@ how languagés used ilfmovies(Rodgers, 2018and has been
documentedo be an effective way foearners to acquire target vocabulgky-Seghayer, 2001
In other words, the affordances that different videogames provide through play andegagme
can be more conduciuwe acquiring vocabulary than traditiorsdurces of foreigtanguage input

which makes it an interesting medium to investigate.

If games are cognitively complgthen it follows that they have the potential to be
beneficial in acquiring vocabulary accordinguferandHulstijné €001) Involvement Load
Hypothess, which stateshat the more cognitively demanding a language inpQwithin
reason,)the more likely learners will acquire vocabulary frtra input Dueto their cognitive
complexity, videogames could offer an ideal scenario to learn vocabulary @ames add a
dimenson thatrequires a certain amount of thinking. If a gas®o easy, likely players would
grow tired of itrelatively fast The same idea appliéghe difficulty is too high This is
important to consider, especially when relating gqoaging toFlow theory.Flow is an optimal
state of being that referstoap son who goes through a Afl ow ex
feeling mor e i cCaikszebtinilealyia99d It isakpositite statedthal is
conducive to learning something ngwvP e omhd aehieve flow more regularly pay close
attention to the minute details of their environment, discover hidden opportunities for action, set
goal s, monitor progress using feedback and ke
(Csikszentmihali, 1990,p.3). Game playersare likely reaching an optimal experience (i.e. flow)

while playing as thearetaking everything into consideration to progress to the stegte of the
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game This is a state where focusing and learrioguss rapidly andis why playes canfinish
games so quicklyThis is one of the reasons why fail states are so important in understanding
gamedesign and flow regarding gaming, as these stadgish can be seen as blockada® in

fact motivators that are encouragingyers to connueto play. For this reason, due to the
cognitive complexity which affords flow, games can be used as a gre&rttedrningand

acquisitionto take place.

Lack of extendegplayingin experimental designs leads to uncertain research résul

Theoretially, games provide rich input; however, there may be a certain threshold of
time required to be spent before any meaningful acquisition can take@tddeand Horét s
(2011)study is ecautionary tale that vocabulary acquisitimayonly be achieved imideogames
by extended playindPlaying a game foonly an hour or two in a sittinigpr vocabulary gaimay
beinsufficient While Word Coachis a pedagogicafOTSgame and can diened to
comparing apples to oranges at least in all intensive purpasesmparing to the games studied
in this thesisputthis study was chosen as an example that any kind of input requires a
significant amount of exposure to acquiaeabularyfrom regardless of game forman Cobb
and Hsudys playess had been exea to thestudiedgame fortwo hours per day which
totalled 120 hours over 2 months.€ldameused in thestudy,Word Coachpublished by
Nintendq wasa wordbased puzzle gam8imilar to theideaof extended readinfMason &
Krashen, 199) extended plgingis the idea that there is a minimum amount of trewired
before there is any gain in the target langudgeerdedexposure is also supported in the
literature to encourage vocabulary gains while playing videoga®esl(jivst & Wikstrom,

2015;Sylvén& Sundqvist, 2012 An issue with the game in this stuiythat itwas a puzzle
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game where naturalistic language was presentNon-puzzlebased games mdnave a task
dimension: to understand unknown words, inferences must be madwKeanferencea
certain amount of language is then necessalnch the game in this study did not havee
Word Coach game isot a suitablegame to promotaaturalisticlanguage acquisitiodue to

l acking the eliruneend. of Al anguage

Regarding extetredexposue, asimilar case occurred whé&henand Yang (2013)
conducted two studies on students playing an interastivev i € vi de oBPHEhe cal | ed
which contributed to small vocabulary gains in the L2. Their first study involved-adwo
intervention where 22atlege freshmen learners in Taiwaadha vocabulary priest and post
test before and after playing the game. In study one, there were two groups of students: players
and notetakers. Notetakers simply watched the players and took notes but recesae® the
level ofvocabulary gain as thegyersof the gameccording to the study. While there were
vocabulary gains for both groups, teevasno significant differenceetween them (t(20) =99,
p =.746, 95%-[134, .97]).Chenand Yang (2013) speculatdtat the experiment only being
two haurs was insufficient for there to be significant vocabulary gain. They argued that more
exposure to the input would then be required,
(2011)caution as well asSylvérd ,sSundgistd ,sand Wikstrond seaffirmationfor extended
exposuretoinput Avocabul aryprlodacni md Eamoa,iBycheasnin
ext ensi v(8ylvén& Suhdgnisyadl2, p306)and fHa great deal of ti
to beinvestigaedin gameplay if L2Zwr ds ar e t o be stored in | ong
Wikstrom, 2015p. 67. The secongbartof Chena n d Y studyghédsstudents play the game
in their free timeHoweverdueto the students playing the game and having takétnghsh

course concurrently where multiple language inputs were available along with other complex
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social interactions found itne classroom, they did not investigate vocabulary gains for the

second stdy.

Chenand Yang (2013) reasoned that it wouldrpossible to ensure that the gains were
from the videogame, as opposed to other input available in their everyday schobldwes.
much learning that could take place in such a small amount of tinog jigst a concern for
gaming, bufor the classroonas well. Gaming and learning together must follow set criteria for
them to be advantageous, and that is what is inferable from these;stualiesime needs to be
given to promote the acquisition of guage Simply using gameghrough new technologgoes
not increase pedagogical valuather, it is their implementatipm other words, how they are
usedto promotdearningthat is importan{Godwin-Jones, 2014)Good pedagogy will always

take precedencand beat the foreground of anyocabularyacquisiton that takes place.

Proposed research designs based on the literatumevocabulary gain and gaming

Overall,there appears to bepasitive relationship with videogame playing and language
proficiency, as noted by Sundqvist and Wikstrom (2015) intiedigatedthe videogame habits
of 80 teenagers in Sweden outside the classroom. The study revealed that learptagedho
gamesoverfive hours a week scored higher in their English class with a medium effect size. The
main issue with Sundqvist and Wikstmb study is that it is correlative and faces the chicken
and the egg dilemma: do students who play videogames have a better vgdadxdase they
use videogames as an input, or is it because their language proficiency is already high that they
play videogamesPerhaps a better way to approach the research issue of gaming and pedagogy
would be to conduct more longitudinal studiesneeistigate the threshold for these vocabulary
gains, as is mentioned by Sundqvist, who called for more research forahanlee r s fido out

of school and achieve in school 0, and i nfor me
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extramural Englishforyoug | earners and study how it devel

2011, p. 117).

The recurring theme of thigerature reviewis thatit is difficult to find thesource that
videogameplay can haveon learners witla purely experimental desigithisis due to the many
social conditions that may contribute to vocabulary gain outside of pl#hyengameand not in
the inpu inherently itself. Indeed, it may only be possible to infer how npaténtialimpact

videogames may have on language learnerbregtypes of studies

1) Performing a form of lexical analysis, suchealsexical Frequency Profil@gRodgers
& Heidt, in pres).

2) Investigate the use of gaming affordances thrquighin acquiring the target
language €.g. communication/speech acts in MM§ames exposure toecurring
vocabulary in visual novel gamegmme language relating to problewmiving, etc)

3) A corpus anlysis to investigate theocabularythat might be available to language
learring gamers How does it compare to othigpes of language input textsor

examplefiction, textbooks, TV, andt movies)

As # 1 has already beeonductedand # 2 is beyond ¢hscope of this studywill be addressing
solely thethird area of studyo investigaée thepotential language input that is availafsem
games tanswelin which contexts games should be used in to pronatabulary acquisition

on a purely lexical b=s.
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2.2 Lexical Analyses

Vocabulary acquisition is arguably one of the most impodapect®f language
learning, as it is both the foundatiohandakey piece ofevidencdor proficient and advanced
language usage O 6 K e e f fMany stAdie4 Havyevestigatedvarious kinds of input
regarding vocabulary acquisition and its authenticity through conduatixigal Frequency
Profiles (LFP) of textssuch as books (Nation, 2006), songs (Tegge, 2017), television (Rodgers &
Webb, 2011), and movies (WebbRodgers, 2008). Conducting an LFP indicates how much a
learnermightunderstand with and without helpagiven language inpyHu & Nation, 2000.
Only very recently has there been an inquiry into the lexical profile of videogames (Rodgers &
Heidt, in pres3. Theintention of conductingraLFP for a language input is to separate possible
confounding variables that may not play a causative role in vocabulary acquisition such as

motivation

Lexical Frequency Profiles

LFPs areneeded to determine if anput is worh playingfor learners by reporting how
many words a student would need to know to reach adegodteleacomprehension. In other
words, LFRB can be used to infarthether an inputextwould be too easy or difficult based an
learneds vocalolary knowlelge through their proficiency level. For example, an intermediate
learner wouldikely know approximately 300@vord families as inferredrom Webb &
Ro d g er fdesytfd@ @d&ners reaching 95% coverag®,000 word families televison
andthe authorstatingthati [ i ncr eased | earning] is more |ike

intermediate and advanced learners, who have a large enough vocabulary to reach 95%
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[ c ov e (Welhb& Radgers, 20@0 p.358). In essencd,FPs calculatéhe percentage of
wordsthat are likely to beinderstood by a learner irtext, which is known asexical coverage
(Nation, 2006). Nation (2006) identified that for a learner to be able to fully understand a text
without guidance, the learner would needund 98% coverage of an entire text (i.e., 1 in every
50 words unknown), but with guidandbeey might only need to kno@6% of an entire texi.e.,
1 in every 20 words unknown).

LFP studies report how many word families are required to reach 95 &nd 98
comprehensiofrom different types of language inp8tudies often report botb% and98%
while includingboth proper nouns (PN) and marginal words (MW) in their total word counts.
Marginal words includénterjections such asvords that resemblesowmsluch as fAahho,
A y a r, andvodbher words that do not contribute substantial meahirgrationale for
calculatingPN/MW asknownwordsis that their meanings are easily inferable by context
Studies oftershowlexical coverage to both include aexclude PN/MW. Furthermore, LFPs
showa e x t 6 drokeroimoddsferent frequency bands knowmasdlists. Wordlists are the
groupings of wordshatlist high frequency (used often) meditfrequency, and lovirequency
vocabulary (words which are rar@nd not used as often). Band 1000 is the most frequent 1,000

words in English, P00 is the following 1,000 most frequent, etcetera.

Rodgers and Heidtr( pres$ createdan LFP for games which revealed themberof
words necessary to be known for adequete ideacomprehensiofsee Table 1 below)
however, while this research is informative, it has not ansvieeequestionwhat kind of
vocabulary is used in videogames? Sch(@iitl9)commented thdittle is currently known

about the vocabulary that@as in videogames, including the types of vocabutaay occur in

f
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games anthefrequency of occurrence of potentially learnable vocabulditymately,
addressing this call @ne of thegoak listed in thepresent study.
According to Rodgers and Heig@h press), ideogames were reported to reach 95%
coverage for games at tb& band, and 98% atthe Kb a n d . Il n Nationds study
the average for reading, 95% was reached atkhgandand 98% at thel band.Books are the
second most diféult lexically according to the literature, before games. Tegge (2017)
investigated a corpus of sonipatshows reaching 95 % coverage at3keband and 98% at the
8K band. Similarly, 95% was reached &t B both movies and television (Webb & Rodgers,
2013; Rodgers & Web, 2011), but movies and television differed on 98% coverage: 9% at
8K band for TV, andK band for moviesSee Table 1 fola summary of FP studes conducted,

and Table 2 for the coverage results of these studies.

Tablel: LFPs investigated

LFP: Medium Investigated Study

Reading Nation (2006)

Songs Tegge (2017)

Movies Webb & Rodgers (2013)
Television Rodgers & Webl§2011)

Games Rodgers & Heidt (in press)
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Table2: Coveragefor different media reported by LFP studies

Frequency Bands  Reading Songs Movies TV Games

2006 2017 2013 2011 In press

Tokens 121,099 180,892 2,841,887 1,330,268 5,744,388

1,000 82.93 88.96 89.76 89.16 83.64
2,000 90.14 93.18 94.02 93.56 90.19
3,000 93.28 95.13 95.83 95.45 93.01
4,000 95.06 96.32 96.89 96.51 94.79
5,000 96.13 97.15 97.52 97.21 96.0F
6,000 96.88 97.42 97.96 97.64 96.75
7,000 97.43 97.79 98.22 97.91 97.23
8,000 97.90 97.9% 98.45 98.17 97.69
9,000 98.22 98.09 98.62 98.35 9796
10,000 98.46 98.17 98.78 98.51 98.16

" Coverage figures include PNs and MWs
™2 reaching 95% coveragkreaching 98% coverage

Artifact of methodology

These numbersform that videogamesontainmorelow-frequency vocabulary thahat
in other ypes ofmedia,suggestinghat videogames are more linguisticalifficult, although
thisresult mightoean artifactot h e s t thatlglofys Rodgers and Heidh (pres$ included
all languagdoundin videogames in their LFP study.A | | | a nagnpassgaiaiogue and
narrationas well as any language the player could experiengarime,such agthe names of
gameitems, the text of booksvailable to reath-game, different types of vehicle modifications,
and more. Any possible exposure to any fofmfanguage, including wh&odgers and Heidt
referred to asnetalanguagevas present in their datsletalanguage is the term used in the study

to refer to instructional videogame languaigg@ould include controller mappings (buttons),
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tutorials, and prminent words and phrases found in gaosed for game functiontJpon

realizing thaimetalanguageould be contributing to more words required for a learner to reach

Nationds definiti on mdnalyaisioéaaythraughofthegapeT@iVe nsi on

waswarrantedA playthroughis the recording of gamer whlaysthe gamé s  dronostary
to finish, and itis usually uploaded omadeo streaming platform such aurubeor Twitch
either synchronously or asynchronously

By using agameb playthroughfrom a video platfornfor analysis most of what remains
arewords from narration and story dialogwéhich isa small amount of actual languaigem
the gaméased on the sheer volume of tokens therefrom extractedrom these variouggames
for this corpusDiegesis fromside-contentin the gamessuch asooksor extra readable
materials (such as an-game phonethat can be found and readgame likely contributel to
more words thiaa player mayhavenot otherwise experiendgwhich isanartifact of the
methodologyTo under st and whether 1 f it was the
that contributed to such high lexical thresholasaaalysis of @laythrough oflGTA V was
performed.The GTA V playthrough showed that knowledzfehe first 3,000 word families of
English provided 95.74% coverage and knowledge of the first 8,000 word families provided
98.25% coverage which is in line with the previous research on tele(Wielnb & Rodgers,
200%) and moviegWebb & Ralgers, 200B) that found 95% lexical carage with knowledge
of 3,000 word families.

This could bedue tothe way the LFRvas constructed arahtegorized. For examplal|
the words from conlangs the gameSkyrimwe r e | a b ell il setdg whisbarddosted
as A un k theseftwareUnknown wordscontributeto lower coverage because they are

not captured by theordlists usedin Grand Theft Auto Mhere were lowirequency words

stud
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regarding vehicle modiation in certain segments of the game that are behind riigatus
otherwise wouldhot be seen or heard during the story mode of the gamegthat aptionat
language that could be viewed when making adjustments to a v@toclexample, thé -
wordo Splitter, which is a bumper modification for carés mentioned earlier, songames had
books or files that could bead such ashe game$skyrimandResident Evil 6How many
playerswould read these textsumknown These texts arexample of optional language input
from sidecontent, diegesishat the player may not necesgalbie exposed to and often included
lower-frequency words than theetualnarration found in the game. The methodology behind
constructing the corpus is likewhat created this difficult lexical threshold; howeuee
perspective of a lexical frequencyofile for all language found from games is still an interesting
pointfor analysis that may give a broader picture than just dialdghis studyaimsto
investigatebothludic and diegetiavords By usingthis corpuswhichincludes all languagiEom
games,the idea is tgrovide a better possibility for analyziggamewords, as all languageom

the games encodednd not just narratiomhroughanalyzingthe videogame corputhe extent

to whichludic and diegetic words aprevalent in these 10 gamasd whether they are

learnableandhow they might contribute to overall game comprehensiam be explored

2.3 Corpus Research

From theliterature reviewedthere does not seem to beanprehensiveorpusthathas
capturedvideo game languag@&herehas leenacalf or maki ng a corpus of
while playing online games together to develop pedagogical stra(Bgies, 2018)but not so
far, the videogames themselvés. a result, there have not been any studies to draw a direct

comparison to th presentesearch. There has been research suggesting how to develop a
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methodology focorpusbased game studié¥lasso, 2008 and other studies that have used
keyness for the analysis of specific vocabulanch akey words frommovie reviewsandhow

those are distributed lgenre(Castagneet al 20189.

How would Massively Multiplayer Online Games (MMOGS) fit iresearching game
vocabulary through corpusnethod®

Bawa (2018) encouradehe development of an MMO corpus for its educational value
for acrossdiscipline of fields, one of thefmeinglinguistics.Ryu (2013) also argued that there is
a need to understand game cultane that this could be fulfilledy attendinggame sessiorand
identifying how learners engage in play through their commu@iteatinganMMO game
corpus would provide insight infgameculture and also shed light ¢éime second research study
posed as outside the scope of this pafievestigate the use of gamgi affordances through play
in acquiring the target language Thorne (2008lused the MM@ gameWord of Warcrafto
capture language learniegchangebetween American and Ukraan university students to
show the social interactions that amnducive to learning through tablksed reasoning.

MMOGs are diverse and enopass mixed language groupsnot everyone playing together

have English as their first languaddrough investigatingnd taggingpeech acts and fail states

through a corpydearner methodfor acquiring target vocabulary can be idealized through

negptiation of meaningDeveloping a MMOG game corpus could also be fruitfol analysis to

determine the vocabulary that is frequienplayer communicationdBawa, 2018) whicltould

be idealized through keyness and frequency approatiesspecially wrth-while to consider

sinceMMO r ol epl aying games Wheeeapl d&gaeds focus o

fi r a ithdt aré weldocumented to be difficult and requadot of coordination and
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communicatiorfrom playergDucheneaut & Moore, 2005; Dneneaut, Yee, Nickell, & Moer,

2007).

It is important tot only investigatéhe language found in gamdsit the language that
the players themselves use togethbile playing these gamgshich isan affordance that
MMOs have over singkplayer gamsand normal multiplayer gameghis would determine
how sophisticated a vocabulary would be required to thlagehighly communicative gameas
well as provide valuable insight into vocabulary acquisition taking placegamtke through

gaming affordanceand mechanics unique to thamegenre of MMO games.

The proposed methodology to build a game corpus

Masso(2009) suggestetthatto create ay kind ofvideogame corpushe researcher
shouldplay various gameall the while capturingecordingsof their sessiongo later transcribe
however, this becomes difficult depending on t
follow through such a massive time commitment. f@nissuewith such an approach is that
there is a certain assumptitivat theaverageplayer will be playing in a manner similar to the
researcher. If there ameanydiverging paths in the story, or if there are certain events that occur
out side of the mai nmagrothecdptiredsandareynot pravigimfeille e v ent
picture of the target languadgeor examplea gamesuch asSkyrimcontains many, manguests
that are not required to finish the gase,how would this missing languagereé&rieve® There
are strengths and drawbadksdeveloping a methodology based dsyphroughsTo create
wordlists indicative of gaming languagthe justification was made view all language present
in a game to understand asapposedtdportionofat.lfthe r os st
goal was to understarajame Barrdion, then using a playthrough would be ideal, asdda

hadoriginally recommended.
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Reportingw o r Hegn@ss results based on corpora

Chung and Nation (2004) conducted a study to demonstrate four different methods to create a
technicalwordlistusinganabmy as the subject. They had four methods to creating technical
words triedto determine their effectivenedy a rating scale, 2) abs (diagrams of words), 3) a
dictionary, and 4) using computer analysisniparative corpysFor theircomputeranalysis
approachthe stug text was taken fror€linically Oriented Anatomyand their reference was

the LOB corpusThey recommend that reseaecbuse asimilar cut-off of their proposed.:50

ratio; in other words, the word must occur 50 times more in theestiskt than the reference
textfor a distinctive technical wordror a technicaivordlist, perhaps such a high eoff is

sensible; however, when comparing games to madwgiekentify gamespecific vocabulary, to
expect such aontrastive differenceay rot be as importanihere are problems with

considering such ligh cutoff.

First, 1:50 would assume that the words are not being compared to something similar in
nature (e.g. movies and games, language used with imagery ij) emddsecond, there woube
an underlying assumption that each gamie total game corpu®ntainsa very similar
diction, as opposed to varying vocabulary dogamegenre, owords unique to that specific
game(i.e. a skewn the data Chung and Nation also mention tha tieference corpus should
not contain any text from if.R)wkigheancleal.i s ed
There idlikely a lot of overlap between movies and games which is the reason why the
SUBTLEXus maie corpus is used as a referencepasrin this studyn orderto separate that
boundary and investigate specifically game wpesh&l not words attributed to media with
imageryin mindwhen comparing books to games, for exam@leung and Natioalsocauton

that:i t mmast frequent wordsdm a specialised [studied] corpus are not all true terms but
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include many general words used across a wide range of sol{fdatson, 2001as cited in

Chung & Nationp. 259).Inclusion of many general wordsuld be due tareference corpus
beingtoofar isolated from whas being attemptetb beinvestigatel. For examplecomparing a
different corpus on medical informatiom the anatomy corpus may hasleown more language
indicativeof physical properties and characteristisen considering for vation Chung and

Nation (2004) mention that once a corpus reache2-thi#lion mark, fear of it being specialized

is no longer a concemwinceit is more eflective of general languagesich avolumeof words

Both the game corpus in Rodgers and H@idpressland SUBTLEX from Brysbaert and New
(2009)are large corpora (5.7 million tokens, and 50.5 million tokens, respectiwédij¢ these

may notrefle t At e c h ntheevardistsWweing ohade® in this paper are agjued to be

At echni cadtd rwatridesr, A g e n és apposed te cheasugmgmesy o wd 6 6 s .
worth by their comparative frequendy the movie corpysninimal ratioin tandem with

coveragewill determine how effective these words are conduciveachingobtainable

milestores for comprehension. tiie wordlistsc an r each coverage | evel s

Academic Wordlist, then, gamwcabularyshould be consided a valid construct.

Keyness andiGenred

Castagnet al(2018)investigated the key words derived from monggiews of action,
fantasy, and romance gentesietermine their variety of vocabulary for designing classrooms
lessonsTheir second research question is of pertinent interest regarding the design of this paper,
they askedwhat are the keywords thatstinguish each genPé-or this study, they caktted 79
reatlife movie reviews from the websifotten Tomatoe$n their analysis, they had set up
reviews of each movie as a sotrpus; for eackub-corpus they used a combination of the other

two sub copora as a reference corpus to identify thedsavhich make that genre uniqUdey
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coded for connotationerd s i gpasitife meading$ ablluedfor finegative, while black
was connotatively neutralhen through the results, they designed pedagogpitiaities for
learners using movie reviewsaccomplisked a nearidenticalanalysis to viewhow words were
usedin context.The difference being, the codidgne in this thesiwasnot for connotation, but

for ludic and diegetic properties

2.4 Extramural and Classroom Learning

Extramural Learning

It is likely impossible to acquire a new language by solely relying on exposure from the
classroom. Research suggests that the averagafiguage (L1) speaker learns seven new
words(lemmas)a day throughat their life to reach nativenastery of their L1 by the time they
are 18 Brysbaert, Stevens, Mandera, & Keuleers, 201t6s therefore ideal that learndrg
outside of the classom to improve their second language (L2) vocabwdarthat they can
attain higher proficiencyand reachealistic linguistic milestones fast&ince gaming is
considered a motivatingndpossibly an ideal source of language to learn English from, with
research revealing that there is a relationship between gamnisige ofthe classroonand
English language proficiency scorése investigation of using games extramurally to promote
English is warrantedViany studies that have investigated extrami@aining concerning

gaminghave homed inon mostly younger learners.
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Sudqgvist (2019) recently studied the | ink L
COTSgaming androcabulary knowledge in Swedéerhe study investigated 1,324 students in
61 classesThe Productive Levels Test (PLT) and Vocabulary Levels Test (VLT) used to
measurghree variablesoncerningenglish proficiencyandgamingoutside the classroom:
gerder, type of game playednd hours spent gamin8tudents who spent more time gaming
scored significantly higher inoth productive and receptivecabulay andexcelled atmore
infrequentwords(such aath vault, ledge cavalry, andmature- 5K band. Througha multiple
regression analysis, it was revealed time spent gamingvas the most considerable variable
for vocabulary learningrhe study had far groups: 1) nogamers, 2) singiplayer gamers, 3)

multiplayer gamers, and 4) MMO players.

An interesting finding reported by the studyaimediurreffect size for game type
players who had a preference for playmgltiplayer orMMO games had repodespending
more timeon gamingcompared tglayers who enjoyed singldayergamesg(2 = 1078 . 742,
= 9, p < .)OMhilke the giudy itself diden@t hake asgrongassumptions as to why
this mightbe, it could be due to theommunicative oriemtionof multiplayer and MMO games.
Gamers may enjoplaying with their friends, and these games provide them that affordance
which may be more motivating than otherwise playing alting.also not gaming specifically
that may have adributed to thesecsres, but rathesimply exposure to aextramural inputas
exposure tavaryingextramural inpu aid with English Sundgvist & Sylvén, 20)6Sncesome
learners in the negamer group were reported tovirgg similar proficiency to the advanced
gamer goup it can be reasoned that it was not games specifically, but rather extramural English

through games that ai pghewkvewifgarhes ardneasieeto gromate ner s 6
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motivation and aid with liguistic growth, as seen in this study, thiea distinction of extramural

gaming is still warranted.

Before investigating how teenagers interacted with gaSygeénand Sundqvist (2012)
had observed the extramural habit$soéde 46 students (i 86) inSweden The studentsiere
put into three grops: nongamersi =9, 0 hours), moderate gamers<17,> 0 to <5 hours
mean 1.5 hours, SD J,4nd frequent gamers € 13,> 5 to <= 23 hours, mean 9.7 hours, SD
5.1). According toquestionnaire data, the frequent gamers group had a larger rsiiiments
claiming to have learned English mainly outside of school compared to the other two groups
(Chi-2 testing, p < .01More than half of the frequent gamers responded that they $pukish
in their spare timeA national English test is adminiségl in Swedetin March and the scores
improved with each digital game growith the frequent gamers having the highest sciome

both reading and listening comprehension

It is important to remember that gaming is not specifically an extramural a¢heity
should be adopted soldlyr younger language learners, as video games provide skills for
language that are positive all language learnersegardless of ag&ee (2006positedthat
knowledge ofituated meaningan be improved through gaming, whiis the idea that words
have transformative properties in different context$esgives the example of the wocoffee
which can be used to refer to the liquid, the grairtoffee in canslepending on the context
(Gee, 2006)Games provide a varietf contexts in their narrative where words are used
differently dependhg upon the situatiorSituated meaning®ay be moe prevalent in games
than books or moviesince these contexts are not just construesliogounding wordand
imagery butrather tle experience obeing embodied into the garf@ee, 2006alongwith the

experience of dialogue, narratiomages and actions that go along with the word in use (Gee,
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2004) As of my knowledggeconcerning gamingjo studies havimvestigatingncidental
learningin relationto adult languagkearners. It would be teresting to see hoadultlearners
spend timegamingand how itcould helpthemacquire new wordand theirsituated meanings
There is a demand for an understanaihjow games could be helpffor language learning

outside ofschoo] as is demonstrated by the results from Reirthd@reeentsmall scale study.

Reinhardt 2019 conducted an interesting study that investigated Reddit and Quora to
discoverhow games are bgg used to promote exmural EnglishReinhardt developed a
corpus fronthet wo websites after scoping the net witht
| anguage fr om v.Wiheacagpsoégestons@m gamé Suygesfrons two
Quora posts with 8 commentnd twoReddit posts with 137 commenss grounded analysis
was conducted to reveal general advicexdfamural gamingo improvet he i nt erest ed p

foreign language competenasich led to tle compiled list belw (see Table 3)

Table3: Reinhardtds results (2019)

(1) users advocate a wide variety of vernacular game titles and genres for L2 learning,

(2) as long they make the learsayer use language,

(3) in a casual and enjoyable way.

(4) Users advise, playing a gameta right proficiency level,

(5) whose rules are not too unfamiliar

(6) and that include a lot of language use

(7) and featurs that provide time to read;read, listen, and rksten.

(8) They suggest, using subtitles, mimicking voices, using diaties, making vocabulary lists, using related media, and
interacting with other players, and

(9) being sure to have the rigtdnsole, region code, and server connection.
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43 different titles and games were mentioned througlandithe languages werdverse. With
manylearnerssubscribing to experiencing games and operationalthiiglearning through

these beliefsit could be annterestingstartingpoint to observe how the average language learner
may engage in a foreign language infrouough extamural learningWhile alot of research has
been done regarding yostléxtramural use for gaming in the (2undqvist& Wikstrom, 2015;
Sundgqvist &Sylvén 2014;Sylvén& Sundqvist, 2019 it is unknowrnwhatadults and older
learnergdo and thinkwhile gaming This compiled list from the internet is anonymous, so there
is no clear indicatoof how old theposters from theommentsvere buttheremayhave been

older learners as welh thesecommentsConducting the present resegritten provides insigh

intot he words required fcomprelaenspmoanday pravidedheset h e s e
learners insight into the vocabulary they may potentially be able to learn from or acquire while

gaming.

Classroom Learning

Usinggames for L2 acquisitiom the dassroom has remained scarce (Blume, 20dr¢d
investigations regarding thesfficacy have beescant(Hitosugi et al., 2014)lespite there being
documentation and suggestions on how to promote language acquisitigrgame the
classroom$ykes & Reinhardt, 2013)This problem is exacerbated when considering SOT
gamesas it may be hard for teachers to draw the link between pedagogy and playing games for
enjoymentwhich has led to this underdeveloped area of resedfith many stakeholders
presentand parameters that are eatovarious teaching contexis mind, it may be difficult to
incorporategamesand justifying theiusagen the classroonDespite thissome studiehave

investigatedgameenhanced learning.

g
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Coleman (2002)sed dlight simulatorvideo game that is based 8tM CITY i the
gamewas repurposed toelp learners engage in writing composition and rhetordn ESLpre-
freshman composition coursand the targeted features for improvement were grammatical and
mechanical accuraayponcerning written discourséhe course met 3 hours a week #mel
developmentft h e st ud ewasagp@cunsdr fertemtaringc¢he freshman composition
courselLearners were givetwo scenarig: Scenario lthey had to play the role of a pilwhere
they had to fly to a destitian first and tha latergive instructions to a VIP visitor on how to get
to that locationUpon completing Scenario 1, they were given Scenario 2: The stindehts
thenplay the role of the VIP visitor and must use thempmadeinstructions to go to the desired
destinationThis contrastvasdone to inform learnersf the difference between the constructs of
writer andaudience especially when considering the directibne r t he VI Pobase t ar g et
being made fronabovein a helicopterthey had taonsider how the VIP wuld perceive the

instructions by walking.

In Scenario 2, when the students d&e YIP, they mustdjustthe directionshould there
be any errors or any steftmtrequire additional clarificatio. Such activities can be done by
simply usinga map and paper in rddk; however, the affordance of a virtual 3D space allows
for more precise language concerning giving and receiving directions without leaving the
classoom This is astellarexampleof taking a game and repurposing it for an educational
contextdue to its affordance of being a 3D space to allow for precise writing and following
specific instructionsSuch an activity could be useful for learning new \ondary as well for
suchchunksasfit h at @&udatjatennt@y), per pendicul ar todo et c.

affordances and remodelling them for the educational context is a possibility that exists with
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COTS games, but it will depend on what the targatiiee of language beirapserve is, and

then finding the most appropriate game to fit thaget

Due to the nature of tadkased language teaching and conteged language
instruction, it seems that singgdayer games are seldom used indlassroomStudies that have
used singleplayer games have used differardys to keephe nonplaying students busypome
of the waydhat singlegames have been repurposed to keep students invadgdaeen by
puttingtheminto groups andhave thendo vaious activities, such as takotesor watch(cf.
Chen& Yang, 2013 deHaan, Reed, & Kuwada, 2016pnduct research (cf. Ranalli, 2008)
journalor write abouttheir game experiencdsf. Sykes & Reinhardt, 2013ncourage or
supportthe player in contralcf. Hitosugi et al., 2014 or after a certain allotted time, the player
in control carswaproles with the backseat ganief. Ranalli, 2008. Therealsoseems to be this
dichotomous categorization for learniagcording to the literatur¢hat eithetearningtakes
place in the classrooror as part of an extramural activity. Ganeeslldbe used outside of the
classroonby learnersaind perhaps sonportant details regarding how gegamesan be
playedeffectively with learning strategies can be taken up in the clasdvgdhe teacher
Similar to how a&eacher may give special attentiimna particulabookb s t hemes or

before assigninghapters for homeworlgames can be primed as well.

Another example of a game being adopted to the classroom cortiixtsagi et ab s
(2014)study, whichhad used the gameod Force(FF) published by théJnited Nationdo
investigate vocabulary acquisitione g ar di n g wohdh utnhgietwadntermedidte
Japaneselassroomgstudy I n = 9;study2, n = 11) While the game was crealtéo serve
educational purposes, the authbaslarguel that thedesignassociated with this gameakin to

a COTS game, and therefore the pedagogy surrouttigatgsignof this studywasgame

V O C &
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enhancedFive 50minute class sessions were assigned foFEhactivities for both classrooms
and they did not play the game unlié fifth day of the experimer®rior to thestudy,students
were givera pretest,and therthey would later have a petst, and finally,liey would then
later be administeredddayedposttest (5 weeks) tobserveor retention in vocabulary.
Students were seated in groups of two to thraewereassigned by the teachandfor each
group,one student was atcomputer at a timd-or the firststudy, no vocabulary list was gan

to studentsbut they hadegulartasks that embedded the key vocabul&here was no end of
term test on the vocabulary found in the gdarestudy 1 however, for study 2, the target
vocabulary wasocusedand students were given a list of 32 ngards. Studentsn study 2

took a vocabulary pop quiz as wédihdan endof-unit teston the vocabulary found in the game

andhada textbook unit test on a similar thethatthe students were made apparent to

On the fifth day, both groups were told tongplete the firstwo missions of the game
and attempt to achieve the highest score possible within the allottedrtimaoth groups, there
was a significant vocabulary gain on mean scores on theégsisiOn average, students were
able to correctly wte the meanings of eight more Japanese word§ @item vocabulary test
upon completion of the FF unBtudents irstudy 1 where vocabulary teaching was NOT the
focus, had acquired eight more Japanese words in theri@ocabulary test (immediate pos
test) and that number diminished to 7.89 on the delayedgsisStudents in study &here
vocabulary teachingna acquisition wakighlighted acquired an additional 11.36 words on
average at the end of the unit and the number increased to 12tpostiest. Students were

receptive to the game and were more engagealresult
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It may be i mportant to also consider not o
context but theactuallanguage being taught as well. Japanese, for example, hadidtneetive
writing systems: two syllabari€bliragana and Katakanagnd a logographiwriting system
(Kanji). It may have been harder for language learners in study 1 for a more incidental approach
in acquisitionbecause theords themselves awrittenin logographic characterg may be
more timeconsuming for a English student learng Japanes® acquirea Japanese character
word incidentally It is still indicative that regardless of tapproach thathere was meaningful
gain in vocabularyit is then warranted that when games are used meaningfullawith
pedagogical purpose that they can proddebstantial gain in the classrooltis importantto
not only considegamingaffordances, buanguage affordances as wélbr exampleMcArthur
(2020) gave insight in how the affordance of Japanese characters can be used in an augmented
reality application through digital story telliragnd historical Kanji pictographe helpEnglish
learners of Japanewath Kaniji recall. While it was not a gamedif, it gives insight on how
there are more factors than just the medium itself when considering development for pedagogical

applications.

When it comes to games and the development of additional learningatsaitecannot
be expected for the game ke the reins of pedagogy. For examgie, gameSimswas used in
a similargameenhanced mannern Ranal | i 6There(werd ing partisigantsdnythe
study, all intermediatéevel ESL learners enrollieat a major research universitythe United
StatesThe nine students were divided into dyédé manager 06 and infivbidhnt r ol | e
both members had a similar proficiency level but had different L1s to encourage them to speak in
English.Forthe purpose of this study, a companion weliké¢contained supplementary

materialswascreated to servas acompendiunto the game and also a way to administer the
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studyods experi mEme awelcointde t waosrsdi viMamgler a0 o0 di
used t he sCoanttiroon sl ethdgiavheganidithgnahe roles would then swap.

Station 1 included vocabulary information and quizzes, culture notes, and instructions for each
gamesession of SimsStation 2 included a link to an onlinéctlonary and the same culture

notes and instructits as found in station 1, but it contained no vocabtigated materials.

Station 3 contained only the gaming instructions. Thimpendiunwas accesseiom a

resource computer lo@tnext to each gaming computer ussdthe participant€&ach dyad
hadexperienced all three experimahtonditions.Participants in stations 2 and 3 had access to

an online dictionary. The culture notes found in statiband 2 were compiled explanatidns

inform of someof thecultural referencethatthe participants wuld encounter in the game

which was situated iasuburban American neighbourhood

A pretest was conducted to evaluate prior knowledge of target imhasp group
students into simdlr levels of proficiency, anit create a poinvf comparisorfor theposttest(k
= 30). Using a onevay Anova analysishe results suggest a link between the combined effects
of the materials made for the class being used together with the Tiaene was a statistically
significant difference between statmhand 2 D = 2.78, p= 0.01*, Station 1: M = 8.56, SD
= 1.33, Station 2: M = 5.78, SD = 2)2however, no such difference existed when being
compared to other station8Vhile learners hdiaccess to these additional materials, it iaye
beeninsufficient to jus provide access to theras they likely requiradditionaltraining It
would have been interesting Mamamgetred how mudch h
ontask or f they were engaged with the gajnsta s mu ¢ hCoa g r tolthadniegianal/or
a more engaging e a r comperidisim may be required when developing additional materials to

promote gamenhanced learning.
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2.5 Research Purpose and Questions

The intended purpose of thisesisis to creatéwo specialized vocabulary wordlssthat
can help educatoend learners acquire keingleplayer gamerocabularyfound ingamesboth
in and outside of their classroom depending on the way the teacheaepgs gaming and
pedagogyintentional learning), or even for learners that gasman gtramural activity
(incidental learning). The present research is as well answering the research call laid out by
Schmitt (2019) contributing to the research areaoschbulary withirthe field of Applied

Linguistics. With all this in mind, the researchegtions are the following:

1. What areghewords with the highest keyness in commercialtb&shelf video games
that could be used by teachers in English teachingrota®sor for learners engaging in
extramural learning
a. How many of these words are lu@ind/or diegeticTo what extent could these
high keyness words from the total game corpus be taught in the L2 classroom?
2. How does keyness change in g@megenre of ation-roleplay games compared to the
total game corpus?
a. How many of these words are lu@ind/or diegeticTo what extent could these
high keyness words from the actiavieplaygamegenre be taught in the L2

classroom?

This study follows a multimethod dga where both quantitative and qualitative measures are

used to answer the multifacetgdestions posed.
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2.6 Chapter Summary

This chapter has provideh extensive view on gaming and its relation to vocabulary and
language acquisitiom generathrough various gameéesigns and mediahe literature
presented was to showcase potential futesearch as well dscusingon the research most
pertinent tahis studyp s u s By haviagssepplementary wordlssivhen using a COTS game
for either extramural or Helassroom usage, the hope is to provide learners and educatoas with
comprehensivensight into the variety of vocabulary these games containvaether they vary
based omgamegenre andfinally, whether thee wordsserve a ludic or diegetic functi@nd

how they reflect thse properties.
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Chapter 3: Methodology

This chapter presents the research design of this mixetthods study. In thishapter
the corpora used will bestified along withprovidinginsight into theresearch tools operated
and methods undertake®teps taken in choosing whiaspect of thelata to amlyzewill be
explainedandthe approach to codiregdoptedn this studywill be elaborated omhile

mentioning measures takemensurenter-rater reliabilityfor coding

3.1 Study Design

The goat of thisthesisare the following: (1joa n s we r s%all formasdarchoof
variation in game vocabulgr{2) provide teachers wittwo tangiblewordlists to use in the
teaching of English in commerciaff-the-shelf gamess well adearners having access to these
lists for extramural learning@nd (3) furher disseminate these words into ludic and diegetic
properties to observe their differences in teachimg acquiringhem In this caseas this study
is addressing thredifferert concerns, its desigs varied, and as suchpaultimethod design was
adoped As BrewerandHunter(2006) definemultimethod researghtisi any r esear ch t h
contributes in any way to gaining a niuadn i meth
attempt to apply our individual work lessons learned at the level ofshgline as a whole and
thereby to enrich the collective effortuoh i c h we e a (p.hll)d&singwordistbtot e O
teach is gractice inthefield of language teaching andlearned in the disciplinef Applied
Linguistics and by investigating tise lists and how thegffect teaching bringthe application

of these words and games i@ classroomeas well, understanding extramural vocabulary
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learning and acquisition, these words could help learhretke table belowthe methods are

mappedtd he st udyodés rseesTakde).ch questi ons

Table4: Methods Mapped to Research Questions (Multimethod Design)

Research Question Methods
1. What are words with the highest keyness in commerci 1 Keyness Analysis (Quantitative)
off-the-shelf video games that dolbe used by teachers in 1 Lexical Frequency Profile dummativeKeyness
English teaching classrooms? Wordlist (Quantitative)
la To what extent could these high keyness winais the 1 Evaluation Coding (Qualitative)
total game corpule taught in the L2lassroom? 1  Pattern Coding (Qualitative)
2. How does keyness change in g@negenre of action 1 Keyness Analysis (Quantitative)
roleplay games compared to théal@yame corpus? 1  Lexical Frequency Profile dummativeKeyness

Wordlist (Quantitative)

2a To what extent could these high keyness wnatw the 1 Evaluation CodindQualitative)

actionroleplaygamegenrebe taught in the L2 classroom? 1 Pattern Coding (Qualitative)

To investigate what wordare more attributabl®tgamesthe decisionwas made to
conduct &keyness analysiso thatwordsthatappear moréequenly in gamesvhen compared
to moviescould be identifiedTo do so, a game corpus was constructed. This was the same video
game corpus used in RodgarsdHeidt (in press)a 57 million token corpus that encompasses
all language froni0gamese x a mp | e-wnguadgé intladelanguage from thaser
interface side questsgialogue,additional language frofnooks inthe games, andany language
that the plster oould possiblyexperienceSince the lexical thresholds required for
comprehension were high the previous studgione by Rodgers and Heidt (in predbg initial
assumption was made that there could be gspeeific words that were contributingrwre

infrequent wordsvhich warranted furthanvestigation and shifted the research paradigm a
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lexical frequencyperspective to a oiti-method corpus stuglyhis thesisseeks taliscoverwhat
words areprevalentoy usingMinimal Ratio (MR) to identify keyness uantitativgé and then
discoverhow these words are used in games thragthuationand patterrcoding (qualitative)
Thekeyness analysis was conductesihg flemmassbase wordsThegame corpufrom

Rodgers & Heidt (in pressyas used athe study corpusand theSUBTLEXusMovie Corpus
(Brysbaert & New, 200Ras thereference corpusThese terms are used to refer to the nature of

how keyness is conducted.

The reference corpus is what stedy corpuss being compared toy usingMR. MR
functonsnot byidentifying frequency, but rather the dispardysimilarity in frequency between
two corpora, and then computes the regwiing aniMR valued. MR is thevalue that attributes
how prevalent the word is in tlstudy corpugompared to the refence corpal The higher the
MR value,the larger the difference between the corposa u s e  owhich idhireicatiwe of d
a 0 k e yimthestady abrpusThe smaller the MR valyéhe closer the words are in
frequencyranking, meaning there is nengeivable differencef the word or very littleThis
study is concerned with positive key words, in other wdtdsdistinctivekey wordsof the
study corpusThe intended purpose of the study igiee teacherand learnerssight into the
variety ofvocabulary used specifically stommercial offthe-shelf (COTS)games and to what
extentthe teachingf vocabulary is required for learners of English as a SéEongign

Languagen this context
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3.2 Corpus Approach: Why Keynes®

The end goal of thetwdy is to producéwo wordlists for teacherand learnerso aid with
vocabularylearning and acquisitiom COTS gamesSimilar tohow students are tasked in
classrooms to writpurnalsandreport events that transpire within their daily livBgkes ad
Reinhardi(2013 mentionthatvideo game can be used similarly hgurnalingwhat occurs in
the games a way to improve t u d EnglishsThere are a wide variety of activities that
teaclers can employ using COTgamessoit is therefore important toonsiderthe contextual
vocabulary learnensiay need taknow beforeor while playing COTS gamegvidence of a good
wordlistis that it serves the context it purports to seBmeftina & Gablasova, 20)155imply
reporting for frequencin this contexwould not be idealas itis not indicative ofgamespecific
words butratheroverallwordsused in gamed.he keynessethod has been used in various
other fields to create pedagogigairdlists, one of them being business English words (Nelson,
2000).Thestruggle with gurefrequencyand rangeéased perspective is that it fails to consider
subtopics in its dataFFor example, the AcademMYordlistis notedfor not givingenough
salienceo different academic disciplines withits wordlist (Paquot, 2007)By using keyness,
thegamegenre of games can bevestigatedand their words can also be identified when

comparing to theéotal corpus.

Overall,corpus research can be divided into two main camps of theory: ebagsesl and
corpusdriven (Biber, 2019)The former involves the researcher preselecting a targetdgagu
feature and analyzing it in a corpus to discover how that feature is used; whereas the latter is the
feature of language becomes apparent from analyzing the corpus inherently iKetgsdss

analysiss more corpudased thanitisdriven,&8se y ness aims to identify
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I the key wordslerived from a keyness analygllastrateac or pus 6 | i ngui sti c
comparing it to what is known as a reference cqgrpustherwords,akeyness analysis used

to identify similarites between the frequency of wdoims in two corpora (Gabrielatos, 2018).
Doing so allows researchers to uncover the descriptive nature of the words in the corpus. The
corpus being researched omegerred to as thstudycorpus, and the corpus being qumared
to/against is known as the reference corpusugg a reference corpysrograms that analyze

for keyness have a sample of language to base its differandesmilarities.

Gabrielatos (2008ecommends effeetize metrics to approadeyness angkis This
does not refer to effecize as a way to illustrate the strength of a cause and effect relationship
but rathernormaliang the data and then calculag for differences between that moalization
thus accounting for differences in corporaesilt is not the frequengyatherit is word ranking
according tahefrequency in the corpora (Gabrielatos, 2018), and this is used to find if words

are different from the reference corpus

An emeaging measure in the field of corpus linguisticsngimal ratia the minimal
possible ratio between the relative frequencies in the corpbiral ( i, 40K2h It can be utilized
for keyness analysisy using confidence intervals to calculate for samiies/differences
determined by the userdés given threshol d.
difference of a word between two texts with a threshold of 95%, it would calculate for 95 % of
all samplesy removing high and lovirequencyvocahulary in the corpora and provide an upper
and lower confidence interval. If the value of words falls between the upper and lower limits of
the confidence interval, there is no difference in relative frequency between the two corpora
(Mi | i, A0K\By using confidence intervals, minimal ratio is an ideal measure, as it is an

effectsize measure. It has three main advantages over othersffiecheasures:

pr

For
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1) The results are very easy to interpret
2) It can be used for more than just woygés (such as docations)
3) tcan select different O6épartitionsd of t

of significance is.

3.3 The Data

Study corpus

Thestudy corpuss thecorpus used in Rodgers & Heidt (in predd)e corpus includes
10 ganes across four differegamegenres and totals 5.7 million tokefseeTable5). This
corpus was selectedexpandort he pr evi o u s andtb crahtpnd pedagaginall i n g s
wordlists. Furthermore, to date, there are no other comprehensive corpbaititain COTS
games. Thishesisfocuses ormow well videogames can be used as an accompanimieatto
Englishbothin and out ofthe classroonDue to these reasons, this corpus was selethed.
languagen this corpusvas extrapolated using variosgftware decompiler® gainbothoverall
languagausedandsubtitle dataThis data was then modified usiagstringsearching algorithm
known asRegular ExpressiofRegEXx) to attempt to remove most programming codes, field
notes, and language nasible to the playes of these gameJ.hese ten games were chosen due
to two main reasons: 1) the convenience of obtaining their string data due itggexist
decompilers made for these specific games, atlge®e ten games were selected as well due to
their varety; a deliberate effort was made to diversify ane genret attain a generajame

perspective vocabulayise

he
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Table5: Videogame corpus from Rodgers and Heidt (in press)

Videogame Genre Release Year Tokens
Sam & Max GraphicAdventure 2007 139,719
Walking Dead Graphic Adventure 2012 221,526
Phoenix Wright Trilogy Life Simulation 2019 751,347
Sims 4 Life Simulation 2014 323,555
Divinity: Original Sin 2 Action role-playing 2017 1,095,755
Monster Hunter: World Action role-playing 2018 205,219
Fallout 4 Action role-playing 2015 1,029,969
Skyrim Action role-playing 2017 960,322
Grand Theft Auto V Action-adventure 2013 949,165
Resident Evil 6 Action-adventure 2019 67,811
Total Tokens 5,744,388

Reference Corpus

The SUBTLEXus corpus was compiled by Brysbaartd New (2009). Itis a 51 million
word corpus oAmerican televisiorshowsand films Similar tothe extrapolation of subtitle data
from thestudiedgame corpusthe data gathered BUBTLEXusis the subtitle datdom these
various television showand moviesThe justification to usSUBTLEXusas the reference
corpus waslue to the perception that televisidéilm, and gamesayhave a similar vocabulary
due to their affordances awisual aurainput It was thaight that television may serve as a
better reference than books or other mealsthe results of the analysiguld returnvocabulary
morerepresentative of a games opposed to a result which demonstrates a difference in media
choicei T h er e a roédiffarenhfactorb iavolved in understanding movies such as the
overl ap between i magery ab,g@ 425jaedinaiugalyimégédrg bb & R
applies to games as wellince both the game corpus and the televiaiwfilm corpus are also
designed withmageryin mind, it is possiblethatdialogue constructeitt this mediacould be
less detailed than what wouldrmally be required in bookslsingthe SUBTLEXuscorpusas
the reference corpus then abetter way of measurinpeseperceivedlifferencesin other

words, because there are images on the screen when a person is watchingreptnomg a
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game, thalialogue may be shifted to accompany whatdsurring orscreen, and therefore may

have different word choices than a bdab&tmay rely on moredescriptive language.

3.4Procedure

Phase 1:Modifying the pre-existing corporafor Keyness

To identify videogame key words, it was first deemed necessary to remove language that
is key to eaclndividualgame.This was done as an effdo remove language that is thematic
and specificFirst, aflemmawordlistwas developed for each gantieenthe entire game corpus
and theSUBTLEXuscorpus Theflemma isa hybrid between themmaand theword-family
(Pinchbeck, 2017Yheyare untagge parts of speech that share lemma inflectigvsrd-
Families contain both derivational and inflectiogffixes, whereas lemmas and flemmas only
contain inflectionabuffixes The distinguishing characteristic of a lemma versus a flemma is that
a lemmais taggedor its part of speecfPoS) meaning tht the words are labelled as noun, verb,

adjective, or adverhwhereas flemmas are not taggéd.illustrate the difference between a

word-family andalemmadflemma considet h e w o.ilUnderfivgrafamnilies ,  fwvauld 0
contain Ago, qa@er ,godangs, gminre, @winewhereagoner s,
theflemmdlemmae nt ry of fAgoo woul d cont ‘emmastvegeo, goi n

selectedor this segment of the procedutee tothreemain reasons:

1) Word families have been criticized to encompass too many derivitians
language learner may not have the morphological skill to decode (Gardner & Davies,

2014)
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2) Lemmas have been shown to have more promising results when conductingss keyne
analysis Paquot, 2007); however,

3) Lemmasconsidew o r gass®f speech whiclmay overestimate the learning burden
for words that are closely relatedmeaning(Nation,as cited in Dang, Coxhead, &
Webb, 201Y. Words close to each other, suchr@s, asin a run, noupand to run

(verb) maynotconfusa | earner s unddrumet andi ng of

That is why Flemmas were decided to be used out of all thewzasecounting metricsl'he
flemmawordlists for each gameerethen used iMi | 16 ER12)Keywordersoftwareusing
Minimal Ratioto calculate 5% confidence levab determine what language is key to each
game when comparing to the enty@mecorpus.Words key to each gamia other words, #MR
valueof 2 or higherwould then be excluded from the keyness calculation when comparing the
entire game corpus to tiJBTLEXus corpus For example, in the gamiie Walking Deadhe
word dAwal ker 0 h a s (seeAppeMIR Bforaralyses resufts ofiwalking @ead
whencompred to total game corpusValker is the term the characters usthe gameo refer
to enemieszombieslt is a word that izery specific to this gamaccording to the MR valye
and not all gameds.anguage specific to each individual game does natemthisthesi® s
research questigrand intended purposand thereforavords with & MR value of 2 or higher
wereremovedor individual gameso considemgeneral game languagsee Appendix C for a

visual representation)

When creating theotal gamewordlist, it was decided that theords should have
minimum MR value of 2, and that the words should appear in a minimum of across 6 games to
be considered a part of thetal wordlist, and all gameén = 4)for the ARPG wordlistThe

confidence level waset to 95%n Keyworderfor boththe total game and ARPG corpoi&0

t
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wasthe numbearbitrarily decided to be the cutff for bothwordlists (total gamewordlist, last

word: &capacity) MR valueof 2.89, ARPGwordlist, last word:sadlyg MR value 0f3.33).

Laur e nc e A{@19) AntCypng was then used to go into the corpus and search by flemma
inflections to retrieve concordances of the words in Upen completing the wordlistthe
wordswerere-enterecas word familiesnto AntWordProfiler(2014) to ascertairits validity as
pedagogicalordists by identifying how much coveradbey provide to thé respective corpora

(total game corpus and ARPG corpus)

Phase2: GameGenre wordsARPGs

This is a replication of Phase 1. Schmitt (2019) mentiohssinocabulary research
agenda that the next segment of vocabulary research in games should research whether game
genre affects the distribution of vocabulary used. For example, would the woildoeemore
apparent in games that involve action, or shmgptjames? To be able to answer this question, a
similar step to removing thematic language must be employed. To receive a tangible result of the
variety of vocabulary used for a specific genrgaies, it was decided to investigate the aetion
roleplay gam-genrefrom thetotal game corpug! of 10 gamesly creating an ARPG corpus
(i.e. a separate corpus of just the 4 ganmiBEs® actiorroleplaygamegenre games are Divinity
2, Fallout 4, MonsteHunter World, and Skyrim. These games are being comparetstga
SUBLTEXus. Most of the corpus consists of language from Divinity 2, Fallout 4, and Skyrim.
All four games contain 3,291,265 tokens of the 5,744,388 tokens, in other words, 57% of the
entirecorpus. The corpus favours this gagenre over the others@provides a lot more data to
compare against the movie corpus which was the reason why thisgganeewas selected over
the others. The reported words for this segment must have had a MR®#Valaehigher AND

be present in all 4 games. Gaspecific words were removed just as in procedure 1.
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Phase3: Codingfor Total Game Corpus and ARPG Wordlists

First Cycleof Coding

Both wordlists, the Total Game wordlisind the ARPG wordlist, are ced for ludic and
diegetic functions in this phasthe wordswere searched in AntConc with their gividemma
inflections and the retrieved information was stored into an excel database for ttadingry
noticeable if a word is used in dialogue, as it is oftemgerutteranceand there are character
interadionsinvolved(i.e. someone speaking and besppken to). Ludic words are therefore
determined by their abruptness, surrounding information in theid&erifig, for example, that
they are from &ettingsmeny, and short imperativeSome udic wordsas | have observed
while conducting this resedr, lack athemeand are simplyhemes as i n t he exampl
reducegecoilaf t er shootingo [Resident Evil 6]. Recoi
recoil while aiminginagame. Therenso t heme attached t aunctohe utt e
can also be distinguished by clesalocates, in this instanceecoil and shootindogether
illustrate the use of gun or a bowEvaluaton coding was used as tkeding approacto
categorize dichtomously if a word functioned as LUDIC or DIEGET[Eive wasthe
determined number to be the thresholdwbethera word was ludic. In other words, if the
words were used in a ludic context five times, it would be considered LUDit&re are five
instances of the word being used in a ludic condéexbss the majority of the gaméswould
meanthat it isprevalentenough to be apparent in other gametside of the game corpas

well.

In qualtativeresearch, evaluation coding is an assessmenttémas $rom the
researcherdéds evaluative perspective (Salda¢fa,

guestions that structured the evaluation. This method of coding was selected ttudssan
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diegeticproperties to a word and use theredeagcr 6 s e v al u@e ¢quaudtianr we | | a
re-evaluation to ensure interrater reliability. 10 concordances for each word on the list would be

used fortheanalysis of whether a word was primarikggetic or ludic in those contexts

A systematic ampling method was employed to obtain the data to use for coding. The
initial step was t o 0 tinhother wordsgvery thirdhcoreordance a v al u
would be collecte@dnd used fotheanalysis This was done initially to ensure a certextent of
random sampling; however, it was later decided that a minimum of 50 concordances to choose
from would be a requirement. The rule decided was if there were under 50 concordances given
from a wod being thinned three times, the thinning would themeduced to 2 or remain at 1 to
ensure that preferableminimum of 50 concordancesasgenerated from theorpora This was
due to two main reasons: 1) to inclualgariety ofgames from the coded data to ensure a variety
of vocabularyusageand 2)tchave more concordances to narrow
(ludic or diegetic) was hard to infer, or was not clmodeeto the language not being present to

the player.

The final number of concordances decided to be used for anabsi®woncordance
for each word on the gamerdlist The literature in qualitative research indicates that there is
no clearcut ansver to how much data is required to be coded for comprehensive results. Elliott
(2018) statd that to obtain tangible results, the research must consi der t he st
guestions, design, and intended purpose when determining how much dataésiregeode. 10
concordancewerechosen athe saturation point for this analysis. Thrdlist is intendedo
inform teachersind learnes of how a word can be ludic or diegetic in games and provide an
insight into an easily inferable scal®hen the cocordances retrieved were thinned to three,

two, or remained the same, a logic chart was devseboosehe 10 concordances for each
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word to be investigateddfer to AppendixD for TOTAL corpuslogic chart Appendix G for

ARPG corpuk For bothcorpora, he parametersetwere the following: Before selecting 10
concordances, 50 concordances must be present from ththidaiag procesdf therewere

under 50 concordances, then the data thinning would be reduced or excluded, as necessary to
retan 50 or more concordances. The language must be visible to the pldyas. tifie researcher
wasunsure, the itermasthrown out from the anadys.If the itemstill did notinclude 50

concordanceafter thinning it remained ag were and was still icluded for analysis.

Total Game Corpus

For the total game corpusyricordancesvereselected in a top to down ord@he first
six concordanceshosen are afrom different games. This is to ensure a variety in the samples
collected. If all 1Quniquegames are in the 50 or so concordances, ttieed0 concordances
would automatically be decid€de. the 10 unique instances of concordangege closer), 1
from each unique gam#é.not, continue pashe last unique game (marked in yellow) aedin
anew roundof selecting concordanced/hen | use Aroundo ,lfammot codi ng
referring to thecoding cycles imualitative research, buther beginning a seconoundof
coding games internally within the excel databdentions of rounds regarding coding
concordances is referring to the steps | took to ensure a variety of games were included to be
investigatedAfter completing the firsround of concordance codinfpe same games from the
first roundcan now beselectechgainin orderdescendindgrom thelast unique game, but no
duplicates in the secomdundcan be used (s&ppendixE). If therewereinsufficient
concordanceffom thelast unique gamdescendingthen the ordefor selectionwasreversed,
and | wentupward from the last unique ganpstempting to have nduplicateslf therewere not

enoughunique games for the last roumdascending order, then the next game rRdicg is
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chosen, regardless if it is a duplicgameor not. Since not all the data is thinned, this procedure
was adopted to ensure that not all data fell withirstdraepartitionto provide some random
samplingwhile in a controlled manner tensure a vagty of games preserds opposed to pure

random sampling that could possibly provaleconcordances from the same game

In AppendixE, the yellowhighlightsare the unique games in descending order. There
weresix unique games. Since thesere notlO urique game#n the retrieved concordanceke
order continues to descenkhe secondoundis illustrated in cyanDuplicate games between
roundoneandtwo are acceptefyellow i cyan),but noduplicate games ithe same colour.

When 10 concordances ardexted, the coding beginEhe concordances are fully expanded by
retrieving the key word from the original text file. It is then evaluated by notassihygle
concordance line presentAppendixE, but the text that comes loeé and after iin the orginal

text file as well(seeAppendixF as an examplef querying the corpus for contéxt

ARPGspecific Words

Words unique to the ARPG genre wordlist{87) were codedfive of them being ludic
and the remainingeingdiegetic The reason why not allords in the list were coddd = 100)
was due to them being repeated from the total game corpu63) The purpose behind this
paper is to provide insight in how these words can be used, and sinabjdtsitze has already
been fulfilled by looking athe repeadwords in the total game wordlist, only words distinctive
to ARPGs within the 100 wordlist were cod@dRPG-specific concordances were chosen in a
very similar manner to the general corplise datathinning rule and systematic sampling
remaired the same, however, since there would always only be 4 unique instances, ffseéogic
Appendix G)devised for choosing concordances was as follde:first selection of

concordances was 4 unique ganeesl then a repetition of those games for a secmmdof
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unique games (n 8) and the remaining 2 concordances taken from the two upmost games
alphabetical order to total 10 concordances choHgis.was done again to ensure that there was

a systemtic samplingmethodand an example of how this wdsne can be seen in Appendix H.

SecondCycleof Coding

Upon completion of the codingwent through all the data again and recoded for
patterns: RA pattern iIis repetitive, regul ar,
mo r e t h aSalddia R01%, p.%)A decondcycleof coding is done in qualitative research
to ensure rebility in the data and to mark for the construct in a revised way or in a fashion that
addresses gaps in the initial coding (S%d&015).The initial gapbeingresolvedhrough
pattern coding ikowthe words are being used ludicaBattern codingvas used to see hawe
usage of these wordisd to ludic functions Patt ern coding Aorganizes
themes, or constructs and attributes meaninglboat or gani zati ono and t ha
second cycl da, 20d5 p6nhWoods Wits a@udiclsaore of 5 or higher were
categorized and observed for patterns uaikgy word in context (KWIC)Excel Database and
the Total Game Corputext file. The patterns were then investigated out of the total occurrences
of ludicf uncti on within that word. For example, th
occurrences as ludic, so the total number of concordances queried to view for patterns is then
nine for the word mele€The coding for patterns was done to mark any overt feattaéseflect
the wordsdéd usage wit h Atthe end ef éhe doding foreindividual cons i d e
words, a culminating list of features is compiled to define \aHatlic word is based on the data

obtainedfrom the corpugor both the total gamend ARPG wordlists
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Interrater Procedure for Coding

Three intesraters were tasked with evaluating 20% of the coded data (28 words) which
contained words from both thetal game wordlist and the ARPG wordlist (10 concordances for
each word, totaling 280 concordances). The retrieved concordances contained infonoration f
the Excel database PLURe surrounding context from the corpus if that data was avaitaide
requestd on behalf of the ratelhe words were selected at rand@®eTable6) and were
pulled from both the total game corpus and the ARPG cofifheresearcher anthter-raters had
played some of these games within the corpus; their playing proditdoe viewedin Appendix
|. The games were not required to be completed but enjoyed caSimite names were

removed from the extracted samples for rating.

The interraters were trained with 5 words, 4 concordances each (20 concordances)
make them think orhe construct of ludic and diegetic concepts. The-rgtars were also
provided withthe esear cher 6s r at i on aworlsas$ludlic ordiegetie gor i zi n
They werepermitted toask questions or disagree with any of the evaluapen®rmedn the
training sessionThese words were also markied contextwhere they would appear if the
surrounding words may haween insufficient on their own to evaluater example, the
concordance fTuSURFABESI @it oa mad ddttiona@diment included
A(skill descri pt i onmhgphrasetwastrefrievederondthetdescriptiorgohai f y t
usable skill the playeramusein the gameKey wordswere highlighted andapitalized Inter
raters were told to evaluate the word imiext, and not the word isolated by itself for ludic and
diegeticfunctions.There were threevaluation responsewvailable for each concordance in the
interraterexcels he et : nA: LUDbr€C,, HBREQUNIEBGETIL@ARI TYO. | f

CLARI TYO edandismote enformation could be retrieved from the corpusgyuld
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be delivered tohe interrater. The interrater would then have to deciftem both the original

concordance anithe additional information if the word was used in a ludic or diegetntext.

Completion of the interater(IR) reliability check(n = 4, Researcher, IR 1, IR 2, and IR 3)

resulted in 87.86% agreement with a frearginal kappa value of 0.76 [0.70, 0.81] and a fixed

marginal value of 0.73 [0.67, 0.79]his figureisinl i ne wi th the | iterature
for reporting a high rate of reliability (Mackey & Gass, 20%&ldafia2015). Since the rate of

agreement was high, a discussion session was not pursued, but rather a revisiting of thd disagree
upon items andecoded the same or differently based upsiewingthe variouswords in

contextfor a second time.

Table6: Randomly Selected Words for Intaiter Coding

Randomly Selected Words for Interrater Coding

Ensure, Glare, Poison, SatkutosaveOtherworldly, Vase Rend Loot, Surface Weaponry Silver, Encountey Armoury;
Teleportation ComposureMist, Path, Current GameplayTutorial, Artifact, Beneficial] Melege Bastion Highlight, Resistant

Spear

3.5 Chapter Summary

This chaptereported the mixed methods designed used in this study. Minimal Ratio is
used to create a pedagogiaalrdlistby calculating the difference in frequency between the
gamestudy corpusand theSUBTLEXusreference corpusrhe methodology combines
guantitatve measures (MR) with qualitative coding (evaluagod patterrcoding)andthose

processes amescribedn theexamples given.
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Chapter 4: Results

This chapter presents the result$bése 1 to 3 of the study A wordlist generated from
the total gara corpus using keyness analysi@hase 1n wordlist generated from the ARPG
corpus using keynegphase 2)and finally,evaluationand patterrcoding ofboth wordlists
(Phased). The results of phase 1 will indicate the variety of key words preséme iatal game
corpus(n = 10 gamesyhich will generate @ommon gamevordlist, it will also identify the
coverage that these key words provide for the entire cophase2 will reveal an action
roleplaygamegenrewordlistfrom the 4 ARPG gaméds illustrate gam@enrespecific
vocabularyas well as show coveragéthe corpusPhase3 will reveal the strength of ludic and
diegetic words oboth wordlistghrough evaluatiogodingto give insight into whether they
serve a narrative or gameplanction,and ludic words will be expanded upon usiygpattern

codingfor the second cyclef @oding withinthe phase.

4.1Phase 1 Total Game Corpus

The 100 gamevordlistwas created usingli | Bk 8§ 2012) keyworder so
corpora described in the metlodogy chapterthe studied and reference corpwss used to
create a common gameordlistas described in the previous section using Minimal RMiR).
This studyinvestigatestrictly positive keywords (words that occur more frequently in stedy
compuswhen compared with the reference corpusre specifically aMR score of 2 or higher.
Before applying filters to the data, using the Keyworder software, a keyness list of 151,936

words (typeswasgeneratedEntering the filter parameters generat@d #ypes.To generate a
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comprehensivevordlist, the cutoff rate for the list was 100 wordentainingthe highest MR
scores and thkeey words themselves must have appeared a minimum in 6 of the 10.Jdraes
final wordlist can be seen in Tab& Marginalwords anccommonacronymswere removed

from the original 100 words (this list of removed words can be seen in Tiable

TheKWIC database was then compiled in Exaetlincluded all the words used in the
100-wordlist; it listedthe key wordsvithin a wordboundary of 20 words (i.e. there are 20 words
before the key word and 20 after as well). The database was used as a reference tool and each
key word in context was furer queried into the total game corpushe softwaréNotepad++
for further context. Tis analysis was used to target teachable words for games, thus the
justification to have the words come across 6 games was made to remove any words that were
tailored b a specific set of games. While the language key to each unique game was removed,
there was still a concern for having a group of games contain specific words that fall within that
game category; for example, graphic novels may have a specific vocatdanpleplaying
games, therefore, the justification for 6 games was aalttdenforcedThe purpose ad wordlist

is to generate a teachable list thatkigresentativéor that category (e.g. common games)
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Table7: Total Game Corpus Key Words
Rank Word MR Score Range
1 Melee 6.54 6 31 Lemme 3.65 8 61 Décor 3.21 9 91 Madness 2.95 9
2 Recaoll 5.22 7 32 Composure 3.63 6 62 Weaponry 3.2 6 92 Poison 2.94 9
3 Tutorial 5.2 6 33 Courtyard 3.60 7 63 Glow 3.18 8 93 Reveal 2.94 10
4 Teleport 5.09 7 34 Flee 3.59 8 64 Power 3.17 10 94 Beneficial 2.93 6
5 NPC 5.00 6 35 Glare 3.58 9 65 Formidable 3.15 6 95 Remain 2.92 10
6 Trader 4.96 6 36 Grumble 3.53 6 66 Quarry 3.15 6 96 Resurrect  2.92 7
7 Artifact 491 7 37 Thankfully 3.5 9 67 Craftsmanship 3.14 6 97 Loot 291 7
8 Nearby 4.83 9 38 Return 3.47 10 68 Feat 3.13 7 98 Skilled 2.90 7
9 Gameplay 4.60 7 39 Shard 3.45 8 69 Regeneration 3.13 6 99 Grime 2.90 7
10 Retrieve 4.45 9 40 Brewing 3.4 8 70 Sigh 3.12 9 100 Capacity 2.89 10
11 Optional 4.44 6 41 Culprit 3.44 7 71 Cleanse 3.12 8
12 Foe 4.26 7 42 Dialog 341 8 72 Creation 3.12 9
13 Teleportation 4.22 6 43 Highlight 341 6 73 Upwards 3.11 6
14 Autosave 4.14 6 44 Cobble 3.40 6 74 Amethyst 3.11 6
15 Mastery 411 6 45 Jagged 3.40 7 75 Otherworldly  3.11 7
16 Infuse 411 6 46 Cloak 3.38 8 76 Fury 3.10 7
17 Successfully 4.03 9 a7 Attacker 3.37 9 77 Delve 3.10 7
18 Stealth 4.02 7 48 Masterwork 3.37 6 78 Path 3.09 10
19 Crimson 3.92 6 49 Skeletal 335 6 79 Volume 3.09 10
20 Wary 3.89 8 50 Deity 3.35 6 80 Hunger 3.08 9
21 Pause 3.88 9 51 Armoury 334 6 81 Tier 3.07 6
22 Current 3.87 10 52 Unleash 3.32 9 82 Rogue 3.06 8
23 Useful 3.86 10 53 Potent 3.32 7 83 Leather 3.06 8
24 Overwrite 3.77 7 54 Assassin 331 8 84 Skull 3.4 10
25 Stagger 3.76 8 55 Flame 3.30 9 85 Pillar 3.02 7
26 Disable 3.75 6 56 Scrawl 3.30 6 86 Ensure 3.01 8
27 Relic 3.72 8 57 Hideout 3.29 7 87 Fiery 3.00 8
28 Fearsome 3.70 7 58 Vigilant 3.29 7 88 Navigate 3.00 7
29 Scythe 3.69 6 59 Mist 3.25 7 89 Projectile 3.00 8
30 Agility 3.66 6 60 Rename 3.23 7 90 Vase 2.98 6

Table8: Removed words from Total Corplist

Word MR Score Range  Reason for removal
Haha 4.65 9 Marginal Word
Hehe 3.75 6 Marginal Word
v 3.416666667 9 Acronym+ abbreviation for th
Bah 3.363636364 7 Marginal Word
Gah 3.142857143 8 Marginal Word
Pfft 3.117647059 9 Marginal Word
Urgh 2.928571429 6 Marginal Word
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The pedagogical validity for the summative kegrdlist (484 words see Appendix)
was confirmed by rentering the keyords into AntWordProfiler agord familiesto view how
much lexical coverage they provided (see T&hl&Vord families were used instead of lemmas
for this portion of the analysis so that comparisons can be maesetarch in lexical frequency
studies.The 484 words provided 6.06% coverage for the 5.7 million token coFpissnumber
was lower than originally expected. This could be due to the language that | was attempting to

captivate beingoo general.

Table9: Lexical Frequecy Profile of Total Corpus

Cumulative
Word Band Tokens Coverage Coverage
1,000 4364211  75.97 75.97
2,000 320723 5.58 81.55
3,000 141253 2.46 84.01
Total GGWordlist 310719 541 89.42
(484 words)
4,000 102254 1.78 91.2
5,000 70008 1.22 92.42
6,000 42624 0.74 93.16
7,000 27671 0.48 93.64
8,000 26275 0.46 94.1
9,000 15674 0.27 94.37
10,000 11691 0.2 94.57
11,000 10286 0.18 94.75
12,000 8209 0.14 94.89
13,000 6182 0.11 95
14,000 4335 0.08 95.08
Proper Nouns 65798 1.15 96.56
Marginal Words 52873 0.92 97.48
Compounds 23103 0.4 97.88
Abbreviations 7872 0.14 98.02
Off List 113984 1.98 100

Total Tokens:
5744388
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The more interesting figurperhapsis how much the coverage aster the & band, as
this i s wher e ivecabelarynkeodledgkegins todectine fhe 6.G6 84alls to
5.41% when put after theK3band list.This illustrates that these 484 words hold pedagogical
validity for learners wanting to use vocdéry in games, ahat one band of 484 wordshich is
half of anormalband holds 5.41%coveragevhereas eactull 1K bandover X coversless.

0.65% of the gamwordlist covers the 33K bands meaning that 0.65% of the total game words
fall within the 3,000 most common word families in Englisee Table 8Mostwords are

covering the 4K band and higher, which is indicative of a good list to acquire vocabulary from
To create @omprehensiveommon gam@edagogicalordlist, 100wordswasdecided as the

cut-off point.

EFL learners knowvords from thelK band onsiderably lesthan the 13K word bands
buthave similar levels of knowledge of 5Kandsasthe4K band(Brown, 2012. This suggests
that there is not a difference in difficulty rate of exposuréor acquisition of vocabulary past
the 3K band; in othrewords, a word from thek6band (a word from the most common 6,000
word families)has a similar chance of being known by a leaaseat word from the 4K banBy
having a list that is more informative acapture these higher levels into one bdad
vocabulary acquisitiona quicker way to acquire these words becomes available for use by
teachers and informed learners. As an examurds from the total gameordlistcan range
from the 1K band all the way to t26K band.There is no need tcavengehrough all 20 bands
to find the appropriate wordBy having all the proper words grouped into one band provides a
better idea of th coverage that the vocabulary these games coatpposed to being

dispersechmong the word bands.
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4.2 Phase2 ARPG Corpus

The ActionRoleplaygamegenre makes up 3.2 million of the 5.7 million toke3& of
the 100 listed words are distinctive of the ARPG genre (see Table 9 for ARPG woltistd
and underlined are distinctive ARPG wofdsm the 100 words Removed wais are listed in
Table 11.Thenotable difference between the ARPG wordlist and the total game wordlist is that
with 543 words(see AppendiX) (510 families)provided9.63 % coverage of the four games
0.47% of the 9.63% falls within the first3K bandgsee Table 110.63 percenof coverage
throughawordlisti s i n | i n e academitwordlist covemgerhitlshas 570 word
familiesthatcovers 10%of her developed academic corpus of 3.5 million tok@sxhead,
2000. Considering that the acadentorpus is nedy identical in size to the four games (3.2
million) and containg near identical amount of coverage, this is a strong find for indication that
actionroleplay gamesave a specific vocabularyhis could also mean that other gagenres
havetheir ownspecific vocabulary as well, and that bundling them all together wdwaucting

an analysis may not show specific vocabulary because the game language is far too generalized

asit is coming from a variety of differemgiamegenres. Thisiidi ng supports Schmi

hypothesighat vocabulary is dependent upon the gamere.
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Table10: Action-Roleplay Gam&Vordlist

59

Rank Word MR
1 Melee 8.68 31 Golem* 4.29 61 Volume 3.80 91 Encounter* 3.44
2 Recoil 7.64 32 Unleash 4.25 62 Grip* 3.80 92 Grime 343
3 Optional 6.50 33 Feat 4.24 63 Current 3.79 93 Captive* 3.42
4 Foe 6.25 34 Thankfully 4.22 64 Regeneration 3.78 94 Presence 3.40
5 Nearby 5.91 35 Gameplay 4.20 65 Fiery 3.77 95 Damned* 3.39
6 Retieve 5.69 36 Deity 4.20 66 Surface* 3.72 96 Unknown* 3.38
7 Wary 5.41 37 Successfully 4.18 67 Flourish* 3.71 97 Resistant 3.36
8 Infuse 5.36 38 Poison 4.17 68 Task* 3.71 98 Skull 3.35
9 Relic 5.30 39 Sigh 4.17 69 Skilled 3.68 99 Mettle* 3.35
10 Stagge 5.23 40 Rogue 4.15 70 Grasp* 3.68 100 Sadly* 3.33
11 Npc 5.20 41 Stealth 4.13 71 Remnant* 3.67
12 Useful 5.06 42 Glare 4.08 72 Leather 3.63
13 Flee 5.05 43 Pillar 4.05 73 Bastion* 3.62
14 Flame 4.95 44 Path 4.04 74 Ale* 3.62
15 Agility 4.88 45 Autosave 4.02 75 Return 3.62
16 Vigilant 4.81 46 Composure 4.00 76 Within * 3.61
17 Masterwork 4.80 47 Hunger 4.00 77 Brow* 3.56
18 Tutorial 477 48 Beneficial 4.00 78 Paler 3.55
19 Scholarly* 4.77 49 Quarry 4.00 79 Makeshift* 3.53
20 Power 4.62 50 Skeletal 4.00 80 Otherworldly 3.50
21 Jagged 4.61 51 Consuming* 4.00 81 Watcher* 3.50
22 Mist 4.60 52 Pause 4.00 82 Rend* 3.50
23 Fury 4.53 53 Madness 3.97 83 Rename 3.50
24 Cloak 4.53 54 Remain 3.92 84 Welp* 3.50
25 Potent 451 55 Shimmer* 3.89 85 Silver* 350
26 Brewing 4.50 56 Brute* 3.88 86 Ensure 3.47
27 Cowl* 4.46 57 Roar* 3.88 87 Vanish 3.45
28 Assassin 4.40 58 Sater 3.86 88 Monstrosity* 3.45
29 Cleanse 4.37 59 Attribute * 3.83 89 Spear* 3.45
30 Glow 4.34 60 Anew* 3.80 90 Truly * 3.45

*Bolded and mderlined signifydistinctive ARPG words. Differences when compared to the Total Corpus Wordlist.



RUNNING HEAD: GOOD GAMING WORDLISTS 60

Tablell. Removed Words from ARPG List

Word MR Score Reason for removal

Haha 6.18 Marginal Word
Iv 4.53 Acronym +Abbreviationofh e wor d
Pfft 3.45 Marginal Word

Tablel2 Coverage of Actiomoleplay game words

Word TOKEN TOKEN% Cumulative

Band Coverage
1,000 2401135 72.95 72.95
2,000 164537 5 77.95
3,000 80375 2.44 80.39
ARPG 301626 9.16 89.55
Wordlist
(543
words)
4,000 63031 1.92 91.47
5,000 42721 1.3 92.77
6,000 26780 0.81 93.58
7,000 16978 0.52 94.1
8,000 13597 0.41 94.51
9,000 9993 0.3 94.81
10,000 7327 0.22 95.03
11,000 6202 0.19 95.22
12,000 5080 0.15 95.37
13,000 3055 0.09 95.46
14,000 1781 0.05 95.51
TOTAL
Tokens
3291265

4.3Phase3 Coding

Evaluation coding is customized for specific studies (Pitman & Maxwell, 1982).
evaluation coding undertakentims studyis to look at the function of a word: whether it serves
a gamepurposeor narrative function. To do this, keywords were observed in context to

determine their purpose. This was done by identifying the theme, the rhemesatlosates,
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and searches in tlgames themselves for what the purpose of the womdiisgg inferring from

the surrounding text

4.4Total Corpus Coding

Evaluation Coding (% Cycleof coding

In the common gameordlist, there were far more diegetic words than there were ludic
(seeAppendixL for a list ofludic and diegetic wordsom the total corpup This study labelled
a word ludicif it had five or more occurrences as a ludic functibo give a visual
representationdf h e wo r d s, @wag deoigea that thissirdormation would be made into a
scale of ludic versus diegetic perties (sedppendixM for avisual representatioand the
number of concordances used in a ludic or diegetic funtdiaime TOTAL corpus, and
Appendix N for ARPG}E The red bar illustrates the ludic function, and the green, diegetic. The
last column athe end informs if the word served primarily a ludic or diegetic function in the 10
samples, and the number beside ihestbtal tally of that word category.here were many less
ludic words than originally anticipated £20), whereas key words weused a lot more often
for the purpose of diegesis #80). Forovertly-marked gam&ords such as autosave, recoil,
and gameplay, it is obvious that they will be recurring frequeémtéyludic contextis these are

very prominent terms used in games t@red constructs that are outside of the narrative.

The lack of ludic words likelguggests that gaming does not have a highly sophisticated
technical wordlist that can leescribedbut more of general game language as mentioned

earlier. It could also b#hat ludic functions are realized through other means than just the word
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used incontext. It could be possible that there is syntax, semantics, and unique game affordances
that could dictate whether a word fits a ludic or diegetic use. Despite abhthishaving 20

ludic words is good and simple for teachamy learningespeciallyfor those students who are
unfamiliarwith gaming or are used to differegamegenresA main finding of this study is that

most words can be used in a ludic context,itoistnot the ability of them being used as a ludic

word is what categorizes thebyt rather, it is how frequent they appear in a ludic context that
does. It is in fact arguable that these words are less warranted to be invesigyiegliency of
exposire will allow learners to acquire these ludic words incidentally; rather, it is the words that
are seldom used in a ludic context, but frequent enough to cause cottiasimoight warrant

further investigation.

4.5ARPG Coding

Evalugion Coding(1% Cycleof coding

The only ARPG words that were codedre distinctive to the ARPG corpus. The
ARPG-coded ludic words were very small in comparigor 5) (see Table 13 for ARPG ludic
and diegetic wordshowever, this is because overlapping vocabulary frentdtal game
wordlist was not investigateahdbecaus@nly the first 100 words were observéithese words
were furtheinvestigatedit would be wssible to see fjamegenre affects the variety of ludic
wordsas well For exampl e,ystforgtword asdociate@ to spendabla skilv points
in the ARPG gamgenreto invest and make characters strongkeaw these words react and
appear als differ. For example, different wordsich asonsumingandresistang take different

argumentsficonsuningo is associated with items and their effects, whereas for the word
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A r e s iceutddaudedn relation to an item, a piece of equipmeqtippableby the player, or

even a spell. These words have different arguments they canitbketheir ludic paameter.

Tablel1l3: ARPG Ludic and Diegetic Words

Ludic Diegetic
Consuning Scholarly, Cowl, Golem, Shimmer, Brute, Roa
Attribute Sate, Anew, Grip, Flourish, Task, Grasp,
Surface Remnant, Bastion, Ale, Within, Paldakeshift,
Brow Watcher, Rend, Welp, Silver, Monstrosity, Spe
Resistant Truly, Encounter, Captivélresence, Unknown,

Damned, Mettle, Sadly

There were more diegetic wor@is= 32) for the ARPG corpus as well which mirrdre
resultof the previoudotal game corpgicoding.This makes sense, as regardless of the game
genre, gamekkely consistmore ofdiegesighan ludology A game would not be very fuor an
audiencef it wereall parsef strings referring to game functionss such, it is likely that the
increased threshold of coverage needed for games reported by Rodgers and Heidt (in press) is
likely due to the artifact in their methodology, and not due to the presegeenef
metalanguageln other words, it is likely dut the holistic method of capturiradl game text

data.

46 Pattern Coding (2" Cycle) Total Corpus and ARPGs

Forthe pattern coding cycle, the words wexevaluatedand their usage was coded for
the ludic function it was serving and out of the total number of ludic concordancesftaow o
would be used in that sen@ee Table 14 for these categorizationdhen separating the words
into functions, three generddemes became apparent: 1) systemm| at ed vocabul ary

2) gameproperty related vocabulafy6 g a me p ndo3jpganmeinfgridgtionvoeabulary
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wherethe game isttempting to relayjnformationt o t he pl ayer (Sysgemme i nf o
vocabuéry informs the player regarding the systems in piacaether wordsaffordances from

the medium that games provide, é&xample: saving the adventure in a save file, or disabling

certain graphical settings, e@ame propertyocabularyare words that are universal game

constructs that can be foundparticular gamagenrss, f or exampl e, such as ¥
t he ot &c o fagan.Finalywgaroerinformatiorvocabulary are words thatebeing

used to inform the player to @m action in relation to the game mechanssh asnforming

the player that they can steal from an N#@aged imialogue lt is an irdication made to the
playerthrought h e g a maformingvobthem ef gjamemechaniadhat can be performed

Game mechanics are features in games made by developers of the game to have players interact
with, such as the above example of stealing an iteat a norplayable charactdrolds intheir

possessiorBy utilizing pattern codingthe usage of these worftem the lengthy amount of

concordancesan become inferable abeé used as a teaching material

It is important to consider how the same @/oan be used differently, even when
concerning two different ludic contexts. In the gav@nster Hunter Worldsurfacing is a state
that certain monsters can enact (to come out of the ground) and certainritemmsasScreamer
Podscan force them to swa€e. However, in the ganisvinity 2, surfaceis used to refer to the
environment that the players are on which can be changed by skills and items. For example, a
surface can be made icy and an enemy can slgppaddle of water can be turned into oiligfh
can then be ignitedBased on the evaluations from the pattern coding, it became evident that it is
not entirely the word that dictates a ludic or diegetic function butaheext in which the word
is used m thegame as welllt maybe harder for tezhers to targdudic wordsfor games they

mighthave noplayed themselves.
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While the distinction between lotbgy and diegesis serve an important understanding of
game structure concerning vocabulary, how much it plays a role in comprehension is unknown
In the two instances above, simply knowing the diegetic context of thesudetteis likely
sufficient to undeitand their ludic functions for a monster surfacing, or a changeable
environment. The concordances analyzed were but a small compariseretdita corpus, but
the purpose of this coding was to demonstrate how words can be come to be understood in these
different contextslf a player is unfamiliar with COTS games, they may not be able to
comprehend adequately, how much this can be confibased on the existing literature is

unknown.
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Tablel14: Pattern Coding o£UDIC game words

66

ORIGIN Word type Word Additional Information Occurrences
TOTAL GAME CORPUS SYSTEM Current System informs the state of controls (buttons3eitings. 3/5
TOTAL GAME CORPUS SYSTEM Overwrite System informs of a consequence folirtended action regarding saving or game 10/10

settings/alterations
TOTAL GAME CORPUS SYSTEM Disable System informs that certain settings can be disabled. 718
TOTAL GAME CORPUS SYSTEM Rename System informs items and objects can be renamed. 3/8
TOTAL GAME CORPUS SYSTEM Navigate System informs on choosing options between controls and menus 4/6
ARPGCORPUS SYSTEM Brow System informs of parameters for a createdatat er 6 s br ow. 5/5
TOTAL GAME CORPUS SYSTEM Autosave System mforms theplayer atoutthe state of their progress. 10/10
TOTAL GAME CORPUS GAME PROPERTY Melee A game property: melee damage. 8/9
Coll ocates with fAattackso and fidamageo
TOTAL GAME CORPUS GAME PROPERTY Recoil A game property: gubow knockback. 717
Associated to gun recoil. Collocateswithclgse n r el at ed ter ms s
aim, suppressor, reload timebo
TOTAL GAME CORPUS GAME PROPERTY Attacker A game property: Refers to angame enemy 6/6
TOTAL GAME CORPUS GAME PROPERTY Poten A game property: Refers to strength of an effect or potion 4/8
TOTAL GAME CORPUS GAME PROPERTY Regeneration A game property: Has to do with theogr 6/7
Amagi co.
TOTAL GAME CORPUS GAME PROPERTY Resurrect A gaméJ property: The ability to revive a player or NPC 4/6
TOTAL GAME CORPUS GAME PROPERTY Projectile A game property: A ranged weapon or abilitinforms that an attack is aerial and distant. 5/5
TOTAL GAME CORPUS  GAME INFORMATION Tutorial Game informs player regarding tutorial settings and tooltips. 10/10
TOTAL GAME CORPUS  GAME INFORMATION NPC Game informs player on negulayable characters and their functions. 10/10
TOTAL GAME CORPUS  GAME INFORMATION Gameplay Gameinforms player about gameplay options and experiences. 9/9
TOTAL GAME CORPUS  GAME INFORMATION Optional Game informs player that the goal is optional and not required to progress the main  6/6
campaign.
TOTAL GAME CORPUS GAME INFORMATION Dialog I n? c?r ms player about the state of fAbei 4/7
actions.
TOTAL GAME CORPUS  GAME INFORMATION Highlight Game informs player about selectable objects 5/8
TOTAL GAME CORPUS  GAME INFORMATION Tier Gameinforms player about beating a tier to unlock a reward. 3/6
ARPG CORPUS GAME INFORMATION Attribute Game informs player on allocable skill points for character improvement or stats. Subj 6/6
the player.
ARPG CORPUS GAME INFORMATION Consuming Garrrn)e i);forms the player of an aftermath of item consumption 4/5
ARPG CORPUS GAME INFORMATION Surface Game informs the state of a monster As 2/5
Game informs of the ground which is a changeable environment. 3/5
ARPG CORPUS GAME INFORMATION Resisant Game informs to stats/status/equipment/item that has a resistant quality to physical de 7/7

elements such as fire, and other ailments or statuses that are detrimental to the player
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Chapter 5: Discusson & Future Research

5.1Implications for extramural activities

It has been reported that gamers pidly games despitbem not being available in their
first languag€L1) (Chik, 2011). There is a high intrinsic motivation to play games even if they
are not within t h@&hispriotavati@enisténss framlwantiray poglbyitHe game e s .
and that could be harnessed as a motivating agent to involve more léaereyagen
extramural English activitieiRRegardles# the learning is taking pladeecausef agame, or
because it is an mamural activity, the evidence suggests that it is still hehofidl actively
sought as ameando promote language acquisih. Consideringhat therenas beemprior
researcltonductedshowing how varied games are in their language (Thetrag 2012)and
that the present research corroborates this cthargumentan be made thgames are more

linguistically diverse than what is typically found in the classroom (Reinhardt, 2019).

With the research presented in tthiesissuggestinggamegenredoesaffect the variety
of vocabulary found in games titensuggests thd® e i n h a r d motoais corieét an@hpt
gamingmay include moréliverse language thatherwisemay be hardrto encompass in the
traditional classroom or eveém other mediawschas books, songs, movies, television, Htmay
be more beneficial to use gaming as an extramural activity over other meidi®forediate to
advanced language learners to expdued vocabulary asgameshaveawider range of lower
frequency of voabularythat may not b@resenin other mediaLongitudinal studies should be
conducted on adult language learners who are most likely to engageviaribig ofextramural
input and how it culd be conducive tthe acqusition of vocabulary With the provided

wordlists, learners can use them to target salient whialsever, since there is evidence to
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suggest that games are a good extramural activity by the literature arddhech presentethe

next | ogical question liesar niieWhsatp lkaiyn?7do of games

The answer istidependsGames that do not have a lot of vocabulary, such as the
popuar Multiplayer Online Battle Arena (MOBAgamelLeague of Legend&oL) would likely
not beidealto play aloneThe affordance that a gartike LoL hasis thecommunication that
takes place during the ghicmeuldhelgdevelopiamgugge ay er 6's
problemsolving and more fluent communicaticas well,the thresholdthat is requiredor
comprehension may be lower than singlayer ganas that contain dot of text asspoken
conversatiorcontains more higfrequeng wordsas it requires knowledge approximately
2,000 word families to reach 95% comprehensibspoken discours@dolphs & Schmitt,
2003) In other words, it is not theocabulary itself found in the game, but rather, the act of
communicating and negotiatiai meaninghroughfail stateghat are helpfu(Sykes &
Reinhardt, 2013)herefore, when a learner picks up a COTS game, they must first consider
whether they will B playing alone or with others for the intensive purposecqtiiring
vocabulary Other multiplayer games may bethrich lexically and communicatively, such as
the MMOGsWorld of Warcraft andFinal Fantasy 14However, the question of how players
enjoythese games persist. It could very well be thalbgue and narration are skippged

playersto simply enjoy lhe gameplay.

How learnersapproach unknown vocabularyimerediblyimportant. Do thdearners
have enough knowledge to infer from context treamng of unknown words.€. 95 or 98%
comprehension of a téxtHu & Nation, 2000) or would they use a dictionary to seafchan
unknown word? Would this disrupt their gang experience Without knowing hovplayers

would enjoy or playthesegames, gecially those of whom are language leas) it becomes
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very difficult to posit any hypothesregarding of how beneficial they areacquiring

vocabulary outside of a theoretical potentitdw players enjoy their games gives credence to
Bawa b s efuedfbr@he developmentgdmergplaying an MMOG corpus to studivlore
longitudinal studies regarding language learners and how they play games while taking into
consideration their language learning beliefs and practices dirahypf game, whethet be
singleplayer, multiplayer, or MMOGis incredibly importanand warrantetb better understand

the actions taken on behalf of leasifer vocabulary acquisition and growth

What is observable from this research is thatiers whdavour a particidr game
genre, such as ARPGs, may benefore over a longer period of timeterms ofacquisition of
words, since there is evidence to suggest by the present reseacdrtdintgameayenresshare a
certain leveland typeof vocabulary. If a learner pfa all sorts of different games, they may not
receive the same benefit of vocabulary transfer fronpteeious game they played. For
example, while ARPGs may share a certain amount of vocabulary that is similar, thdlra is sti
lot that are not shared the gamegenre between gameBy playing the samgamegenre
ideally, learners should bemeacclimatized to this vocabulary which can then help them reach
95%and98% milestonedaster, as opposed to shifting to a diffargameeach timeThe
potentialbenefits oflearning through related game play has been establismegaarch into the
languagen related television programB@dgers & Webb, 2011This is not to say that it would
not be beneficial to still plaglifferentgamegenresas an extramutactivity, but the rate of
progression for acquiring new vocabulary may be slofagefocus is not given tthe same
particular gameenre This idea fés into the extended playing idea that stemmed from
Krashends ext end@asor &Kmshennl®97Byybpimgexpasaditosan input

with considerable time involved, acquisitiohvocabularyis likely to take place. However, if a
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player enjoys a wide variety of games and does not stick to oneggme consistentlgs a
language learngthere may not be enough tingpentto actively acquirepecific game

vocabulary such as ARPGs

How muchtime a player spends on a gaisé@nportant to consider as welf the learner
is spendingwo hours a day on gaming, how much of an advantage the\etneggover
studyingcould beminimal. While it may seem unhealthy to encourage more extended game
playing,thatnegativeconnotation may stem frofalseperceptions regarding games as time
wasting activitiesConversely, if it were reading, matgachersand proficient learnensould
likely adively encourage more readingespite evidence suggesting that gaming and social
media usage are stronger indicators for vocabulary proficiency (De @ikle 2019)
Interestingly enough, reading was once thotglite aime-wastingactivity ascan beseenfrom
a publishedpinion piecan theTelegraphe nt i t | ed At oo many young peo

(Atoo many young people are reading novel so,

As is with anythinghow the medium is usad atthe pinracle of goodrocabulary
acquisition and the affordances that the media possess can be molded for |degusigg and
teachingAlthough, ®me consideratiorsreworth nothingtheextended exposuneecessary to
obtain significant vocabulary gainsay be more difficult with gaming, since at least with
reading, there is constant exposure to vocabulary, whereas not every scene contaiins words
gamesThisis not universal to all gamesytratherdepends on thespecificgame and the game
genre howeverike moviesgamesenefitfrom imagery which may aid in acquiring key
vocabulary faster than other media, especially considering otheraffondgances that may be
available, such asspecting an item for further descriptianich may give collocates,

synanyms, or other wordsr linguistic hints that may be conducive in acquinmmgabulary It
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would be beneficial in BlserExperience (UX)design perspectivetudyto see how gamesan

be utilizedto help with the acquisition of vocabwathat is to say, bw the game is laid out

through its menus aridterfacego potentially helpwith acquiring target vocabulargs is

indicated by trending game usetd UXr e s ear ¢ h wh euser redearah metHodsgra me
promising for getting insights into learningdan d eci si on maki ng i n gamesao
of the game is not to play, butDracheneta, 2018 s o me

p. 519.

5.2Implications for teaching

While video games are an ideal source of input to learn languageafrcording to the
literature, its practice of being incorporated in the classn@mainsdifficult. Studies such as
Coleman (2002), and researchers Wwhweadaptedvideogamedrom pedagogical principles
such as Reinhardt and SyK@913) have offereduggestions on how to udeetr tasks and
activiiesWi t h vari ous stakeholders, curricula, and
control, it may be difficult to justify #dplay
source of languge input to acquire vocabulary from. More pedagogicdenes mayneed to be
designedvhile consideringurriculum goalsin certainEnglishclasseslearnersnay better
benefit from the nuan.derexamplesleamess inglfelchafs 6 v ocabu
Information Technologyho are learning ESL/EFinay benefit from the ganfeC Building
Simulatoron how to create technical reports and manwaBusiness studentsom OpenTTD
which is a business simulation gariéith more research on the horizdngaming and its
efficacy inL2 acquisition, more niche uses for games should come to mind when designing

activitiesto take advantage of gaming affordanadnle still considering lexical coverage



RUNNING HEAD: GOOD GAMING WORDLISTS 72

needed for 95% and 98%he current researa@dopted aorpus approach amevealedunique
vocabulary that can be attributed to gagesre Now that there iknowledge of potentidéxical

merit associated to gaming, video gaming affordances in classroom teaching should be further
investigated to give pradiines a better ideaf how to incorporate gaming in not only a
pedagogicallygrounded method, but in an efficieantid easyvay to encourage theirse in the

classroom.

One important aspect that seems to have been very apparent in the literature is to not
cogntively overload learners who are playing garmrethe classroonSome tudies that have
involved singleplayergameshave either halackseat playefsenefit mordrom the gamehan
the actual players playing the garmehal notreceivedresuls of the game being extremely
conducive to learning over other forms of mei#osugi et al., 2014Chen & Yang, 2013
Ranalli, 2008) When picking a game there are many important elésrie consider: 1) What is
the language being taught? Is there any assodié#feallty to incidental or intentional
acquisition from the marked features of the language being tafigtt®hat is the goal of
introducing the game through the language, is there a specific set of vocabulary that is ought to
be acquired?) Is the gamevithin a reasonable lexical difficulty or simplicity for learners? In
other words, is it too easy or diffi¢@I3)Are learners overburdened with tasks or learner
compendiums? Are they conducive to aiding learners with language, or are they a digiraction
are they being helpfu?)4) Arebackseat gamegtaying on task® the player staying on task?
When insingleplayer environments, is the singdayer the only one playing, or are players
who are in the backseat playing as well? 5) is the gameatiwity related to what is being

taught, or can it be molded to be used for what needs to be taught? ¢oha@pl004).
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In foreignlanguage learning environmenisarneramay benefit more from multiplayer
games or MMOGs that can work on communicatiempetency and negotiation of meaning
through tasks. InralL2 learning environment where these ocaaturallyoutside the classrogm
and learners may be more proficigmérhaps encouraging students in the classroom to journal
about their gaimg experienesmight get them morevolved with a second language input to
more deptlwhich may be more conducive to their journey as second language le&nfitérs.
extended playing being the idea behind good vocabulary acquisition for reading, watching, and
playing,games may benefit m@ias an extramural inpifithereare some serious considerations
given to their adaptation in the classrodust ageadingcan be encouraged the classroom
from alteringa passagén abook into a task, or watching a mowo facilitating adiscusson,
games can be used similarior example, the affordance of a 3D space can be used to

incorporate a stronger pedagogical component to using a game.

5.3 Potential Research Directions

How much language do players engage with in st is difficult to ascertain
vocabulary growth if there is this shared perspectiveltlaanhersall play gameghe same way.
Contemporary gmedesign allows for open ended branchaigaths in the gamandthis as a
result, contributes to playerstémacting inplay through different ways. This means that how one
player acquires target vocabulary and which variety of vocabulary is dependent upon not only
the game but how they engage with the gdimene player decides to retlte books present ia
game versus skips over thethe player will be exposed to different amount of words

Understanding how players interact with games is paramount and should be at the foreground of
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thiskind of research. Tis can be done by using qualitative reports;tegeking,and quantifying
time spent in different segments or areas of the geiméerstanding how game time is spent is

key to understanding how gaming affordances can be used for learning.

5.4 Ludic and Diegetic words inthe CLASSROOM and EXTRAMURAL acti vities

Some of the limitations regarding hdwdology and diegesiare ascertained in this study
are mentioned in the limitations segment of this chapted more specifically how the
distinction may not be as important as originally conceiveduably,exemplar gamelesign
disguissludic functions as a part of diegedisefer to this as thiidic narrative but it is more
commonly referred to abeludonarrativeof a gamgAarseth 2019. The ludic narrative is the
idea that gamelesign and storytihg are two sides of the same coinstbonstruct can range
from beinghow space is organized #agame for examplevhether characters follow a linear
path (as an exampld} theway that language is used, such as tutorial segments of afyjame
exampé of whichbeingthat the tutorial segmentsse gued as part of the
seamless immersiarf teaching the player while still being part of the narrafileere has &en
contention whether games fall into camps of ludic gameplay or ifddweyeven be referred to
containing a narrative according to narrative theory (Aarseth, 20@®)ver he research
conducted suggests that it is an amalgam of the two, as words &@mld from offlists such as
vehicle modifications from GTA V that ingoorate gamdeaturesand words oslist that
highlight diegesis such as lebalilding from books in Skyrim and dialogue from DivinityThe
high-rate of reliability for coding amoniipe IRs demonstrated a high understanding for ludology
among gamers, haver, the data did not show a high amount of ludic words, rather suggestive

that games in the corpora are more narrabaged than ludibased. The listed ludic words in
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the presentesearcltould be used by learners who are unfamiliaxivamural gamig and

since there are only 2&y ludicwords, they can bacquired relatively fast

It was originally argued thatidic wordswereimportant for gaming, or that was the initial
assumption at leasthowever, words arstill words. Learning any new wortggardless if it is
used in a ludic context, as part of diegesis, or even part of tieenludative, it is still a word
that is peentially unknown talearner. The only contentighatcan be madesgarding this
pointis if ludology can interfere wittearneréu nder st andi ng of the gameod
ludology impeding comprehensican be proverthen morettentionmayneed to be giveto
the teaching of ldic wordsfor language learners who wish to engagextramuralgamesor
language larningor for teachers who wish to incorporate COTS games into the classrbem.
perceived cognitiveveload phenomenon mentionedgrevious studiesould beevidence that
there is a dissonance between ludology and the narrative, where learnersumedcbpfthe
goals of the games opposed to being overburdened by the demands of the game dofi task
Sundgqvist & Wikstrom, 2015cf. Hitosugi et al., 2014¢f. Chen& Yang, 2013;cf. deHaan,

Reed, & Kuwada, 2010More research should be conductedamwhudology and diegesis affect
vocabulary retention for language learners ahdtherit affects comprehension andilifis

warrantsfurther investigation.

55 Limitations

There are many limitations present within the current study. However, being an
innovative studyin vocabulary research and gaming, | believe thathagishas provided

valuable insight into how these wordlists can be further refined and included into gaming
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research. Since the original corpus was encoded in word families, to maleieiec

comparison of how much coverage these words provide for the entire corpu$amvibies must

be used even if it assumes an overaghemmount of coverageéne of the issues working with

script data from a game is that not all of it derives ftbengame itself. There are rare

occurrences while working throughout the data wheognamming notes from the game

developers had remained in the text files despite parameters set through RegEx. Due to the sheer
volume of the corpus, it was impossiblegmthrough albf these concordances, identify, and

remove all these notes given timad-frame for this thesisAnother limitation is that@me

common nouns were also used as proper nouns,

name of a blade. Tj however, is a common issue with corpus and lexical research.

The coding was done thi the assumption that a word served a ludic or diegetic function,
however, it is more likely that a formulaic utterasegves such a function For evoa mp |l e:
Argonian bloodis 50% resistantto disease [ Skyr i m] Thesewords adoikieg 15) .
together to identify that there is a reduction of a status ailthehbccuravithin the game,
known agiseasdi.e. reducing a negative effect, known as diseasepongharacter)Another
example from the same ganieNor ds ar e 0% dr asndislitys theexacto

same pattern.

Table15: Example of resistant used ina syntactic contexiSkyrim]

1. Your argoniarblood {parameterjs {copulai to be, linking} 50% {quantifying
number} resistant to {reducesdfliction} disease {type of affliction}
2. Nords {parameter} are {copulato be, linking} 50% {quantifying number} resistant

to {reducesaffliction} cold damagdtype of affliction}
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It can be inferreavhen using words from surrounding context that there is a syntactic
trend (see Table 16). Therdlilely more toludology and diegesitan the word level. In the
example given in the introductio@ecoilbdoes not infeto the reoil of a gun automatically. It
has closecollocates such a®im, shooting, scope, suppressetc. Keyness can calculate for
collocates, buit is unable tocalculatefor longer formulaic chunks and syntactic breakdawns
Investigating these conce@rewarranted to better understand how language serves a game
and/or narrative function, as opposed to observing it on the-barddary levelKeynesss
helpful for true collocatesbutnot closecollocatesClosecollocates in the sense that they are
wordsthat occur within proximity to one another and not directly next to each athieris

beyond the scope of this paper, asdvellmy area of expertise.

Table 16: Example of [infuse] used iasyntactic conteXtMonster Hunter Woud]

used to give this iron sword & shield
used to imbue this iron great sword
used to infuse this iron bow with

{verb} {verb infinitive} {determiner} {item} ({property})

Words from game language scripts were at times hard to discern, since they regtiresent
language, present at aplacein the game. For example, a Heddis Display (HUD) is a visual
indicator showing the pl ayer 0spersnenato thesgamelate al t h
hand. In the files, there may just be aword isolatedbys el f | i sted as HfAheal't
to determine where it is in the game, as there are no surrounding words or syntactic structures
that are related tothatwold.at ur al Iy, i f the wordds | ocati on
the analysisThis is a limitation based on the datavassometimes impossible to ascertain how

the word was used.
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There is also an issue with how | had demonstrated coverage jrapigs Originally, the
Lexical Frequency Profile conducted by Rodgers & Heidt (@s®y used word families to
compare to other LFP studies. When conducting keyness, this study had switittbedrtas
with theintendedprinciple behind it being to giveraore reasonable idea of coveragawever,
when conducting coverage of these key wottey were used in their word family forms again.
There is a big disparity between the consistency of how this study was conducted, but there were

two main reasons in whthis was done.

1) The literature stipulates that keyness is better conducted threumgmé form than word
form (Paquot, 2007). Lemma and Flemsudfixesare the same, while the only
difference being PoS tagging.

2) The original study Rodgers & Heidt (in prgssid other LFP studies report in word

families. This research cannot be adequatetgmared if it remained ilemmas.

Therehas been recent debate regardhmgdiscrepancy in coverage between word families
and lemmasLaufer & Cobb (2019) state that tescrepancy betweenthetwofise x agger at ed
and further that there is little reastanreconsider the large amount of useful and influential
research that is based on t(h2é)whemcorsidefimgfoi | y as
common affixeshowever,a recent articlbas emergettom Stoeckekt al (2020) that informs
the stateof assessing for receptive vocabulary knowledgepaiadides evidencthat affixes
beyond the 2K band are not easily inferdiytfdearnersThe point of contention regarding word
counting metrisis beyond thecope of this thesis, as the conversion froondsfamily to
flemma was done to have a more accurate keyness analydile converting back to word

families was don&vas to create a point for comparison with other research
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Another limitationwas the lack of tags in the corpus. Had the corpus tagged or its parts

of speeclH(i.e. lemmas)it would have been clearer on how these wardeused in different

contexts across different games anviohtyRBheir gen

0surfaced is used astemn Wouhd, but ihavinglesedt as
words tagged for their P8 would giveinsight into their different meaningk would be able

to list surface as adic nounto refer tothe gound in Divinity 2 andlist surface as adic verb

to refer to thestate of rising out of the grouma Monster Hunter WorldBy doing so, words

could be more accurately pinpointed to their usage across the games.

The final limitation of this study ithat it considerethe distinction betweeludic and

diegdic words as an absolute certainty across diffegantegenres For example, the word

&

Afl eeo: AA monster will flee when hito [ Monst

monster willrun away if it is attacked. However,h i | e A f Iveadudlic foratpnirs e r
Monster Hunter World, the use of the word was part of the narfativathers .t is important to
consider the gamgenre, and perhaps even the specific game, when anafgrilglic or

diegetic propertiesAnother examplein thegame Divinity 2, there are weapons and equipment
that have a skill name addeadtheirequipmenname For exampl e, fAspear
[Divinity 2]. In this context, the wordpeardoes not o indicate to the player that the spear is a
weapon that&n be used, but bloodletting imisable skilthat is given fronusing thespear.

Normally, a player would have spendattribute points to obtain the skill; however, with the

spear equipped, regardless of the attributes and stats, the player carsksle Bieodletting is

a common skill in the game through the name alone it is easily inferable to an experienced player
that this weapon has a ludic function that allows them to use the skill if the weapon is equipped

To a novice, it is unlikely that &y would make the connection.

of
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Chapter 6: Conclusion

By conducting the present researicvas able to find evidencedahsuggests there és
distinctive vocabulary associatedA&PG gamesand have presented haxarious gamevords
fall into ludic and deégetic context$o aid with teaching and learnéiscidental acquisition of
the targetvocabularf. hi s research has answered Schmittds
doorsregardingsuggestionsn how toconductfutureresearch concerning gaminghrough the
multimethod used in this study, it was@possible to see how the distinction between these
words can be used in games and that this distinction warrants further investigatieether it
affects learnecomprehensiowhen playing game&hencomparingall thegames together,
there was no itication to a specifii g a me me t adcabulagyer Ergeage indicative of
gameshowever, when researching the ARPG génitdbecamenferablethat there may be a
distinctive vocabulary as hinted bye lexical coverage numbers. By giving some context to the
ludic and diegetic words, practitioners can use thstsdo teach ludic words to learners who
may not havdadfrequent exposure to gas@nd carencourage their usasgameshave been

shown b be a good extramural source of language to acquire vocabulary from.

Further research should be conducted on how learners engage in games, how
communication is conducted in multiplayer games betvadggyers, and whether ludology or
diegesis affectlearnerd6 c ompr e h e n s i orgamegenredl higréseackan lgea me
done by performing longitudinal studies both in the classroom and outside through extramural
activities With short experimentalesigngamestudies being too contrivesithout
understanishg the broader processes of gadesign and its affordances, we wiverbe able to

fully understand how beneficial games are for learners as an extramural acttwitye used as
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a teaching material in the classradive first mustbetterunderstandhte games themselves and

how they can aid in vocabulary acquisition and retentidhile research suggests a strong link
between gaming and language proficiengg do not Ave a good enough understanding yet to
ascertain gami ng6s inferablesfrona thi$ study.is thatl)agame$ povidelae e n
rich range oWvocabulary as is seen by th&equencyprofiles,2) they are likely more

advantageous for intermedidateadvanced learners of the language, 3) that if they are adapted

into the classroorthey must follow careful planning on how they can be utilized to promote
vocabul ary acquisition, 4) 6 andtlatb)certaie yariecieée n o't
games may have their own kind of vocabulary that can be acclimatized if plegyegapies of a

similar gamegenreover time
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Appendices
Appendix ATypes oMultiplayer Games
Label Physical Space Electronics Player Limit Affordance
Cooperative Play Same immediate Same electronic 21 4 Personal
physical space device players Computer or
(i.e. same room) Console
(Hardware)
Local Cooperative Samephysical Different 4 or so Local Area
Play space (e.g. same electronic devices  players  Network (LAN)
room, sare T shared
house) connection
through the
same Internet
modem/router
Online Same or different Different 4 or so The Internet

Cooperative Play physical space electronic devices players

Different physical Different Practically
space (e.g. electronic devices limitless
different houses)

The Internet
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Appendix BWalking Dead gtudy corpuscompared to TotaCorpus

94

Type Minimal Ratio Total Game Corpus Walking Dead Freq  Lower confidence Upper confidence
Freq 221,531 tokens Limit Limit
5.7 million tokens

Lee 19.03 20 1085 30 57
Kenny 17.85 2 607 14 34
Clementine 17.66 0 583 13 33
Lilly 15.00 2 255 3 17
Clem 14.53 0 218 2 15
Omid 13.33 0 160 1 12
Walker 13.06 29 209 3 16
Crawford 13.00 1 169 1 13
Christa 12.33 0 148 1 12
Katjaa 11.63 0 128 0 11
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Appendix C¥Visual representation of procedure to exclude gapecific key words

Gamel

Game 2 \
Game 3 \

-

Game 4 T~ Games 1-10
Game 5 TOTAL CORPUS

Game 6 Game 1 keywords {exclude}

Game 7

Game 8

Game 9

Game 10

Game-1 game 1 key words {exclude}

Game 2

Game 3 \

Game 4 ~_ Games 1-10
Game 5 TOTAL CORPUS

Game 6 game 2 key words {exclude}

Game 7

Game 8

Game 9

Game 10
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AppendixXD: Logic Chart for Total Game Evaluation Coding

Does the data contain a minimum of 50
concordances?
Faduce thinning from 3 to 2. If there are still not
30 concordances, do not thin the data.
[ Yes ] [ No

player by inferring from the

v
[Is the language visible to the]
concordance?

ofic

Are all 10 unigue games in ]

the list of concordances?

) (=)
|

Round 1: Select each
unigue game for analysis

ound 2: Descend the
list. Duplicates
permitted between

round 1 and 2. Round
2 internally cannot
have any duplicates.

v
Were there enough
games to descend in
the ligt? (10
concordances)

Ascend from last
unigue game (from
Round 1). No
duplicates permitted.
Are there now 10
concordances?

y
Round 3: Keep
ascending, duplicates

are permitted. There
< will now be 10
J concordances.

Analyze all 10 concordanceﬂ
(unigue then duplicates, if
any)
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AppendixE: Example of excel sheet for coding (not thinned): infé&En{ma)

©O© 0o ~NO 01 WDN PP

NNONNRNNNNNRERRPRRRERERRER
~NOoO U RN WNREO®OOWMNOOUNAWRINERO

ricles O sacred isle Artaeum, where rosy light
wer washed over the army, crackling, hissing, and
Library.* He was also quite the Sourcerer. Magic
the mind and could only have come from an
treason. Itis also said that her madness so

* Ornate Book The loss is all of ours. Source
pillar. Braided through thick iron rings, Source
stability, be it in their relationship or career.
BLIND? Poor dear, not fit to shake my Source
agisters searching the rotten pkaic This Source
sailed the seas with his trusty crew. Vitamin C
enters the crown of your head and melts downwarc
02 11/09/2076 Set OFF time Botany Terminal Plas
sses count my blessings instead. Blessed Source
grind it down so fine that it can be

used with falcons' tears, this larggzed elixir

sed with falcons' tears, this mediugized elixir

Y SHOE! Infused with falcons' tears, this elixir
nce, they think of the process of invention. The
ersized Stuffed Animal) (From Finding Muse) (Fron
fit Customize Board Everyday Outfit Formal Outfit
luck in the next life. We found a Source

weakly and smiles.* Pleaps drawn by the Souree
* *Let him off the hook. Take your leave.* Soul
not me. A small container, rda of the magically
look of her, too much ferocity was had.* Void

in the eyes of the granite statue seems to

infuses air, O'er towers drthrough flowers, gentle b
infusing all with their ghostly force. When they arrived a
infused blood can be used to produce the meisid

infused brew.r Brainy Brew Only a truly talented entrepre
infused Castle Solitude that it infected the next king to
Infused Cellar Key And every lizard could be a threat.
infused chains bind the dragon tightly.* You pay the pri
Infuse change often! Noncommittal Lesson is Creative. |
infused claw. BOW to me! BOW to the most powerful
infused copper ring makes the bearer shine with confidenc
infused cotton candy kept the crew free of scurvy and
infusing every inch of you with a feeling of great

Infused | couldn'agree more. | saw what you

infused into the lattice of packed snow. They're almost..
infuses its drinker with superior speed. *Wondewvh Ifa
infuses its drinker with superior speed. *She disappeare
infuses its drinker with superior speed. Come quietly, S
infusing of charms and spells into objects. The creation
Infused Oultfit)4 (From Gaining a Skill) (From Trying to L
Infuse Outfit With Mood Party Oultfit* Sleep Outfit@ Swim
infused ring. | know who you are. | know what

infused ring, Voidwoken attacked. We're not inmates! We
Infused Skull when a resentful courtier stabbed him to d
infused snow that first fell on the Throat of the

Infused That not even | can do. Though | do

infuse the air sound this shrine.* Farewell Letter Pr

Skyrim
Skyrim
Divinity 2
Sims 4
Skyrim
Divinity 2
Divinity 2
Sims 4
Divinity 2
Divinity 2
Sims 4
Divinity 2
Fallout 4
Divinity 2
Skyrim
Divinity 2
Divinity 2
Divinity 2
Skyrim
Sims 4
Sims 4
Divinity 2
Divinity 2
Divinity 2
Skyrim
Divinity 2
Divinity 2



RUNNING HEAD: GOOD GAMING WORDLISTS

98

Concordance Left side (before keyword) Right side (keyword + after keyword) File (game)

28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56

as truly something. Meet the twins! The desire to
time to get rich flavor like this! We pre

time to get rich flavor like this! We pre

ng. Not until the sun burned through her window,
Better off alone than withoh very well. Source

the gold he gave to the Guild, Gorgos could

rful magics, and the transformations they undergo

. Romantic Sims tend tee Flirty and need to

Source of spirits. | devoured my god's Source,
Source of spirits. | devoured my god'siRe,

sword used to imbue this iron hammer used to
used to infuse this iron bow with used to

with used to infuse this iron heavy used to

We gave the tablet to Almira. Hamfists Source
come? Here, let me see... This cute little arrow
badges must be worn at all times. They are
on A mushroom from the ancient forest. A mushroom
strange aura surrounding it. It's like it's

eye lands on a section about Idols of Rebirth.]
uses steel instead of iron, but the steel is
d from the great and ancient Queen Lysandra, then
lood lie across one cheek.* Flowing Light Pants
quiet for my liking. Then again, it usually is.

1 YOU ARE NOTHING! YOU ARE SHITE UNDER MY SHOE!

of drops fall on her hand, but instead of

get caught in the act. Your skeleton has been
freely to create the first Divine, a mortal we
huge... How do they form? Some parts have been

ient amulet that contains five jewels ready to be

infuse the blood stream with ethanol is truly perplegi

infuse the leaves with steam before brewing. | knew
infuse the leaves with steam before brewing. I k
infusing the light wood and flesh colors of her chamber
Infused ThéMagisters are all | know, all | want!

infuse the quill with the highegprice soul available,

infuse their entire beings with some element of that pow
infuse their lives with Romance often.i*J Romantic Lesso
infusing them within my soul. My Source powers were now

infusing them within my soul. My Source powers remain unde

infuse this iron light used to set a trap. used

infused with a charming potion is quite something. You re
infused with a lowyield radiactive isotope that will pr
infused with A mushroom that glows faintly like the moon.
infused with a spirit of both areg and tragedy. Well,
Infused with ancient magic, these small statues allow the
infused with Corundum to make the meiakerts stronger.
infused with deadly poison. Connection failed: Server ha
Infused with falcons' tears, this largized ekir infu

Infused with falcons' tears, this mediusized elixir inf
Infused with falcons' tears, this elixir infuses itsdri
infusing with her body, they quickly evaporate on her scal
infused with indestructible metal, reducing limb damage b
infused with our united strength. To bathe in the lake,
infused with Some scholars say it's the most typical

infused with Source; each blessed with a kiss of Astarte.

Fallout 4

Phoenix Wright
Phoenk Wright
Skyrim

Divinity 2

Skyrim

Skyrim

Sims 4

Divinity 2

Divinity 2

Monster Hunter W
Monster Hunter W
monsterhunter7.txt
Divinity 2

Divinity 2

Fallout 4

Monster Hunter W
Phoenix Wright
Divinity 2

Skyrim

Divinity 2

Divinity 2

Divinity 2

Divinity 2

Divinity 2

Fallout 4

Divinity 2

Monster Hunter W
Divinity 2
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Concordance Left side (before keyword)

57 ientamulet that contains five jewels ready to be

58 s over each of them.* Character's is temporarily
59 | The ritual was a failure as we were not

60 of Homare Strength of Sabi Strengthened by being
61 bends to the King's every whim. An arrow

62 from around her neck. "It's a soul gem,

63 beast, pacing. "It's a soul gem," she said. "

64 Reset Progress Set Complete The Outfit is already
65 With the Adamantium Skeleton perk, your bones are
66 legs! If that wasn't enough, each pair is

67 knees and bows before you in reverence.* Sotirce
68 coming. Dead Silentd&hk *A warmth cocoons you;
69 hieves.* Civil Abilities *A warmth cocoons you;

70  must see that you are fit. First,eamust

99

Right side (keyword + after keyword)

infused with Source; each blessed with a kiss of Astarte.
infused with Source. Klaud *Sounds like a challenge. Yo
infused wih Source. We should make use of the Source
infused with Strengthens explosive attacks like Strider S
infused with the furyof the air. If you listen

infused with the spirit of a great werewolf your father
Infused with the spirit of a great demon werewolf. It
infused with thisMood. Confident Moods Energized Moods F
infused with unbreakable metal, which reducesnd may e
infused with 5000 watts oénergy before leaving our fact
Infused *You're sorry to hear that. Say that you

infusing your every muscle with the will to relax. A
infusing your every muscle with the will to relax. A

infuse your poor bones with power. *Drily say you guess

File (game)
Divinity 2
Divinity 2
Divinity 2
Monster Hunter W
Divinity 2
Skyrim
Skyrim
Sims 4
Fallout 4
Sims 4
Divinity 2
Divinity 2
Divinity 2
Divinity 2
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Appendixr: Exampleofif e xt query of c¢ onc toldapastNetepad-+)f or

used in select gear.

used in this armor was treated

used to fortify gear. &d to be

used to fortify gear. Said to be quite
used to give these iron dual blades
used tagive this bone great sword
used to give this bone insect glaive
used to give this bone lance

used to give this bone sword & shield
used to give this iron chargedole
used to give this iron great sword
used to give this iron hammer

used to give this ironumting horn
used to give this iron insect glaive
used to give this iron lance

used to give this iron switch axe
used to give this iron sword & shield
used to imbughis iron great sword
used to imbue this iron hammer
used to infuse this iron bow with
usedto infuse this iron heavy

used to infuse this iron light

*One big text file. lghlighted is the result of the search. Other text is surrounding data.

f

nfu
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Appendix G: Logic Chart for APRG Evaluation Coding

concordances?, and all 4 games are in the listed

[ Does the data contain 2 minimum of 50
concordances?

Reduce thinning fram 3 to 2. If there ars stll not )

30 concordances, do not thin the data.
Yes Nao

v
[Is the language visible to the]

player by inferring from the
concordance?

Femove the item (KWIC)
fromm the anabysis
Yes MNo

Are all 10 unigue games in
the list of concordances?

List concordances by games
alphabetically

Round 1: Highlight all 4
unigue games listed first
(alphabetical) and choose

those concordances

Round 2: Go
underneath each
highlighted
concordance and
choose another set of
4 unigue games

Round 3: Select the
remaining number of

concordances under
the round 2 selection
of concordances




RUNNING HEAD: GOOD GAMING WORDLISTS 102

AppendixH: Example oExcel sheet for codingnét thinned): heftklemma)

Concordance Left Key Word + Concordance Right Game
hear an original something with a little more heft than the same oltavern jingles.* Oh hi. divinity?2.txt
're under arrest! Off to prison you go. * Heft your weapon. You're ready to kill this
soul breaks bone as well as a well hefted axe.* The Black Ring appreciates yore service, L divinity2.txt
s. *Without looking once in your direction, Kemm hefts his sword.* *He glances up, and you see divinity2.txt
? Don't answer that. 1 do. I! [IFAN] * Heft your weapon and tell her bad news is divinity?2.txt
one. *He grabs hold of the plank and hefts his great bulk backward. The rusted nail pops divinity?2.txt
ommand. Place ping beacon Severed Head *Conw hefts a heavy sack toward you, head slightly tilted divinity2.txt
you've had a good conversation.* *The skeleton hefts Huwbert's dg-eared encyclopedia, its weight heav divinity2.txt
, Stands Rhali@ twisted old man struggling to heft his own sword. With difficulty he lifts it divinity2.txt
Armor, and then you'll be able to heft that minigun. Prepare to be shocked: not every fallout(clean) 4.txt

| did? Baseball history right here. Feel that heft... | have... | just wanted to say that

r of... Damn. Great swords, mostly. Watching them | heft Great work lately, Hunter! While you're here, monsterhunte7.txt
absolute power of the tyrant's The added heft of this Uragaan The admiral was here!? The _
you on your artistry, and the balance and heft of your daggers. The knife blade is whisper 0g_skyrim_clean.tx
de with ornatelydecorated handle. The weapon had = heft, and Emmeg realized on brandishing it that the

ed steel, Sheogoratstrode into the clearing. He hefted Emmeg groKayra's disembodied head and bundled i og_skyrim_clean.tx
lift these daysbut I still enjoy the heft of a good hammer. Vampires are utter abominations  og_skyrim_clean.tx

to speak my mind. It was the blade hefted by Ysgramor when he returned to drive the 0g_skyrim_clean.tx
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Appendix I: Game Profiles of Coders

103

Games Researcher Interrater 1 Interrater 2 Interrater 3
Divinity 2 X X X X
Fallout 4 X X
GTAV X X
Monster Hunter X X X

World

Phoenix Wright X X
Resident Evil 6 X X

Sam and Max X

Sims 4 X X
Skyrim X X X X
Walking Dead X X
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AppendixJ: Al Common Game Words (484)n Order

melee recoil tutorial teleport npc trader artifact nearby haha gameplay retrieve optional foe
teleportation autosave mastery infuse successfully stealth crimson wary pause current useful
overwrite stagger disable he relic fearsome scythe agility lemmergmosure courtyard flee glare
grumble thankfully return shard brewing culprit dialog iv highlight cobble jagged cloak attacker
masterwork bah skeletal deity armoury unleash potent assassin flame scrawl hideount vigda
rename decor weaponry glow powrmidable quarry craftsmanship gah feat regeneration sigh
cleanse creation upwards pfft amethyst otherworldly fury delve path volume hunger tier rogue ¢
skull pillar ensure fiery navigate projectile vase neminpoison reveal beneficial urgh remain
resurrect loot skilled grime capacity task recharge brute accurse contain fend pale consuming b
advanced grip famed siphon ability width recover dunno within surface hmmmm harden resista
grasp erupt remnanai walkway enrage interior ornamental mlinate attribute silver dispel quell sni
heirloom lest brow flaming roar mundane hide construct treasure metallic security rage fulfil pre
victorious staff allow encounter captive truly eager strengthen daeiactrify controller unknown
commonly seed worthy appraise decline scent mettle overrun provide boast instantly imprison v4
etc continue intimidate indeed request engulf intimidation glimmer nemesis revere selection ent
reminder presence gleasadly array amiss surroundings infiltratespite valuable contents fatigue
vanish drain pristine ol sever carnage bounding incoming fail thug illuminate chamber freely tra
potency elite untouched wander begin expansion appear descend recent ominogs emerge
prevention generic widely aover sight grate incite unusually muster vendor map longer note
countless replenish greater revert fist annihilate patron discount crop reinforcement unwavering
resilience dank transpire incandescent assign perhatsher plank entity manage confront sit@avy
axis nefarious brightly damned mysterious feast black attempt dire budge ahem intruder traitor
extinguish vermin blood scribble nears brim venture im brawn ravenous tamer detail leader
contraband puppet unwantékeen stumble glory stunning assist elkere enlightenment offer
knowledge roam menace visitor pile cunning claim unsettling bestow withstand meagre stash tq
dangerously recruit sharpen wrath marker angrily sa weave shady stat fewer trade efforabadk f
travel tapestry perch align contréipn voice mixture existence surge slink experimentation invalug
discover value oddly cough prone treacherous fluster site scour symbol crumble restrict query ¢
rubble silence exceedingly unsure rust key tiigigt inaccessible rethink despot undetztbthers
ponder sneak chat scurry mechanism order mere primary protect underling yield able search liK
latter expand payment scourge mourn resist safely meditation spotlight impressive though surv
ignore limtless farm deadly shortly sinister pgribclaim slightly small arm supply cloud quite refle
secure quietly ceremonial idle revel unclear surround pointless receive trap manipulation rebuil
finally jest rightly greet journey sharp persist castleklkindness graveyard multiple console
surprisingly adventure become land action massive non greeting regain lightly defend empty lar
point bolt seem radiance bloodthirsty patrolling aquatic misdeed exceptional namesake trove ic
renown wondrous alongge weaker pinnacle tedious stride chiitsarption squarely restock
assortment havoc mercilessly perilous topple handiwork newcomer nary squalor terrifying
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AppendixX: All ARPG Words (543) In Order

melee recoil optional foe hahsearby retrieve warinfuse relic stagger npc useful flee flame agility
vigilant masterwork tutorial scholarly power jagged iv mist fury cloak potent brewing bah cowl
assassin cleanse glow golem unleash feat thankfully gameplay deity successfullyigbisogue
stealth glae pillar path autosave composure hunger beneficial quarry skeletal consuming pause
madness remain shimmer brute roar sate attribute anew volume grip current regeneration fiery
surface flourish task skilled grasp remnant leather bastile return within bow pale makeshift
otherworldly watcher rend rename welp silver ensure vanish pfft monstrosity spear truly encour]
grime captive presence damned unknown resistant skull mettle sadly hideout reveal creation gr
eager worthy glordrain scent blood chmber widely emerge shadowy indeed feast atop treacherg
staff carrion knowledge potency contain muster sight sniff amiss boast recover wander famed r
gloom seed commonly rage instantly despite advanced bestow ability dire nfistuteen uncover
recharge unequip respite heft hrm carnage venture restorative invaluable durability freely valua
yield peril contraption lemme wrath capacity confront provide untouched sever leader countless
appear attempt note travel kingdom existmmrecruit stumble giveyard assist sharpen constitution
vermin cunning steadfast rebuild though wisdom mechanism mere bind castle weaker effort elir
freedom surroundings overwrite ominous metallic venomous journey menace cure greeting quit
flaming Ightly nobility boorfear treasure etc toll significantly mistress scour among icy surely
continue sneak quell deadly mutton stride adventure ahem cough intact perhaps regain discreti
silence crop survive inflict various bolt acidic tier despot dewbtee itself entrace strength deem
likely mysterious hall wondrous persevere nimble ravenous absorption serve wretched weak dg
manage trap trading brighter supply discover free lightning chit akin aloft devourer sinister
exceptional patrolling fih impressive decadeeyond loyal vision cruelty learn seem approach lack
controller guidance perish order topple trade cloud gladly fierce primary unsettling ol tread with
detection gratitude search downward root greet map berserker fewer efforgleastagery memory
claim stronger hide illuminate plunder clutch secure themselves selection death brawn thick res
stout faintest muzzle safely persist ignore contract drinker frenzy firmly wager capable stalwart
slightly dunno lash recent sea oé utmost vessel lmeme warning infested dangerously previous
swift incinerate dwell further budge eternity sharp tangle thirst subject chat errand simply stunni
quietly glorious offer hound merely contents observe disposal admiration fully visitesgpdeserve
forth perilous resilience stranger craven harm fight navigate once against unfamiliar strife loyalt)
puppet marvel stir attacker narrow allow usher beset bloodthirsty grit immeasurable radiance fe
oblivious procure hasten execute seairbd horizon spare potential voice begin harsh unclear
unwanted brethren moment incoming manner site refuse value surround request pinnacle surgg
symbol fail finest ground weakness unusually demise undertake restock amok murky black
disappointing kg ghastly taunt ongoing effective interior torch savage limitless flood retreat pile
unaware assure succeed devastation entirely quickly defend closely expand weakling avail she
surprisingly assessment speak thrive thereafter proper alongside mamguuiatfortunate rejoin
yearn charmer above bare apparent wide churn hero dangerous hail lad curl tunnel command &
movement intriguing finer barely inform winter cautious per larger deepest below trust detail arn
far burst curious doom cruel squérenefarious crippling heavily hoard susceptible docile whence
flawless futile regroup plentiful debt mutt vanguard glimpse vi tenacious radiant accumulate ghg
freshest reflect unthinkable scattering
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Appendix: Ludic and Diegetic Wordsf Total Copus
Ludic Words N = 20 Diegetic Words N 80
1. melee 1. Teleport 22.Composure 43.Hideout 64.Hunger
2. recoil 2. Trader 23.Courtyard 44.Vigilant 65.Rogue
3. tutorial 3. Artifact 24.Flee 45. Mist 66. Leather
4. NPC 4. Nearby 25.Glare 46. Décor 67. Skull
5. Gameplay 5. Retrieve 26.Grumble 47.Weaponry 68. Pillar
6. Optional 6.Foe 27. Thankfully 48.Glow 69.Ensure
7. Autosave 7. Teleportation 28.Return 49. Power 70.Fiery
8. Current 8. Mastery 29. Shard 50. Formidable 71.Vase
9. Overwrite 9. Infuse 30.Brewing 51.Quarry 72.Madness
10. Disable 10. Successfully 31. Qulprit 52.Craftsmanship 73.Poison
11. Dialog 11. Stealth 32.Cobble 53.Feat 74.Reveal
12. Highlight 12.Crimson 33.Jagged 54.Sigh 75.Beneficial
13. Attacker 13.Wary 34.Cloak 55.Cleanse 76.Remain
14. Potent 14.Pause 35. Masterwork 56.Creation 77.Loot
15. Rename 15. Useful 36. Skeletal 57.Upwards 78. Skilled
16. Regeneration 16. Stagger 37.Deity 58. Amethyst 79.Grime
17. Tier 17.Relic 38. Armoury 59. Otherworldly 80. Capacity
18. Navigate 18.Fearsome 39.Unleash 60. Fury
19. Resurrect 19. Scythe 40. Assassin 61.Delve
20. Projectile 20. Agility 41.Flame 62. Path

21.Lemme 42.Scrawl 63.Volume
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AppendixM Ludic / Diegetic VisualChart for Total Corpus

Melee

Recoil

Tutorial

Teleport

NPC

Trader

Artifact

Nearby

Gameplay

Retrieve

Optional

Foe

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

107

Ludic

Ludic

Ludic

Diegetic

Ludic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Ludic

Diegetic

10

10
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Teleportation

Autosave

Mastery

Infuse

Successfully

Stealth

Crimson

Wary

Pause

Current

Useful

Overwrite

Stagger

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

oo

Diegetic

Ludic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Ludic

Diegeitc

10

10

10

10
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Disable

Relic

fearsome

Scythe

Agility

Lemme

Composure

Courtyard

Flee

Glare

Grumble

Thankfully

©

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

8

10

10

10

10

10

10

10
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Return

Shard

Brewing

Culprit

Dialog

Highlight

Cobble

Jagged

Cloak

Attacker

Masterwork

Skeletal

o

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Ludic

Ludic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Diegetic

10

10

10

10

10

10

10

10
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Deity

Armoury

Unleash

Potent

Assassin

Flame*

Scrawl

Hideout

Vigilant

Mist

Rename

Décor

Weaponry

=

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Diegetic

10

10

10
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Glow

Power

Formidable

Quarry

Craftsmanship

Feat

Regeneration

Sigh

Cleanse

Creation

Upwards

Amethyst

N

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

9

8

10

10

10

10

10

9

8

10
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Otherworldly

Fury

Delve

Path

Volume

Hunger

Tier

Rogue

Leather

skull

Pillar

Ensure

w

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Diegetic

Ludic

Diegetic

Ludic

Diegetic

Diegetic

Diegetic

10

10
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Fiery

Navigate

Projectile

Vase

Madness

Poison

Reveal

Beneficial

Remain

Resurrect

Loot

Skilled

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

Ludic Diegetic

N

Diegetic

Ludic

Ludic

Diegetic

Diegetic

Diegetic

Diegetic
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Apperdix N: Ludic / Diegetic Visual Chart for ARPG Corpus
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