
Degree Thesis 

HALMSTAD 

UNIVERSITY 

Teacher Education (Upper Secondary School), 300
credits

Digital games and collocations

A study of the relationship between L2 learners'
gaming habits and knowledge of collocations

English for Students in Teacher
Education, 15 credits

Halmstad 2021-06-17

Sebastian Amarius, Oliver Fredriksson



  

  

  

  

  

  

  

  

  

  

Digital   games   and   collocations:   A   study   of   the   relationship   between   L2   learners’   

gaming   habits   and   knowledge   of   collocations   
  

Sebastian   Amarius   &   Oliver   Fredriksson  

  

  

  

  

  

  

  

  

  

  

  

  

  

  

  

  

Degree   project   (EN5012)   

Supervisor:   Monica   Karlsson,   Associate   Professor   

Examiner:   Stuart   Foster,   Ph.D   

Halmstad   University   

  

  



  

Abstract   

Digital  games  are  often  considered  a  pastime  activity  with  little  to  no  real  or  tangible  benefits.                  

This,  however,  is  contrary  to  studies  on  the  usefulness  of  digital  games  in  second  language  (L2)                  

learning.  There  are  several  aspects  of  L2  learning  that  are  affected  positively  by  gaming,  as  well                  

as  other  extramural  English  (EE)  activities.  One  of  these  aspects  is  vocabulary,  which  has  been                 

proven   to   be   substantially   improved   by   gaming   through   incidental   learning.   

  

Collocations  are  often  referred  to  as  word  pairs  that  co-occur  more  frequently  than  any  other  two                  

words.  The  definition  of  a  collocation  is  a  contested  subject,  making  research  and  theories                

around  collocations  widespread  and  varied  depending  on  what  definition  a  given  author              

subscribes  to.  In  the  present  study  Howarth’s  (1996)  definition  of  collocations  has  been  used.                

The  hard-to-define  nature  of  collocations  extends  into  the  act  of  teaching  -  collocations  are  rarely                 

taught  because  they  follow  no  set  rule  or  pattern.  This  means  that  L2  learners  must  acquire  their                   

collocation   knowledge   incidentally,   either   in   the   classroom   or   through   EE   activities.   

  

The  present  study  aims  to  investigate  the  relationship  between  EE  activities,  primarily  gaming,               

and  the  collocation  knowledge  of  87  Swedish  teenagers  in  upper  compulsory  school  and  upper                

secondary  school.  This  was  done  through  a  Productive  Collocation  Test  (PCK)  as  well  as  a                 

questionnaire.  The  results  of  the  study  show  that  students  who  engage  in  EE  activities  are  more                  

knowledgeable  in  terms  of  collocations  than  those  who  do  not.  Additionally,  out  of  the  EE                 

activities  included  in  the  questionnaire  gaming  seems  to  be  the  best  way  to  acquire  collocation                 

knowledge.   

  

The  present  study  concludes  that  there  is  a  connection  between  EE  activities,  especially  gaming,                

and  collocation  knowledge.  Informants  that  claimed  to  spend  more  time  per  week  playing  digital                

games  generally  scored  higher  on  the  collocation  test.  This  was  also  true  for  the  students  who                  

claimed  to  spend  a  considerable  amount  of  time  on  visual  media  per  week.  These  informants  also                  

had  knowledge  of  collocations  that  very  few  of  the  respondents  knew,  particularly  the  students                

who  partake  in  gaming.  The  findings  of  the  present  study  suggest  that  digital  games  could  be                  

used  as  a  tool  for  teaching  collocations.  However,  more  research  is  required  to  carry  this  idea                  

further.     

  

Keywords:  second  language  acquisition,  collocations,  digital  games,  extramural  English           

activities,   collocation   teaching   
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1.   Introduction   
It  may  seem  that  digital  gaming  is  an  activity  strictly  done  for  leisure.  In  many  cases,  gaming                   

teenagers  are  seen  as  wasting  their  youth  in  front  of  their  computers.  However,  studying  gaming                 

from  a  second  language  acquisition  (SLA)  perspective  shows  that  gaming  has  positive  effects  on                

second  language  (L2)  learning.  This  correlates  with  the  authors’  anecdotal  evidence  on  how  their                

time  spent  on  gaming  as  children  had  a  great  impact  on  their  English  proficiency  in  their  school                   

years.     

  

Digital  games  can  be  played  both  as  a  single-player  experience  offline,  or  as  a  multiplayer                 

experience  with  other  players  online.  Studies  have  shown  that  playing  games  lead  to  a  greater                 

proficiency  in  English,  both  in  regards  to  oral  production  as  well  as  reading  and  listening                 

(Sundqvist,  2009;  Chik,  2014;  Sylvén  &  Sundqvist,  2012).  Online  multiplayer  games  are              

especially  effective,  due  to  the  fact  that  a  vast  number  of  multiplayer  games  require  players  to                  

communicate  through  text  or  speech  (Sundqvist,  2019).  Sylvén  &  Sundqvist  (2012)  claim  that               

motivation  is  an  integral  part  of  language  studies,  and  that  teenagers  are  motivated  to  use  English                  

as  a  communicative  tool  when  playing  digital  games.  To  progress  through  a  majority  of  online                 

multiplayer  games,  players  are  forced  to  communicate  with  each  other  and  problem  solve  in                

cooperation.  This  creates  a  situation  where  L2  output  is  necessary.  In  many  online  multiplayer                

games  the  players  might  come  from  any  country  in  the  world,  which  results  in  players  needing  a                   

language  that  is  common  ground  between  them.  The  default  language  of  the  digital  game,                

usually   English,   thus   often   becomes   the   lingua   franca   for   players   that   need   to   communicate.     

  

This  study  will  relate  the  concept  of  games  with  L2  learners’  knowledge  of  collocations.                

Collocations  usually  consist  of  two  words  that  occur  with  each  other  more  often  than  not.  This                  

definition  is  a  simplification,  as  will  be  discussed  further  in  the  next  section  of  the  study.                  

Collocations  can  be  found  through  the  analysis  of  a  corpus,  which  is  a  database  of  words.  A                   

corpus  can  be  limited  to  a  single  internet  page  or  be  as  vast  as  the  Oxford  English  Corpus,  which                     

includes  2.1  billion  words  from  different  internet  pages  and  academic  texts.  With  a  corpus  it  is                  

possible  to  analyse  which  words  are  frequently  used  together.  This  is  the  main  approach  that  has                  

been   used   in   this   study,   although   it   is   not   the   only   viable   approach.     

  

The  use  of  collocations  can  be  connected  to  overall  language  proficiency  (McKeown  &  Radev,                

1997;  Bonk,  2000).  An  L2  learner  will  steadily  progress  through  the  vocabulary  and  grammar  of                 
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the  second  language  as  they  gain  proficiency.  These  linguistic  aspects  develop  naturally  in  a                

native  speaker  but  must  be  practiced  by  an  L2  learner.  Furthermore,  a  first  language  (L1)  speaker                  

will  also  naturally  develop  an  understanding  for  how  to  use  lexical  items  such  as  set  phrases  and                   

collocations.  An  L2  speaker’s  perceived  fluency  instead  depends  on  their  proficiency  with  these               

aspects  of  the  target  language  (TL).  This  has  been  expressed  perfectly  by  González  Fernández  &                 

Schmitt   (2015):   

  
[...]  it  seems  clear  that  knowledge  of  collocations  can  greatly  benefit             

second  language  learners  in  their  attempts  to  achieve  high  proficiency  in             

an  L2.  Indeed,  lack  of  collocation  knowledge  has  been  shown  to  be              

problematic.  Receptively,  this  lack  can  lead  to  miscomprehension.  [...]           

Productively,  the  lack  of  use  of  collocations,  as  well  as  the  over-,  under-               

or  mis-use  of  them,  lead  to  L2  speakers  being  judged  as  odd,  unnatural               

or  non-nativelike  [...]  while  use  of  formulaic  sequences  is  related  to             

higher  ratings  of  learner  proficiency  [...].  Therefore,  it  is  widely  accepted             

that  if  L2  learners  want  to  use  language  accurately  and  fluently,  they              

need   to   know   and   use   collocations.   (p.   5)   

  

Even  though  the  correct  use  of  collocations  is  essential  for  reaching  higher  levels  of  TL                 

proficiency,  the  teaching  of  these  lexical  items  seems  non-existent  throughout  the  English              

courses   in   the   Swedish   school   system.     

  

The  aim  of  this  study  is  to  analyse  collocation  knowledge  of  students  in  Swedish  upper  level                  

compulsory  and  upper  secondary  schools  in  relation  to  their  gaming  habits.  To  widen  the  scope                 

of  students'  collocation  knowledge,  other  aspects  of  students’  extramural  English  habits  are  also               

explored   in   the   study’s   questionnaire.     

  

  

2.   Theoretical   background   and   previous   research   

This  section  will  be  divided  into  four  parts.  The  first  two  sections  will  aim  to  define  and  explain                    

both  collocations  and  games,  as  well  as  establish  terminology  used  throughout  the  essay.  The  two                 

final  sections  will  present  previous  research  on  the  relationship  between  L2  learning  and  gaming                

as   well   as   L2   learning   and   collocations.   
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2.1   Defining   Games   

Games  in  general  can  be  defined  as  a  type  of  play  with  a  predefined  set  of  rules  and  goals.                     

Historically  they  have  filled  a  function  of  entertainment  as  well  as  education  (Butler,  2019).  The                 

focus  of  this  investigation,  however,  is  not  on  traditional  games,  the  focus  is  instead  on  the                  

digital  variety.  Digital  games  can  be  broken  down  into  several  different  categories,  depending  on                

one’s  needs.  They  can  be  sorted  based  on  their  player  configuration,  for  example  single  or                 

multiplayer,  their  genre,  such  as  action  or  horror,  or  their  target  audience.  Digital  games  can  also                  

be   categorised   based   on   their   intended   function   -   if   they   are   designed   to   entertain   or   to   educate.   

  

Games  that  are  built  with  the  intention  of  entertaining  the  end  user  are  often  referred  to  as                   

Commercial-off-the-shelf   (COTS)  games  (Chik,  2014;  Sundqvist,  2019).  COTS  games  can  be             

played  both  offline  in  a  single  player  environment  as  well  as  online  in  a  player-to-player                 

interactive  environment.  Some  COTS  games  offer  both  alternatives  while  others  only  offer  one               

or  the  other.  Offline  gaming  allows  players  to  explore  worlds  and  stories  which  will  convey  a                  

controlled  experience  that  is  designed  by  game  developers.  Online  gaming  on  the  other  hand                

provides  players  with  an  opportunity  to  explore  worlds  and  stories  with  the  added  dynamics  of                 

interacting  with  other  players.  These  interactions  are  considered  “emergent  gameplay”,  in             

essence   random   events,   and   cannot   be   fully   designed   or   controlled   by   the   game   developers.     

  

Educational  games,  sometimes  referred  to  as   serious  games  (Butler,  2019),  are  designed              

primarily  to  impart  knowledge  to  the  player.  These  games  are  not  as  common  as  COTS  games                  

and  are  not  as  easily  acquired  for  an  individual  player,  as  there  are  many  platforms  and  digital                   

storefronts  for  COTS  games  but  few  to  none  for  serious  games.  The  two  types  are  not  necessarily                   

mutually  exclusive  as  a  COTS  game  can  be  educational  and  a  serious  game  can  be  entertaining.                  

The  main  divider  is  the  developers’  intentions  for  the  end  user.  The  fact  that  digital  games  are                   

able  to  be  designed  for  both  of  these  intentions,  sometimes  both  simultaneously,  is  a  testament  to                  

how  modern  technology  has  not  severed  the  connection  to  games’  roots.  In  this  study,  no                 

distinction   has   been   made   between   game   types.     

  

2.2   Defining   Collocations   

In  research  on  the  topic  of  collocations,  one  thing  has  remained  consistent  -  the  apparent                

difficulty  of  finding  a  clear  definition  of  what  a  collocation  is,  in  essence  a  definition  that  is                   

widely  agreed  upon  by  linguists.  The  possible  definitions  range  from  as  broad  and  vague  as  any                  

polyword  structures  or  recurrent  sequences  of  language  (Bonk,  2000)  to  as  narrow  as  only                
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specific  verb-noun  combinations  (Snoder,  2019).  The  difficulty  in  finding  a  common  definition              

seems  to  lie  in  the  nature  of  collocations  as  there  are  no  set  rules  around  them.  The  use  of  the                      

term,  along  with  the  term   formulaic  speech ,  has  seen  a  widespread  variation  in  linguistic                

literature  (Bonk,  2000).  Generally  the  term  collocation  refers  to  the  wide  span  between  free  word                 

combinations  and  idiomatic  expressions.  A  collocation  needs  to  be  more  restrictive  than  free               

word  combinations,  but  not  completely  rigid  in  which  words  can  be  substituted  with  synonyms                

without  breaking  the  collocation  (McKeown  &  Radev,  2000).  To  further  complicate  matters,  the               

seemingly  arbitrary  restrictions  on  collocations  vary  between  languages  and  even  between             

dialects  and  subsets  of  one  language.  As  an  example,  the  word  “file”  collocates  with  the  words                  

“save”  and  “delete”  when  discussing  computers  and  digital  environments  in  English,  but  these               

words   do   not   collocate   outside   this   particular   domain   (McKeown   &   Radev,   2000).     

  

With  this  inconsistency  of  definition  in  mind,  two  possible  ways  of  defining  collocations  have                

been  established.  The  first  is  the   frequency-oriented  view ,  where  word  combinations  are              

considered  collocations  based  entirely  on  their  statistical  data  in  a  corpus  or  other  language                

sample  (Snoder,  2019).  Some  linguists  argue  that  this  is  not  a  linguistic  method  of  definition  as                  

much  as  it  is  a  practical  and  operational  one  (Bonk,  2000).  The  second  way  of  defining                  

collocations  is  the   phraseological  view ,  also  sometimes  referred  to  as  the   lexical ,   linguistic  or                

semantic  view  (Snoder,  2019;  Bonk,  2000;  McKeown  &  Radev,  2000).  Here,  the  focus  is  on  the                  

composition  and  the  semantic  transparency  of  the  word  combination,  as  well  as  the  level  of                 

restriction  on  the  substitutability  of  the  words  themselves.  It  is  important  to  note  that  the                 

phraseological  view  is  more  theoretical  and  subjective  than  it  is  empirical  and  objective,  as  each                 

individual   researcher   decides   for   themselves   what   is   or   is   not   an   acceptable   collocation.   

  

Collocations  can  be  further  divided  into  their  own  subcategories.  As  mentioned  previously,  the               

term  “collocation”  can  be  used  to  refer  to  any  combination  of  words  that  frequently  co-occur.                 

These  collocations  are  often  referred  to  as  “free  combinations”  or  “open  combinations”.  These               

combinations  are  kept  separate  from  a  much  smaller  group  of  collocations,  most  often  referred  to                 

as  “restricted  collocations”  (Snoder,  2019;  Bonk,  2000).  This  smaller  group  is,  as  the  name                

suggests,  more  restricted  and  specialised  than  the  broader  group  of  free  combinations.  A  good                

definition   for   restricted   collocations   can   be   found   in   Bonk   (2000):   
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Institutionalized  combinations  of  lexical  items  which  lie  somewhere          

between  frozen  form  and  semantically  opaque  pure  idiomatic  phrases           

and  free  combinations  of  lexical  items,  in  which  one  element  is  used  in  a                

non-literal  sense,  and  which  do  not  permit  many  substitutions  on  the             

continuum   of   productivity.   (p.   5)   

  

The  definition  by  Bonk  is  based  on  criteria  that  was  set  by  Howarth  (1996).  This  is  the  definition                    

of   restricted   collocation   that   has   been   used   in   the   present   study.   

  

One  additional  aspect  of  collocations  is  the  word  classes  used  to  form  collocations.  A  few                 

combinations  of  word  classes  are  more  common  in  the  different  subcategories.  Free  combination               

collocations  often  consist  of  a  preposition  and  either  a  verb,  noun  or  an  adjective  (McKeown  &                  

Radev,  2000).  Such  a  pattern  is  not  as  easily  found  among  the  restricted  collocations,  however.                 

The  only  actual  limits  to  which  word  classes  can  be  used  in  a  restricted  collocation  are  the                   

normal  limits  to  the  word  classes  themselves  -  it  would  be  hard  to  find  a  collocation  that  consists                    

of  verb-verb.  The  one  common  theme  that  can  be  found  is  that  the  base,  or  node,  of  the                    

collocation,  i.e.  the  word  that  carries  the  most  meaning,  is  usually  a  verb  or  a  noun  (McKeown  &                    

Radev,  2000).  This  idea  is  supported  by  looking  at  previous  collocation  tests  (Snoder,  2019)  as                 

well  as  the  test  used  in  the  present  study.  While  a  pattern  of  noun  bases  can  be  found  in  the                      

collocations  test  of  the  present  study,  this  was  not  an  intentional  design  of  the  authors.  The  data                   

collected  is  not  varied  enough  to  draw  any  reliable  conclusions  based  on  the  word  class  aspect.                  

Therefore,  no  further  attention  will  be  given  to  word  classes  in  relation  to  the  structure  of                  

collocations.   

  

2.3   Games   and   L2   learning   

Previous  research  on  specific  connections  between  gaming  and  L2  learning  suggests  that  there  is                

indeed  a  positive  relationship  between  the  two.  Sundqvist  (2009)  laid  the  groundwork  for  further                

studies  involving  gaming  when  discussing  students’  extramural  English  (EE)  habits  in             

connection  to  both  oral  proficiency  and  vocabulary.  Sundqvist  defines  extramural  English  as              

activities  in  the  English  language  that  students  are  involved  in.  These  include  everything  from                

watching  TV  and  playing  video  games,  to  reading  books  and  magazines.  The  study  was  based  on                 

the  responses  of  74  ninth  grade  students,  focusing  on  the  various  EE  habits  of  the  students.  The                   

conclusion  of  the  study  was  that  extramural  English  had  a  massive  impact  on  L2  students’                 

progression  in  vocabulary  and  oral  proficiency.  Sundqvist  also  provided  evidence  that  students              

7   



  

that  engage  in  a  wide  variety  of  EE  activities  also  showed  a  genuine  interest  in  learning  English.                   

Furthermore,  Sundqvist  also  found  that  among  the  tested  EE  activities,  video  games  stood  out  as                 

an   activity   that   created   many   learning   opportunities   for   gamers,   even   though   it   was   not   intended     

  

 Learners  who  play  video  games  have  to  rely  heavily  on  their  language              

skills  in  the  target  language.  Furthermore,  they  need  to  pay  attention  at              

the  level  of  noticing  and  they  need  to  produce  target  language  output,              

often  both  orally  and  in  writing.  [...]  In  other  words,  video  games  provide               

opportunities  for  implicit  learning;  thus,  players  become  learners  even           

though  they  might  not  be  aware  of  it  themselves.  (Sundqvist,  2009,  p.              

198)   

  

Sundqvist’s  study  is  substantial  in  scope,  but  not  fully  relevant  to  this  study’s  research  questions.                

The  positive  effects  of  EE  activities  and  the  revelation  of  the  impact  and  learning  potential  of                  

video  games  is  an  unsurprising  but  important  conclusion.  The  same  conclusion  can  be  found  in                 

Butler   (2019).   Butler   argues   that     

  
the  goal-oriented  and  player-driven  features  of  games  align  well  with  the             

notion  of  task-based  language  teaching  (TBLT),  a  well-recognised          

approach  to  L2  learning  and  pedagogy.  TBLT  primarily  focuses  on            

meaning   in   communicative   language   use   through   performing   tasks.     

(p.   307)     

  

Digital  games  provide  many  resources  for  L2  learners,  as  well  as  opportunities  for  language                

learning.  Butler  acknowledges  MMO  (Massively  Multiplayer  Online)  games  as  more  useful  for              

learning  than  single  player  or  multiplayer  games,  due  to  their  social  nature.  Players  who  need  to                  

problem-solve  with  other  players  utilise  and  further  hone  their  linguistic  proficiency  in  a  way                

that  is  not  achievable  in  single  player  games.  Furthermore,  MMO  games  provide  more               

opportunities  for  social  interaction  than  multiplayer  games  with  a  lower  player  count,  ergo  they                

are   more   useful   as   a   linguistic   learning   tool.     

  

In  a  study  on  students’  vocabulary  learning  in  connection  to  gaming  (Sandberg,  Maris  &  de                 

Geus,  2011),  85  fifth-grade  students  were  provided  a  game-based  application.  The  students  were               

then  divided  into  three  groups:  one  group  who  only  received  English  classes  without  using  the                 
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game-based  application,  one  that  in  addition  to  regular  English  classes  also  used  the  application                

as  part  of  the  formal  instruction,  and  one  group  who  were  allowed  to  use  the  application  both  in                    

school  as  formal  instruction  and  at  home.  The  results  showed  that  the  group  of  students  that  were                   

allowed  to  use  the  game  based  application  at  home  performed  best  on  a  follow-up  test.  This                  

post-test  incorporated  features  from  standardised  tests  such  as  the  SOPA 1  and  the  Peabody               

Picture  Vocabulary  Test 2 .  Both  active  and  passive  vocabulary  knowledge  was  tested  through              

multiple-choice  questions  as  well  as  active  speech  tasks.  The  study  concludes  that  digital  games                

should   supplement   regular   English   classes,   but   also   that   more   research   is   needed   in   the   field.     

  

Sylvén  &  Sundqvist  (2012)  note  how  common  SLA  theory  discusses  motivation  as  a  key  factor                 

for  students’  inclination  to  learn.  A  substantial  number  of  students  are  motivated  to  play  COTS                 

games,  which  creates  a  platform  with  a  considerable  learning  potential.  Gaming  is,  in  the  vast                 

majority  of  cases,  done  without  a  teacher  involved  outside  of  school.  This  means  that  English  is                  

practiced  by  students’  own  choice.  Krashen  notes  how  L2  students  need  their  language  input  to                 

be  comprehensible,  yet  is  slightly  above  their  current  level  of  knowledge.  The  input  also  ought  to                  

be  received  in  a  comfortable  environment  to  create  a  setting  where  a  new  language  can  be                  

learned  (Harmer,  2015).  The  study  explains  that  playing  games  will  provide  students  with  a                

comprehensible  input,  which  are  circumstances  that  common  SLA  theory  considers  to  be  of               

utmost   importance   for   L2   learning.     

  

Furthermore,  Sundqvist  &  Sylvén  (2012)  state  that  gaming  also  provides  students  with              

circumstances  where  vocabulary  can  increase  either  by  intention  or  by  accident.  Very  few  gamers                

play  games  with  the  intention  to  develop  their  English.  However,  as  players  spend  time  in  games,                  

their  vocabulary  relevant  to  the  game  increases  unintentionally.  Chik  (2014)  documented  several              

cases  of  Chinese  gamers’  intentional  learning,  where  they  were  provided  a  particular  vocabulary               

from  the  games  they  chose  to  play.  For  example,  a  student  that  wanted  to  pursue  a  career  in  law                     

played  an  English  game  that  was  set  in  a  courtroom,  where  the  player  character  was  a  lawyer.                   

This  gave  the  student  a  widened  English  vocabulary  that  was  relevant  to  their  future  career.                 

Another  student  claimed  that  learning  English  was,  except  for  the  purpose  of  gaming,  also  an                 

1  SOPA   (Student   Oral   Proficiency   Assessment)   is   a   way   of   measuring   students’   listening   comprehension   and   
speaking   proficiency,   including   fluency,   grammar,   and   vocabulary.   It   is   an   interactive   assessment   following   an   
interview   format,   usually   assessing   two   students   at   a   time   with   two   examiners   present.   
  

2  The   Peabody   Picture   Vocabulary   test   (PPVT)   is   done   by   an   examiner   showing   a   person   a   series   of   numbered   
pictures.   The   person   doing   the   test   is   supposed   to   say   the   number   of   the   picture   that   the   examiner   is   describing.   It   is   
generally   used   to   test   verbal   intelligence.   
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investment  in  themselves  as  part  of  studies  outside  of  their  institution.  For  students  with  an                 

ambition   to   work   internationally,   knowing   English   is   without   a   doubt   necessary.     

  

Sundqvist  (2019)  refers  to  learning  outside  the  classroom  in  a  modern  environment  as   the  digital                 

wild .  The  term  originates  from  the  idea  that  L2  learners  need  relevant  and  meaningful                

interactions  to  develop.  For  students,  these  interactions  take  place  outside  school  -  in  the  wild.  In                  

today’s  youth  culture,  many  teenagers  spend  the  majority  of  their  time  online  on  social  media,                 

gaming  or  other  activities,  hence  the  addition  of  digital.  Sundqvist  states  that  many  relevant  and                 

meaningful  interactions  for  L2  learning  takes  place  in  digital  worlds,  such  as  those  found  in                 

MMORPGs  (Massively  Multiplayer  Online  Roleplaying  Games)  and  other  online  games.  Players             

interact  with  one  another  both  in-game  while  playing  and  outside  of  the  games  on  message                 

boards.  These  interactions  are  also  apparent  in  a  study  by  Chik  (2014),  where  Chinese  students                 

were  interviewed  on  their  gaming  habits.  In  2014  there  were  very  few  COTS  games  available  on                  

the  Chinese  market.  The  few  games  that  were  actually  released  in  the  country  offered  poor                 

translations  and  the  time  between  releases  in  China  and  releases  in  other  countries,  such  as  the                  

US  and  Japan,  was  too  long.  This  made  Chinese  students  who  were  engaged  in  gaming  import                  

games  and  start  to  learn  English  or  Japanese  to  be  able  to  play  them.  The  gaming  community                   

provided  players  with  interaction  through  message  boards,  where  problem  solving  and  game              

discussion  was  made  in  both  Chinese  and  English,  as  well  as  fan-made  translations  of  games.                 

Chik’s  study  showcases  Chinese  gamers’  autonomous  learning,  and  how  they  use  their  L2               

learning   to   be   able   to   play   games.     

  

Sundqvist  (2019)  suggests  that  learning-based  games  and  their  drill-and-repeat  type  of  gameplay              

are  less  beneficial  in  L2  learning  than  COTS  games.  Like  Butler  (2019),  Sundqvist  also  finds                 

that  MMOs  seem  to  be  particularly  beneficial  because  of  their  social  nature.  The  study’s                

conclusion  is  that  there  is  a  link  between  vocabulary  knowledge  and  gaming,  and  that  gamers                 

presented  a  better  vocabulary  knowledge  than  non-gamers.  Sundqvist  further  claims  that  gaming              

should   be   encouraged   as   an   EE   activity,   especially   for   learners   who   have   never   tried   gaming.     

  

2.4   Collocations   and   L2   learning   

Albrechtsen  et.  al  (2008)  claim  that  language  users  construct  sentences  with  building  blocks  that                

consist  of  words  and  lexical  phrases,  which  are  stored  in  what  is  often  referred  to  as  a  mental                    

lexicon.  A  native  speaker  stores  a  substantial  number  of  lexical  items  and  has  knowledge  of  the                  

various  possible  meanings  and  restrictions  of  these  items.  These  lexical  items  are  connected  in                
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the  brain  in  a  way  where  they  can  be  easily  retrieved  when  needed.  This  means  that  a  native                    

speaker  has  a  well  established  network  of  lexical  connections.  Native  speakers  who  are  aware  of                 

their  lexical  items’  restrictions  and  meaning  use  some  words  together  more  frequently,  which               

results  in  structures  such  as  collocations.  The  relationship  between  the  mental  lexicon  and               

collocation  knowledge  is  further  reinforced  by  Bonk  (2000)  who  states  that  collocations  can  be                

understood  as  connections  between  the  various  items  in  one’s  mental  lexicon,  based  on  the                

items’  characteristics.  An  L2  user,  who  naturally  has  less  exposure  to  the  target  language,  will                 

not  have  formed  the  same  connections  and  is  therefore  bound  to  not  find  the  correct  words  as  fast                    

as  a  native  speaker.  The  L2  user  will  tend  to  use  words  they  are  familiar  with,  and  does  not  use                      

the   same   lexical   pairs   to   form   collocations.     

  

Schmitt  (2010)  explains  that  vocabulary  develops  incrementally  and  that  it  takes  time  for  a                

learner  to  fully  understand  the  possible  uses  of  a  word.  How  well  a  person  understands  a  word  is                    

commonly  referred  to  as  vocabulary  depth.  Initially,  learning  a  word  is  about  meaning  and  the                 

written  and  spoken  forms  but  to  fully  understand  a  word  there  are  several  other  aspects  to  take                   

into  consideration  in  addition  to  meaning,  spoken  form  and  written  form.  These  aspects  are                

grammatical  characteristics,  register  constraints,  frequency,  associations  and  collocation.  This  list            

shows  that  one  of  the  aspects  of  vocabulary  depth  is  knowing  how,  when  and  with  what  a  word                   

collocates,  as  well  as  which  words  it  can  substitute  and  be  substituted  with  in  the  collocations  in                   

which   it   appears.     

  

The  act  of  learning  a  word  is  described  as  a  three  stage  process  (Schmitt,  2010).  Initially,  a                   

learner  is  limited  both  in  which  of  the  aspects  outlined  above  are  known  as  well  as  to  which                    

degree  these  aspects  are  known.  In  these  first  stages  of  learning  a  word  the  learner  usually  has                   

some  limited  knowledge  of  form  and  knowledge  of  a  single  meaning,  perhaps  some  basic                

grammatical  characteristics  of  the  word  (Figure  1.1).  After  further  exposure  to  the  word  this                

knowledge  develops  to  full  or  nearly  full  mastery  of  the  spoken  and  written  forms.  The  meaning                  

and  grammatical  characteristics  are  not  fully  known  at  this  stage,  however.  Additionally,  the               

contextual  aspects  of  word  knowledge  (collocation,  register,  frequency,  associations)  have  started             

developing  but  lag  behind  the  other  aspects  as  the  contextual  aspects  require  time  to  be  acquired                  

(Figure  1.2).  As  the  learner  nears  the  point  of  fully  “knowing”  a  word  they  will  have  mastered                   

the  form  aspects  and  most  of  the  meaning  senses.  Some  meanings  of  the  word  might  remain                  

unknown,   depending   on   if   there   are   any   obscure   and   rarely   used   meanings     
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  Figure   1.1.    Early   knowledge   of   a   word.   
  
  
  
  

for  the  particular  word.  Similarly,  the  grammatical  aspect  of  knowing  a  word  will  be  nearly                 

mastered  but  certain  derivative  forms  might  still  elude  the  learner.  The  contextual  aspects,               

however,  continue  to  lag  behind  and  the  one  that  lags  the  most  is  collocation  knowledge  (Figure                  

1.3).  This  shows  that  collocational  knowledge  of  a  word  develops  very  slowly  both  for  L1  and                  

L2  learners.  Additionally,  a  learner  must  be  able  to  correctly  use  the  word  to  achieve  what  is                   

called  productive  knowledge.  Reaching  this  level  is  generally  a  slow  process,  as  suggested  by                

several   studies   on   the   matter   (Durrant   &   Schmitt,   2009;   Li   &   Schmitt,   2010).     
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Figure   1.2   -   Developing   knowledge   of   a   word.   
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Figure   1.3.    Advanced   knowledge   of   a   word.   
  

  

Collocation  knowledge  was  tested  in  a  study  by  González  Fernándes  &  Schmitt  (2015).  The                

participants  of  the  study  were  108  Spanish  L2  learners  with  an  age  span  of  18-64  years  and                   

English  as  their  TL.  36  of  the  informants  were  given  formal  English  instruction  at  the  time  of  the                    

study,  while  the  rest  were  not.  The  study  explains  how  the  arbitrary  nature  of  collocations  makes                  

it  hard  to  craft  a  representative  sample  of  common  collocations,  and  that  no  such  list  exists                  

anyway.  Therefore,  González  Fernándes  and  Schmitt  opted  for  a  statistical  approach  when              

constructing  their  collocation  knowledge  test.  The  used  statistics  were  t-score,  MI-score  and              

wide  range  of  frequency 3 .  The  test  was  based  on  the  PCK  (Productive  Collocation  Knowledge)                

approach,  in  which  the  informants  received  full  sentences  in  their  L1,  as  well  as  English                 

translated  sentences  with  blank  words  where  the  collocations  should  have  been.  To  complete  the                

test,  the  informants  were  supposed  to  write  the  correct  node  word  and  its  collocate  in  the  English                   

sentences.  The  authors  continued  by  constructing  a  three  phased  pilot  test,  which  initially               

included  96  collocations.  After  the  pilot  testing,  50  collocations  remained.  When  executing  the               

actual  test,  the  informants  also  responded  to  a  questionnaire  which  included  questions  on  how                

much  time  they  spent  on  various  activities  in  English.  This  included  reading,  watching               

TV/movies,  using  social  media,  visiting  English  speaking  countries  and  listening  to  music  -               

essentially  the  EE  activities  described  by  Sundqvist  (2009).  In  the  collocation  test,  the  informants                

had  an  average  score  of  56.6%.  González  Fernández  &  Schmitt  concludes  that  their  informants                

had  substantial  knowledge  on  collocations.  The  9  informants  that  scored  higher  than  80.0%  also                

showed  that  they  were  exposed  to  a  substantial  amount  of  English  in  their  spare  time.  This  led                   

the  authors  to  the  conclusion  that  there  is  a  strong  connection  between  collocation  knowledge                

3  t-score,   MI-score   and   frequency   will   be   further   explained   in   section   3.2.1   
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and  engagement  in  English  activities.  This  connection  is  suggested  to  be  stronger  than  the                

relationship  between  collocation  knowledge  and  the  number  of  years  spent  in  formal  English               

education.     

  

Another  noteworthy  study  that  aimed  to  investigate  the  relationship  of  L2  learners  and               

collocations  was  made  by  Siyanova  &  Schmitt  (2008).  In  their  multi-study  analysis  the  authors                

conducted  three  separate  studies  into  various  aspects  of  the  subject.  The  first  study  aimed  to                 

determine  if  L2  learners  produce  a  large  number  of  appropriate  collocations  in  their  academic                

writing,  compared  to  native  speakers  of  English.  This  study  employed  a  corpus-based  approach               

where  810  different  adjective-noun  collocations  were  extracted  from  the  Russian  sub-corpus  of              

the  International  Corpus  of  Learner  English  (ICLE).  This  sub-corpus  consisted  of  essays  written               

by  31  Russian  university  students  from  Moscow  Lomonosov  State  University.  The  students’  (6               

male,  25  female)  ages  ranged  from  19  to  36  years  old  and  all  of  them  had  been  studying  English                     

for  6  to  12  years.  To  build  a  better  perspective,  the  authors  also  consulted  a  native  equivalent  to                    

the  ICLE  corpus  -  the  Louvain  Corpus  of  Native  English  Essays  (LOCNESS).  The  essays  therein                 

were  all  written  by  native  English  speaking  students  at  Marquette  University  (ages  18-21,  gender                

distribution  unknown).  806  adjective-noun  collocations  were  extracted  from  the  LOCNESS            

corpus.   Finally,   the   British   National   Corpus   (BNC)   was   consulted   to   determine   the   frequency     

  

         Figure   2,   results   from   study   1   (Siyanova   &   Schmitt,   2008)   
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and   MI-score   of   the   collocations.   This   resulted   in   data   that   showed   that   a   large   percentage   

(75.3%)  of  the  L2  learners’  collocations  occurred  at  least  once  in  the  BNC  corpus  and  that  a                   

significant  percentage  (44.6%)  could  be  considered  native-like  and  appropriate.  Compared  to  the              

number  of  appropriate  collocations  in  native  speaker  essays  (53.2%),  the  authors  found  that  there                

was  no  statistical  significance  in  the  difference,  i.e.  native  speakers  are  not  more  likely  to                 

produce   a   greater   number   of   appropriate   collocations   than   L2   learners   (see   Figure   2).   

  

The  second  study  presented  in  Siyanova  &  Schmitt  (2008)  aimed  to  explore  how  L2  learners  of                  

English  compared  to  native  speakers  in  their  judgements  of  frequent,  less  frequent,  and               

infrequent  collocations.  To  do  this,  the  authors  constructed  a  list  of  31  frequent  and  31  infrequent                  

collocations  which  were  mixed  and  handed  to  the  participants  of  the  study,  consisting  of  60                 

native  speakers  of  English  and  60  L2  learners  of  English  (51  male,  69  female,  ages  18-54).  The                   

participants  were  then  asked  to  rate  the  list  of  62  collocations  based  on  their  commonness  in  the                   

English  language  on  a  scale  of  1-6,  where  a  lower  number  means  that  the  collocation  is  less                   

frequent.  To  add  nuance  to  the  results,  the  authors  also  catalogued  how  much  exposure  to  natural                  

English  the  L2  learners  had,  be  it  through  extended  stays  abroad  or  other  means  of  language                  

immersion.  The  findings  of  the  study  show  that  native  speakers  are  more  accurate  than  L2                 

learners,  not  only  in  pointing  out  the  extremes  (see  Figure  3)  but  also  in  accurately  judging  the                   

in-between  collocations.  Additionally,  the  study  found  that  the  L2  learners  that  had  more               

exposure  to  natural  English  were  more  accurate  than  their  fellow  L2  learners  that  had  little  to  no                   

exposure.   

  

               Figure   3,   results   from   study   2   (Siyanova   &   Schmitt,   2008)   
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The  third  and  final  study  set  out  to  determine  how  quickly  the  judgments  of  the  second  study                   

were  made  by  both  L2  learners  and  native  speakers  of  English.  In  order  to  accomplish  this,  a                   

computer  program  was  written  to  record  the  speed  of  the  response  from  each  participant.  The  54                  

participants  of  this  study,  27  each  of  L2  learners  and  native  speakers  (17  male,  37  female,  ages                   

19-44),  were  presented  with  the  same  set  of  collocations  as  the  participants  of  the  second  study.                  

The  participants  of  this  study  were  presented  with  the  collocations  in  the  same  order  as  the                  

participants  of  the  second  study  and  asked  to  rate  their  commonness.  Unlike  the  previous  study,                 

however,  the  focus  of  this  study  was  on  how  quickly  the  participants  provided  an  answer.  No                  

regard  was  given  to  their  accuracy.  The  results  show  that  L2  learners  are  slower  than  native                  

speakers  regardless  of  how  frequent  the  collocation  is.  However,  the  results  also  show  that  both                 

native  speakers  and  L2  learners  are  slower  to  provide  an  answer  when  the  collocation  is  more                  

infrequent   (see   Figure   4).     

  

The  findings  of  Siyanova  &  Schmitt  (2008)  show  that  learners  of  English,  L1  and  L2  learners                  

alike,  very  slowly  develop  the  collocation  aspect  of  a  word,  thereby  supporting  the  three-stage                

process  described  by  Schmitt  (2010).  Collocation  knowledge  is  likely  the  last  thing  that  a  learner                 

will  fully  acquire,  if  they  ever  reach  such  a  point  at  all.  While  the  studies  by  González  Fernández                    

&   Schmitt   (2015)   and   the   first   of   the   three   studies   in   Siyanova   &   Schmitt   (2008)   suggest   that   L2   

learners  in  general  have  more  collocation  knowledge  than  commonly  thought,  it  is  unlikely  they                

will  ever  reach  the  potential  of  an  L1  learner.  This  can  be  explained  by  the  difference  in                   

frequency  of  input  -  an  L2  learner  will  not  naturally  encounter  collocations  and  their  appropriate                 

use  as  often  as  an  L1  learner  does,  since  an  L1  learner  is  immersed  in  the  TL  at  all  times.  This  is                        

further  supported  by  the  second  study  presented  in  Siyanova  &  Schmitt  (2008),  as  their  results                 

suggested  that  an  L2  learner  that  has  more  exposure  to  the  TL,  in  this  case  English,  will  have  a                     

more   developed   intuition   regarding   collocations.   

  Figure   4,   results   from   study   3   (Siyanova   &   Schmitt,   2008)   
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Although  any  aspect  of  L2  students’  vocabulary  would  be  interesting  and  meaningful  to  examine                

in  the  present  study,  collocations  are  particularly  interesting  due  to  a  lack  of  formal  teaching  of                  

collocations  as  a  whole  in  Swedish  schools  (Gyllstad,  2007).  This  is  taken  even  further  by  the                  

notion  that  collocations  are  more  frequently  used  than  other  frozen  form  aspects  of  the  English                 

language,  such  as  idiomatic  expressions,  yet  collocations  are  not  as  commonly  researched,              

investigated   or   taught   (Bonk,   2000).   

  

There  are  studies  that  suggest  there  are  ways  to  explicitly  teach  and  test  collocations  (Snoder,                 

2019),  meanwhile  other  studies  claim  that  it  is  unrealistic  to  teach  collocations  in  a  structured                

and  systematic  way  due  to  their  arbitrary  nature  as  well  as  the  sheer  number  of  collocations  to                   

learn  without  any  sort  of  system  to  use  as  a  guideline  (Gyllstad,  2007;  Bonk,  2000).  While  there                   

is  room  for  interpreting  collocations  as  being  part  of  the  curriculum  for  English  in  Swedish                 

schools,  there  are  no  overt  instructions  to  teach  collocations  in  particular.  A  teacher  will  rarely                 

dedicate  precious  time  to  teaching  an  aspect  of  the  English  language  that  is  essentially  a  mental                  

form  of  muscle  memory  (Snoder,  2019),  especially  if  that  aspect  is  not  explicitly  demanded  by                 

the  Swedish  National  Agency  for  Education.  The  issue  of  a  lack  of  formal  teaching  of                

collocations  can  also  be  described  by  a  discovery  made  by  Bonk  (2000)  -  many  instructors  are                  

not  even  aware  of  the  concept  of  collocations.  Despite  this,  knowledge  of  collocations  is  an                 

important  part  of  elevating  one’s  language.  This  is  especially  true  for  L2  learners  who  aspire  to                  

reach  a  proficiency  beyond  a  beginner  level  (McKeown  &  Radev,  2000).  With  the  lack  of  formal                  

teaching  in  mind,  it  stands  to  reason  that  students  who  are  knowledgeable  in  collocations  must                 

have  gained  this  knowledge  from  somewhere  in  their  lives  outside  of  their  formal  education.                

This  falls  in  line  with  the  suggestion  made  by  Gyllstad,  that  it  is  up  to  the  learners  themselves  to                     

take  responsibility  for  learning  collocations.  Teachers  and  instructors  can  draw  attention  to  the              

concept  and  phenomenon,  but  it  is  not  feasible  to  dedicate  classroom  time  to  explicit  teaching  of                  

collocations.  If  possible,  teaching  collocations  could  be  limited  to  pointing  out  frequently  used  or                

problematic  ones  (Gyllstad,  2007).  This  suggestion  is  further  supported  by  Bonk  (2000),  who               

reasons  that  beginner  and  intermediate  level  L2  learners  may  not  be  able  to  pay  attention  to                  

which  words  are  conventionally  combined.  This  means  that  a  teacher  pointing  out  common               

collocations  when  they  appear  could  move  the  learning  of  collocations  from  passive,  incidental               

learning  to  a  more  active  form  of  learning.  The  notion  of  active  over  passive  collocation  learning                  

is  also  found  in  Boers,  Lindstromberg  &  Eyckmans  (2014).  In  this  article,  an  attempt  was  made                  

to  explain  some  of  the  reasons  behind  L2  learners’  difficulties  with  collocations.  The  article                

states  that  attention  itself  is  not  enough  to  create  a  more  permanent  form  of  knowledge,  the                  
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collocations  need  to  be  processed.  However,  the  very  same  article  also  claims  that  working                

incorrectly  can  potentially  worsen  the  learners’  knowledge  and  solidify  incorrect  information  and              

ideas.  This,  combined  with  Bonk’s  discovery  that  some  instructors  are  not  even  aware  of                

collocations,  makes  for  a  situation  where  students  either  do  not  learn  collocations  at  all  or  learn                  

them   in   an   incorrect   manner.   

  

Without  the  help  of  a  teacher,  an  L2  learner  who  has  not  been  introduced  to  the  concept  of                    

collocations  will  be  entirely  reliant  on  their  incidental  learning.  As  pointed  out  by  Snoder  (2019),                 

many  teachers  find  that  it  is  more  productive  to  teach  the  grammar  of  the   target  language  (TL)                   

than  pure  TL  vocabulary.  This  leads  to  situations  where  students  who  are  unsure  of  a  collocation                  

will  transfer  their  L1  collocations  to  the  L2,  often  leading  to  incorrect  results  (Snoder,  2019;                 

Bonk,  2000).  Furthermore,  L2  learners  are  prone  to  use  what  Snoder  refers  to  as  “collocational                 

teddybears”.  These  are  the  collocations  that  the  L2  learner  knows  and  often  defaults  to  because                 

they  feel  safe  in  using  them,  rather  than  pushing  themselves  to  use  collocations  they  are  less                  

confident  with.  This  will  be  the  case  even  if  the  comfortable  collocation  is  far  less  appropriate                  

than   one   that   the   L2   learner   is   not   as   confident   with   (Snoder,   2019).   

  

The  previous  research  that  has  been  presented  in  this  section  all  share  very  similar  findings,                 

namely  that  fully  learning  L2  collocations  is  a  difficult  and  time-consuming  process.  This  holds                

true   even   when   collocations   are   taught   explicitly,   which   is   seemingly   uncommon.     

  

  

3.   The   present   study   
3.1   Research   questions   addressed   

Given  how  previous  research  suggests  that  EE  habits,  including  gaming,  indeed  affect  the               

vocabulary  knowledge  of  L2  learners,  the  first  research  question  for  the  present  study  was                

formulated   as   follows:     

  

Does   gaming   affect   students’   knowledge   of   collocations   in   a   positive   way?     

  

This  research  question  is  based  on  the  authors’  anecdotal  evidence  of  how  playing  games  has  a                  

positive  effect  on  students’  different  L2  skills.  Students  with  experience  in  online  gaming  will                

have  had  a  platform  for  English  practice  through  both  input  and  output  outside  a  school  setting,                  
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since  many  online  games  demand  communication  through  text  or  oral  input.  Students  who  solely                

engage  in  single  player  COTS  games  will  also  have  had  a  platform  for  English  practice,  albeit  a                   

more  receptive  kind  than  those  who  take  part  in  online  gaming.  Based  on  the  above,  as  well  as                    

previous  research  on  the  positive  relationship  between  COTS  games  and  English  vocabulary,  the               

hypothesis  of  the  present  study  is  that  there  is  a  link  between  gaming  habits  and  an  increased                   

knowledge   of   collocations.     

  

When  formulating  the  first  research  question,  a  potential  issue  arose.  There  might  be  students                

who  spend  little  to  no  time  on  digital  games  yet  achieve  a  high  score  on  the  collocation  test.                    

Because   of   this,   an   additional   research   question   was   formulated:   

  

Can  other  EE  activities  also  affect  students’  knowledge  of  collocations  in  a              

positive   way,   and   if   so,   to   what   degree?   

  

This  research  question  is  based  on  the  findings  of  Sundqvist  (2009)  and  González  Fernández  &                 

Schmitt  (2015),  as  both  have  found  that  EE  activities  in  general  affect  L2  learners’  vocabulary                 

knowledge.   

  

3.2   Material   

In  order  to  collect  material  for  the  present  study,  a  test  and  a  questionnaire  were  created.  Both                   

were  built  in  Google  Forms,  an  online  tool  for  creating  questionnaires  and  tests,  for  the  purpose                  

of  gathering  data.  It  also  includes  various  tools  for  analysing  the  data  gathered.  Both  parts  of  this                   

study   were   constructed   in   a   single   form   for   ease   of   access   and   ease   of   analysis.   

  

3.2.1   Collocation   test   

The  first  step  of  constructing  the  collocation  test  was  to  decide  how  to  test  the  knowledge  of  the                    

informants.  There  are  two  main  ways  to  approach  collocation  testing  -  Receptive  Collocation               

Knowledge  (RCK)  and  Productive  Collocation  Knowledge  (PCK).  In  RCK  testing,  the             

informants  are  provided  with  a  node  word  and  are  tasked  with  picking  the  correct  collocate  for                  

that  node  in  the  form  of  a  multiple  choice  question.  The  node  word  can  be  presented  in  a                    

sentence  or  entirely  on  its  own.  In  PCK  testing  the  informants  are  instead  given  an  incomplete                  

sentence,  where  a  collocate  is  missing,  or  a  sentence  in  their  L1.  They  are  then  tasked  to                   

complete  the  sentence  by  supplying  the  correct  collocate  or  to  translate  the  sentence  into  the  L2,                  

depending  on  the  structure.  Snoder  (2019)  states  that  while  L2  learners  are  more  proficient  in                 
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RCK  testing,  the  results  of  PCK  testing  are  more  easily  linked  to  the  general  L2  knowledge  of                   

the  informants.  Additionally,  a  PCK  test  forces  the  informant  to  truly  show  their  knowledge  of                 

the  specific  collocation  as  they  cannot  paraphrase  their  way  out  of  the  situation.  Due  to  the                  

nature  of  an  RCK  test,  the  authors  of  the  present  study  found  that  the  risk  of  students  simply                    

guessing  the  correct  answer  might  compromise  the  reliability  of  the  test  results.  Therefore,  a                

PCK   test   structure   was   chosen.   

  

The  test  consists  of  twenty  collocations  with  varying  degrees  of  frequency,  MI-score  and  t-score.                

These  collocations  were  selected  through  a  corpus-based  approach.  Potential  collocations  for  the              

test  were  found  by  looking  at  various  sources  such  as  previous  research  on  collocations                

(Bruening,  2020;  Snoder,  2019)  as  well  as  internet  sources  (Cambridge  University  Press,  2021).               

Once  a  candidate  had  been  found,  the  word  combination  was  processed  through  a  corpus.  A                 

considerable  number  of  COTS  games  are  produced  in  the  United  States  thus  the   Corpus  of                 

Contemporary  American  English ,  COCA,  was  used  for  this  process  (Davies,  2019).  Furthermore,              

a  vast  number  of  COTS  games  produced  outside  of  the  US  use  American  English  over  other                  

variants   of   English.   This   solidifies   the   validity   of   using   COCA   over   another   corpus.   

  

Snoder  (2019)  presents  several  criteria  for  what  constitutes  a  collocation  from  a             

frequency-oriented  point  of  view.  First,  the  frequency  of  the  word  combination  needs  to  exceed  a                 

minimum  of  3-5  occurrences.  Next,  the  word  pair  needs  to  achieve  an   MI-score 4  of  3  or  higher  to                    

be  considered  a  collocation.  Both  were  provided  by  the  COCA  website  used  for  this  study                 

(Davies,  2019).  These  two  criteria  became  the  first  filter  when  sorting  potential  collocations.  If  a                 

potential  collocation  did  not  fulfil  both  of  the  criteria,  it  was  discarded.  A  third  criteria,  a   t-score 5                   

of  2  or  higher,  is  also  suggested  by  Snoder.  However,  this  statistic  was  not  provided  through  the                   

COCA   website   and   was   consequently   left   out   of   the   initial   filter.   

  

After  filtering  potential  collocates  through  the  COCA  website,  they  were  tested  using  BNCweb,               

which  is  a  web-based  interface  to  the  British  National  Corpus  (Hoffman  et  al.,  2008).  While                 

many  COTS  games  are  produced  in  American  English,  there  are  still  a  considerable  number  of                 

COTS  games  produced  using  British  English.  Although  the  results  and  statistics  varied  slightly               

4  MI-score,   or   Mutual   Index   score,   is   a   measure   of   how   often   the   two   words   of   the   collocation   occur   together.   The   
higher   the   MI-score,   the   more   often   the   two   words   occur   together.   
  

5  The   t-score   of   a   word   pair   is   found   through   mathematical   calculations   based   on   the   Observed   Frequency   and   
Expected   Frequency   of   a   word   pair.   Similarly   to   MI-score,   the   higher   the    t-score   is   the   more   likely   the   word   pair   is   
to   be   an   actual   collocation.   
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between  COCA  and  BNCweb,  all  of  the  collocations  that  passed  through  the  initial  sorting  were                 

also  confirmed  to  be  collocations  according  to  BNCweb.  An  additional  benefit  of  utilising               

BNCweb  as  a  second  filter  was  the  inclusion  of  t-score  in  the  results  produced,  which  provided                  

an  additional  layer  of  validity.  This  also  ensured  that  the  collocations  were  real  collocations,  as                 

relying  solely  on  MI-score  or  solely  on  t-score  can  be  problematic  (Snoder,  2019).  This  process                 

of  selection  through  the  use  of  frequency,  MI-score  and  t-score  mirrors  the  methodology  of                

Fernández   González   &   Schmitt   (2015).   

  

Once  this  process  was  finished  the  resulting  list  was  further  sorted  according  to  the                

phraseological  view  (Snoder,  2019).  This  means  that  rather  than  looking  at  the  word  pairs  in                 

terms  of  statistics,  the  selected  collocations  were  sorted  based  on  the  substitutionality  and               

semantic  transparency  of  the  two  words.  The  collocations  that  fell  into  the  category  of  free                 

combinations  were  discarded  in  favour  of  using  restricted  collocations  in  the  test.  From  this  list                 

of  restricted  collocations,  twenty  were  selected  randomly  to  be  used  in  the  test.  While  more                 

collocations  would  generate  more  data,  a  larger  test  would  be  too  taxing  on  the  students  as  well                   

as  their  teachers’  lesson  plans.  Additionally,  more  data  entries  do  not  always  result  in  a  better                  

dataset.   

  

The  twenty  collocations  were  then  put  into  context  by  the  authors.  This  was  done  by  constructing                  

a  sentence  around  each  collocation.  After  this,  one  of  the  words  in  each  of  the  collocations  was                   

replaced  with  a  blank  space.  A  Swedish  translation  of  the  complete  sentence  was  then  produced                 

and  presented  along  with  the  incomplete  sentence  in  English.  The  aim  of  this  structure  was  to                  

eliminate  potential  confusion  and  to  guide  the  students  in  the  correct  direction,  without  giving                

them  the  answer.  In  all  twenty  questions  the  node  word  of  the  collocation  was  selected  to  remain                   

visible  to  the  students,  prompting  them  to  provide  the  collocate.  In  all  but  one  of  the  questions                   

this  resulted  in  a  structure  where  the  blank  space  was  located  before  the  node  word,  the                  

exception  being  “cursory  glance”.  In  the  case  of  this  particular  collocation,  “cursory”  was  found                

to  be  the  correct  node  word  as  using  “glance”  as  a  node  word  would  produce  far  too  many                    

possible  collocates  which  would  consequently  move  the  collocation  from  restricted  to  free              

combination.  Finally,  the  twenty  questions  were  sorted  in  an  order  of  increasing  difficulty.  This                

order  was  initially  achieved  through  sorting  according  to  the  statistical  scores  of  each               

collocation,  using  frequency  as  the  primary  guideline.  MI-score  was  used  when  two  or  more                

collocations  had  similar  frequency.  In  these  cases,  the  collocation  with  the  highest  MI-score               

would   appear   earlier   in   the   test.   
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Before  the  test  was  finalised,  it  was  considered  from  a  familiarity  standpoint.  In  comparison  to                 

an  L1  user,  the  L2  user  will  not  have  had  the  same  exposure  to  the  second  language  as  a  native                      

speaker.  They  will  more  often  meet  unfamiliar  lexical  items.  Albrechtsen  et.  al  (2008)  discusses                

a  learner’s  commonly  occuring  experience  of  having  trouble  finding  the  correct  word  to  use                

when  speaking  or  writing.  A  native  speaker  will  generally  be  more  consistent  when  identifying                

common  collocations  in  comparison  to  a  second  language  speaker  because  of  their  experience  in                

using  the  language.  When  constructing  the  test,  the  authors  used  a  corpus  based  on  native                 

English  texts  to  sort  which  collocations  were  common  among  native  speakers.  Since  the  study  is                 

based  on  respondents  from  Swedish  schools,  familiarity  will  vary  in  comparison  to  native               

speakers.  In  the  case  of  this  study,  familiar  collocations  are  based  on  which  lexical  pairs  occur                  

throughout  Swedish  school,  as  well  as  culture  and  everyday  life.  The  one  collocation  that  stood                 

out  as  massively  incorrectly  placed  was  “fast  food”.  Due  to  its  relatively  low  frequency  it  had                  

been  placed  in  the  latter  half  of  the  test  among  other  low  frequency  collocations  such  as  “wreak                   

havoc”  and  “ultimate  goal”.  This  positioning,  while  statistically  sound,  was  perceived  as              

incorrect.  To  determine  whether  the  collocation  should  be  moved  or  not  a  pilot  test  was                 

performed.  The  unfinished  test  was  handed  out  to  close  friends  and  family  members  of  the                 

authors,   presented   in   Table   1.   

  

The  pilot  test  confirmed  the  suspicion  that  “fast  food”  had  a  higher  number  of  correct  answers                  

compared  to  other  collocations  with  similarly  low  frequency.  This  is  potentially  a  consequence  of                

this  particular  collocation  having  a  close  counterpart  in  Swedish.  The  structure  of  the  test’s                

collocations  was  therefore  altered  in  accordance  to  familiarity  among  the  pilot  testers.  Outside  of                

“fast   food”,   no   collocations   required   adjusting   in   terms   of   familiarity.   

  

  

     Table   1   -   pilot   test   respondents   
  
  

3.2.2   Questionnaire   

Cataloguing  the  EE  habits  of  test  participants  through  a  questionnaire  is  an  established  strategy                

of  data  gathering  (Fernández  González  &  Schmitt,  2015;  Sundqvist,  2009,  Sundqvist  &  Sylvén,               
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2012).  The  questionnaire  was  created  with  the  intention  of  having  a  way  to  sort  and  separate  the                   

test  answers  based  on  various  criteria.  These  criteria  were  age  and  gender,  as  well  as  the  time                   

spent  on  various  EE  activities  -  digital  games,  including  mobile  games,  visual  media  such  as                 

movies  and  online  video  clips,  reading,  and  general  web  sites  such  as  blogs,  forums,  and  social                  

media,  including  any  app  versions  available.  These  various  activities  were  included  in  the  study                

to  provide  an  alternative  explanation  in  case  students  performed  well  on  the  collocations  test                

despite  spending  little  to  no  time  on  digital  games,  as  per  the  second  research  question  that  was                   

formulated.  The  time  spent  on  each  activity  was  divided  into  incrementally  greater  chunks  of                

time,  starting  at  increments  of  two  hours,  then  five  hours,  and  finally  ten  hours.  This  structure                  

allows  for  greater  precision  in  answers  where  it  matters.  It  stands  to  reason  that  the  difference                  

between  spending  one  hour  and  spending  eight  hours  per  week  on  an  activity  is  far  greater  than                   

the  difference  between  spending  thirty-one  hours  and  thirty-eight  hours  per  week  on  that  same                

activity.  Furthermore,  the  activities  were  specified  to  English  variants.  Thus,  time  spent  on               

Facebook  with  the  language  set  to  Swedish  would  not  count  towards  total  time  spent  on  social                  

media.  Similarly,  time  spent  watching  movies  in  Swedish  would  not  count  towards  time  spent  on                 

visual   media.     

  
3.3   Method   and   Informants   

3.3.1   Informants   

A  total  of  94  informants  from  three  different  schools  in  the  southwestern  region  of  Sweden                 

participated  in  the  study.  Out  of  these  94  informants,  7  chose  to  not  go  through  with  the  entire                    

study.  Thus,  the  sample  size  for  the  present  study  is  87  students,  providing  adequate  data  on                  

which   conclusions   can   be   drawn.   

  

The  questionnaire  required  the  informants  to  state  their  gender  and  age  (Table  2).  Examining                

gender  in  connection  to  gaming  and  collocation  use  could  give  a  greater  variety  of  data,  which  is                   

why  this  information  was  included.  The  schools  that  received  the  form  consisted  of  two  upper                 

level  compulsory  schools  (ages  13-15)  and  one  upper  secondary  school  (ages  16-19).  This  means                

that  the  age  span  of  the  informants  ranges  from  13  years  old  to  19  years  old.  All  the  informants                     

did   the   same   test.   
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          Table   2   -   informants’   ages   and   genders   
  

  

3.3.2   The   circumstances   of   the   study   

The  data  for  this  study  was  collected  in  April,  2021.  This  was  during  the  global  pandemic  of                   

COVID-19,  which  complicated  the  process  of  data  collection.  If  the  authors  were  to  be  present  in                  

the  classrooms  while  students  answered  the  questionnaires  and  did  the  test,  the  risk  of  students                 

cheating  by  checking  online  dictionaries  and  other  sources  would  be  minimised.  However,  as  this                

was  not  possible  due  to  the  pandemic  and  its  related  restrictions,  data  collecting  had  to  be  done                   

online   through   the   application   Google   Forms.     

  

The  responsibility  to  prevent  students  from  cheating  was  thereby  put  in  the  hands  of  the  teachers.                  

This  means  that  cheating  might  exist  without  the  authors’  knowledge.  The  risk  of  informants                

resorting   to   cheating   will   be   taken   into   consideration   when   drawing   conclusions.   

  

3.3.3   Constructing   and   distributing   the   instructions   of   the   questionnaire   and   test     

Both  the  questionnaire  and  collocations  test  had  instructions  included  at  the  top  of  each  part  of                  

the  form.  The  questionnaire  described  the  intention  of  the  study,  as  well  as  a  short  description  of                   

what  collocations  are.  The  instructions  also  included  a  disclaimer  on  how  the  results  of  the  test                  

would  not  affect  the  students’  grades,  and  that  their  teacher  would  not  have  access  to  the  results                   

of  the  study.  Without  the  disclaimer,  the  students’  reception  of  the  test  could  be  negative,  since  it                   

would  be  interpreted  as  a  surprise  exam.  When  sending  out  the  forms  to  the  different  teachers,                  

they  were  instructed  to  explicitly  inform  the  students  about  the  disclaimer  and  the  intention  of                 

the  test  in  addition  to  the  written  instructions  and  disclaimers.  These  instructions  were  given  to                 

make  sure  that  the  students  were  completely  aware  of  what  they  were  doing,  and  for  what                  

purpose,   when   responding   to   the   study.     
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Total   no.   of   respondents   87   

Male   29   

Female   56   

Prefer   not   to   say   2   

Age   13   14   15   16   17   18   19   

No.   of   respondents   3   21   18   21   18   4   2   



  

The  instructions  of  the  collocations  test  were  structured  to  provide  the  students  with  adequate                

information  of  what  they  were  supposed  to  do.  For  the  purpose  of  this  test,  the  informants  were                   

not  required  to  be  able  to  identify  collocations  as  a  linguistic  phenomenon.  Regardless  of                

awareness,  collocations  and  their  use  are  a  substantial  part  of  what  makes  a  native  speaker  sound                  

more  natural.  Students  that  are  knowledgeable  with  the  different  collocations,  either  consciously              

or  subconsciously,  will  therefore  think  of  them  naturally  when  doing  the  collocations  test               

(Snoder,  2019).  It  is  not  necessary  for  students  in  upper  level  compulsory  school  and  upper                 

secondary  school  to  be  able  to  describe  what  a  collocation  is.  However,  as  stated  in  previous                  

sections,  students  aiming  for  a  higher  level  of  proficiency  ought  to  know  commonly  occuring                

collocations   by   heart.   

  

To  collect  more  quantitative  data,  the  teachers  who  worked  with  the  authors  were  encouraged  to                 

distribute  the  form  to  other  English  teachers  in  the  same  school.  All  the  schools  have  teaching                  

platforms  where  teachers,  students,  and  parents  have  access  to  information  and  material  which  is                

relevant  to  different  classes  and  subjects.  The  form  could  have  been  distributed  on  the  teaching                 

platform  but  the  authors  deemed  it  necessary  for  students  to  do  the  collocation  test  with  the                  

monitoring  and  support  of  a  teacher.  In  an  attempt  to  guarantee  data  where  students  had  not                  

resorted  to  cheating  in  any  way,  the  form  was  distributed  to  teachers  with  an  included  instruction                  

on  how  to  do  the  test.  Additionally,  the  teachers  were  given  a  direct  way  of  contacting  the                   

authors  by  the  means  of  mobile  phone  numbers  and  email  addresses.  The  authors  also  offered  to                  

be  present  for  the  tests  that  were  done  via  online  platforms  such  as  Zoom  or  Microsoft  Teams,                   

although  none  of  the  teachers  took  advantage  of  this  offer.  Additionally,  given  the  sample  size  of                  

the  present  study  in  comparison  to  the  size  of  the  classes  of  the  teachers  who  were  contacted,  it  is                     

likely   that   the   teachers   did   not   pass   the   test   on   to   their   colleagues.   

  

4.   Results   and   discussion     
The  results  and  discussions  have  been  divided  into  a  number  of  subsections,  in  which  the                 

relevant   aspects   of   the   collected   data   will   be   examined.     

  
4.1   Method   of   analysis   

The  analysis  of  the  data  is  based  on  correct  answers  as  well  as  age,  gender  and  weekly  time  spent                     

on  digital  games  and  other  EE  activities.  The  correct  answers  have  been  converted  into  a                 

percentage  value  and  a  point  average  has  been  calculated  for  each  age  bracket.  The  results  have                  

primarily  been  sorted  by  age  and  gaming  habits  in  correlation  to  correct  answers  in  order  to                  

25   



  

output  data  that  is  relevant  to  the  present  study’s  research  question.  Each  correct  answer  in  the                  

test  was  awarded  with  one  point  for  a  total  of  20  points  maximum.  Points  were  awarded  when                   

the  answer  included  the  correct  collocate  and  correct  spelling.  In  the  cases  where  there  were                

spelling  errors  a  point  was  awarded  if  the  spelling  did  not  change  the  target  collocate  into  a                  

different  word.  As  an  example,  a  point  would  be  awarded  for  “unconditionall  (love)”  but  no                 

points  would  be  awarded  for  “depth  (sleep)”.  Furthermore,  an  alternative  to  the  collocate  word                

that  did  not  fulfill  the  all  of  the  criteria  used  when  constructing  the  test  (see  section  3.2.1),  e.g.                    

“torrential  (rainfall)”,  would  not  be  awarded  points.  Even  though  some  alternative  words  are               

acceptable  substitutes  according  to  the  phraseological  view,  the  authors  found  importance  in              

remaining  consistent  with  the  frequency-oriented  view.  Additionally,  awarding  points  for  these             

alternative   words   would   not   change   the   results   in   any   significant   way.   

  

Although  the  questionnaire  provided  data  regarding  several  EE  activities,  the  vast  majority  of               

students  reported  little  to  no  time  spent  on  activities  outside  of  gaming  and  visual  media.  The                  

few  outliers  does  not  make  for  enough  variation  in  data,  therefore  these  EE  activities  have  been                  

left  out  of  the  greater  analysis.  Similarly,  the  gender  of  the  respondents  was  found  to  have  no                   

impact   on   the   overall   results.   Consequently,   this   too   has   been   left   out   of   the   greater   analysis.   

  

4.2   Quantitative   analysis   of   the   test   results   

The  test  results  show  that  the  collocation  test  was  a  challenge  for  the  participants  in  the  present                   

study  (Tables  3  &  4).  Even  though  the  informants  were  asked  to  put  an  “X”  as  the  answer  to  the                      

collocations  they  had  no  knowledge  of,  a  vast  majority  of  the  responses  were  incorrect  ones                 

rather  than  “X”.  Since  the  informants  were  given  the  full  sentences  in  their  L1,  these  incorrect                  

responses  might  only  be  wild  guesses.  However,  a  number  of  informants  responded  with  words                

that  were  homophones  to  the  correct  answer.  These  responses  point  to  the  fact  that  a  number  of                   

informants  might  be  familiar  with  the  collocations  and  have  heard  them,  but  have  never  seen                 

them  in  written  form.  This  means  that  these  particular  students  would  likely  be  able  to  extract  the                   

meaning  of  a  sentence  using  these  collocations,  although  they  would  not  be  able  to  correctly                 

transcribe   said   sentence.   

  

Table   3   -   informant   answers   
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No.   of   
informants   

Total   no.   of   
answers   

Correct   
answers   

Incorrect   
answers   

Blank   answers   

87   1740   25.0%   (435)   46.8%   (815)   28.2%   (490)   



  

The  overall  low  scores  on  the  test  could  be  explained  by  previously  discussed  research  -                 

collocations  are  rarely  explicitly  taught  in  English  courses  as  there  are  no  efficient  methods  of                 

imparting  lasting  collocational  knowledge  (Bonk,  2000).  The  methods  that  do  exist  are  too               

inefficient  or  underdeveloped  to  be  feasible  teaching  tools  (Gyllstad,  2007).  Students’             

collocational   knowledge   is   therefore   likely   based   on   word   pairs   they   have   picked   up   under     

  

  

            Table   4   -   general   test   results   
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Correct   collocate   (node   word)   Correct   responses  Percentage   

fast   (food)   78/87   89.7%   

deep   (sleep)   68/87   78.1%   

big   (eater)   48/87   55.2%   

unconditional   (love)   41/87   47.1%   

thin   (air)   36/87   41.3%   

wide   (awake)   34/87   39.0%   

runny   (nose)   28/87   32.1%   

split   (second)   26/87   29.9%   

flying   (colours)   14/87   16.0%   

clean   (slate)   11/87   12.6%   

(cursory)   glance   10/87   11.5%   

breaking   (news)   9/87   10.3%   

vast   (majority)   6/87   6.9%   

ultimate   (goal)   4/87   4.6%   

spitting   (image)   4/87   4.6%   

wreak   (havoc)   4/87   4.6%   

ulterior   (motive)   3/87   3.4%   

heavy   (rainfall)   2/87   2.2%   

splitting   (hairs)   0/87   0%   

stark   (contrast)   0/87   0%   



  

circumstances  that  did  not  aim  to  teach  collocations  exclusively.  This  relates  to  Sylvén  &                

Sundqvist’s  (2009)  claim  that  vocabulary  can  be  improved  incidentally,  which  means  that  the               

increasing   vocabulary   is   a   consequence   of   exposure   to   English   outside   class.     

  

Incidental  and  intentional  learning  has  also  been  documented  by  Schmitt  (2010),  who  points  out                

that  even  though  intentional  learning  will  convey  a  deeper  learning  of  different  words  and                

contextual  relevance,  incidental  learning  will  give  students  a  vocabulary  that  is  used  out  of  a                 

school  context.   Even  though  the  test  included  items  of  varying  frequency,  the  L2  learners'                

knowledge  seem  largely  unpredictable  in  relation  to  the  collocations'  commonality .  They  might              

find  the  more  frequent  collocations  harder  and  the  less  frequent  collocations  easier,  based  on                

their  individual  familiarity.  They  might  also  possess  knowledge  of  some  collocations  that  are               

relevant  to  their  age  and  culture  that  the  authors  are  not  aware  of,  meaning  that  a  collocation  test                    

consisting  of  age  appropriate  collocations  might  have  produced  different  results.  As  Schmitt              

states,  L2  learners  are  all  individuals.  They  apply  different  strategies  when  learning  new  words.                

The  combination  of  Sundqvist’s  (2009)  findings  on  learners’  English  knowledge  in  relation  to               

EE  activities,  that  vocabulary  knowledge  goes  up  as  more  time  is  spent  on  EE  activities,  and                  

Schmitt’s  claims  that  students’  contextual  vocabulary  increases  incidentally  suggest  that  there             

should  be  a  connection  between  gaming,  as  it  is  an  EE  activity,  and  collocation  knowledge,  as                  

collocations   are   a   part   of   a   learner’s   vocabulary.     

  

A  relatively  small  number  of  collocations  had  a  high  rate  of  correct  answers.  These  include  “fast                  

(food)”  and  “deep  (sleep)”.  These  collocations  can  be  directly  translated  into  Swedish  and  are                

quite  common  which  means  the  familiarity  level  of  these  collocations  is  likely  fairly  high,  which                 

could  explain  the  number  of  correct  answers.  In  the  cases  where  students  offered  the  wrong                 

answers  to  these  collocations,  they  either  supplied  a  different  word  that  was  not  quite  satisfactory                 

to  keep  the  collocation  intact  without  changing  the  connotation  or  meaning  entirely,  e.g.  “junk                

(food)”,  or  provided  a  word  that  is  close  to  the  correct  collocate  but  not  close  enough  to  warrant                    

giving  the  informant  a  point,  e.g.  “depth  (sleep)”.  These  errors  were  found  in  all  age  groups,  ergo                   

the  age  of  the  L2  learner  has  seemingly  little  or  no  relevance  when  errors  such  as  these  occur                    

(see   section   4.4   for   further   discussion   on   age).     

  

The  poor  results  of  the  present  study  contradicts  the  findings  of  González  Fernández  &  Schmitt                 

(2015).   In  their  study  a  mean  score  of  56.6%  was  found,  which  is  quite  far  from  the  mean  score                      

found  in  the  present  study  (24.5%).  Similarly,  the  average  use  of  appropriate  collocations  in                
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Siyanova  &  Schmitt  (2008)  was  higher  (44.6%)  than  the  average  score  found  in  the  present                 

study.  The  reason  for  this  difference  could  be  explained  through  a  number  of  different  factors,                 

such  as  the  number  of  collocations  tested  or  the  nationality  of  the  informants.  The  more  likely                  

explanation,  however,  would  be  that  the  age  span  of  the  present  study  and  those  of  González                  

Fernández  &  Schmitt  (2015)  and  Siyanova  &  Schmitt  (2008)  is  vastly  different.  The  age  floor  is                  

lower  in  the  present  study  than  in  either  of  the  other  two  and  the  age  ceiling  is  far  higher  in  the                       

other  two  than  in  the  present  study.  No  amount  of  gaming  or  other  EE  activities  could  hope  to                    

outweigh  the  cumulative  experience  of  half  a  lifetime.  Additionally,  the  informants  in  the  study                

by  Siyanova  &  Schmitt  were  all  university  level  learners.  The  informants  of  the  present  study  are                  

still  only  beginner  to  intermediate  level  learners,  which  could  explain  why  their  collocational               

knowledge  lags  behind  that  which  is  found  in  other  similar  studies.  The  informants  of  the  present                  

study  might  still  only  be  on  the  first  or  second  stages  of  the  three  stages  detailed  by  Schmitt                    

(2010).   

  

To  further  solidify  the  idea  that  the  informants  of  the  present  study  are  positioned  early  in  the                   

stages  of  knowing  a  word  is  that  there  were  a  substantial  number  of  collocations  which  a  sizeable                   

majority  of  the  tested  students  did  not  recognise.  In  two  cases,  there  were  0  correct  answers                  

across  the  87  responses.  These  collocations  were  “stark  (contrast)”  and  “splitting  (hairs)”.  As               

stated  in  section  3.2.1,  the  collocations  were  positioned  in  relation  to  both  frequency,  MI-score                

and  the  results  of  the  pilot  test  for  familiarity.  Both  of  these  collocations  were  positioned  among                  

the  first  ten,  which  means  that  not  only  were  they  common  collocations  for  native  speakers,  but                  

they  were  familiar  to  the  pilot  testers  as  well.  In  the  case  of  “stark  (contrast)”,  a  majority  of                    

respondents  answered  “sharp  (contrast)”,  which  is  close  to  the  target  word  but  not  correct.  The                 

Swedish  translation  that  was  available  for  the  students  read  “skarp  (kontrast)”,  which  can  be                

directly  translated  to  “sharp  (contrast)”.  By  comparison,  the  collocation  “splitting  (hairs)”  had  no               

answers  that  were  even  remotely  close  to  the  target  word.  This  is  likely  due  to  the  fact  that  the                     

Swedish  equivalent  of  the  collocation  was  entirely  different  from  the  target  word.  The  direct                

translation  of  the  Swedish  phrase  would  read  “...if  you  keep  hanging  yourself  up  on  small                 

things.”  in  English. 6  This  resulted  in  the  most  common  response  of  “hanging  (hairs)”(9.2%,  8                

total  responses  variations  included).  These  findings  are  in  line  with  previous  research  on  L1                

effects  on  productive  L2  collocation  knowledge  (Snoder,  2019;  Bonk,  2000),  namely  that  the               

productive  collocation  knowledge  of  L2  learners  tends  to  be  negatively  affected  by  the  L1  when                

there  is  a  gap  in  the  learner’s  L2  knowledge.  The  informants  have  likely  seen  the  Swedish  word                   

6  Swedish:   “om   du   fortsätter   hänga   upp   dig   på   småsaker.”   
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in  the  translated  sentence  they  were  provided  with  and  opted  to  use  a  direct  translation  of  this                   

word,  thereby  creating  a  negative  L1  transfer.  In  addition  to  this,  there  are  several  cases  where                  

informants  have  answered  with  a  homophone  or  near  homophone  of  the  correct  answer,  e.g.                

“reek”  (4.5%)  or  “wreck”  (3.4%)  for  the  node  word  “havoc”.  Each  of  these  incorrect  answers                 

appear  as  often  or  nearly  as  often  as  the  correct  collocate  for  the  node,  wreak  (4.5%).  There  is  a                     

very  real  possibility  that  the  students  who  produced  homophonic  answers  would  have  been  able                

to  pick  the  correct  answer  if  the  collocation  test  followed  a  RCK  design  rather  than  the  present                   

PCK  design.  This  brings  to  mind  Snoder’s  (2019)  claim,  namely  that  students  struggle  more  with                 

PCK  testing  than  they  do  with  RCK  testing.  The  appearance  of  these  homophonic  answers                

justifies  the  use  of  the  PCK  structure,  as  the  correct  answers  found  in  the  test  are  likely  closer  to                     

the   actual   ability   of   the   informants.   

  

Another  interesting  aspect  of  the  results  is  that  certain  students  seem  to  have  resorted  to  cheating                  

on  the  test.  Even  though  the  test  included  a  disclaimer  about  the  teachers’  rather  passive  role  in                   

the  test  and  that  the  test  results  would  not  affect  their  grades,  there  were  a  few  cases  where  the                     

respondents  seem  to  have  used  Google  Translate  to  find  the  correct  answers  to  the  questions  (see                  

Table  5).  A  number  of  incorrect  answers  stood  out  as  uncommon  translations  to  the  Swedish                 

word  and  in  certain  cases  uncommon  in  English  overall,  in  addition  to  being  massively  out  of                  

place  in  the  sentence  as  a  whole.  These  strange  answers  prompted  the  authors  of  the  present                  

study  to  process  the  Swedish  words  through  Google  Translate,  which  resulted  in  an  output  of  the                  

very  same  words.  Even  though  Google  Translate  is  capable  of  translating  a  full  Swedish                

sentence,  which  would  result  in  the  correct  collocation,  a  simple  translation  of  the  collocate  in                 

Swedish  generates  exceptionally  incorrect  answers.  These  were  found  in  several  cases  (see  Table               

5).  A  number  of  students  seem  to  have  resorted  to  using  this  method  instead  of  answering  with                   

an  “x”  when  not  knowing  the  answer  to  a  given  question.  By  looking  at  individual  test  answers  it                    

seems  that  the  same  few  students  have  repeatedly  cheated  rather  than  several  students  cheating                

once   or   twice.   

  

Table   5   -   Examples   of   Google   Translate   responses   
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Swedish   collocate   word   Correct   answer     
(%   of   respondents)   

Google   Translate   response     
(%   of   respondents)   

övervägande   vast   (majority)   (6.9%)   predominant   (17.2%)   

bravur   flying   (colours)   (16.0%)   bravura   (9.1%)   



  

Of  course,  this  type  of  cheating  could  have  been  avoided  by  stricter  monitoring  of  the  test  and  a                    

more  immediate  presence  of  authoritarian  figures,  such  as  the  authors  themselves.  Due  to  the                

circumstances  of  the  study  most  of  the  informants  would  most  likely  have  taken  the  test  at  home,                   

which  undermines  the  effect  of  the  presence  of  a  figure  of  authority  such  as  a  teacher.  Another                   

factor  that  could  have  spurred  this  behavior  is  that  the  students  might  not  have  taken  their  time  to                    

read  the  test  instructions,  as  well  as  the  teacher  not  assisting  the  students  after  distributing  it  to                   

them.  When  the  involved  teachers  were  given  the  test  from  the  authors  a  set  of  instructions  was                   

included,  which  stated  that  the  teachers  were  supposed  to  give  the  students  the  test’s  disclaimer                 

orally  in  addition  to  the  written  disclaimer.  This  was  to  ensure  that  they  understood  for  whom                  

they  did  the  test,  as  well  as  what  for.  As  neither  of  the  authors  were  asked  to  be  present  for  any  of                        

the  tests,  there  is  no  way  to  guarantee  that  these  instructions  were  followed.  There  is  reason  to                   

believe  that  the  instructions  were  either  not  conveyed  properly  or  not  given  at  all,  due  to  the  fact                    

that  these  particular  answers  suggest  that  cheating  has  taken  place.  However,  since  the  test  was                 

done   with   only   the   English   teachers’   supervision   the   suspected   cheating   cannot   be   proved.   

    

4.3   Interpretation   of   the   results   with    the   help   of   the   questionnaire   

In  this  section  the  results  found  in  the  collected  data  will  be  put  into  perspective  by  linking  the                    

results  of  the  collocation  test  to  the  information  about  EE  activity  habits  from  the  questionnaire.                 

For  a  simpler  analysis  overview  of  the  test  results,  the  collected  data  were  divided  into  groups                  

depending  on  the  number  of  hours  spent  gaming  per  week.  These  groups  were  constructed  based                 

on  the  various  student  responses  to  the  questionnaire  (Table  6).  This  process  was  repeated,  this                 

time  with  the  aim  to  sort  the  data  according  to  the  informants’  reported  time  spent  on  visual                   

media  per  week  (Table  7).  The  reason  for  including  visual  media  in  particular  is  to  provide  an                   

answer   to   the   second   research   question   of   the   present   study.   

  

4.3.1   Gaming   

Even  though  the  majority  of  the  test’s  questions  had  a  low  number  of  correct  answers,  the                  

collected  data  show  a  clear  positive  connection  between  students’  gaming  habits  and  high  test                

results.  Informants  who  spend  10  hours  or  less  on  gaming  each  week  (groups  G1-G4)  generally                 

scored  lower  on  the  test.  On  the  other  hand,  informants  who  spent  more  than  10  hours  on  digital                    

games  (groups  G5-G9)  had  a  higher  score  on  the  test,  varying  from  only  slightly  higher  to  nearly                   

twice  as  high.  Groups  G6  and  G8  reported  more  time  spent  on  digital  games  yet  their  scores  were                    

only  slightly  better  than  groups  G1-G4.  A  potential  explanation  could  be  that  the  average  time                 
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spent  on  EE  activities  in  total  is  only  slightly  higher  in  groups  G6  and  G8  than  groups  G1-G4,                    

the   main   difference   is   how   the   time   is   allocated   across   the   various   activities.     

  

  

Table   6   -   Groups   based   on   hours   spent   playing   digital   games   

  

  

Table   7   -   Groups   based   on   hours   spent   watching   visual   media   
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Hours   spent   on   digital   games  Group   name   Points   in   group     
(max   points   available)   

Percentage   

Less   than   1     G1   65   (300)   21.7%   

1-2   G2   70   (320)   21.9%   

3-4   G3   56   (260)   21.5%   

5-10   G4   37   (140)   26.4%   

11-15   G5   46   (140)   32.9%   

16-20   G6   36   (160)   22.5%   

21-30   G7   54   (149)   38.6%   

31-40   G8   19   (80)   23.8%   

40+     G9   52   (140)   37.1%   

Hours   spent   on   visual   media   Group   name   Points   in   group     
(max   points   available)   

Percentage   

Less   than   1     VM1   2   (20)   10.0%   

1-2   VM2   16   (120)   13.3%   

3-4   VM3   64   (360)   17.8%   

5-10   VM4   114   (420)   27.1%   

11-15   VM5   81   (300)   27.0%   

16-20   VM6   53   (220)   24.1%   

21-30   VM7   46   (120)   38.3%   

31-40   VM8   24   (80)   30.0%   

40+     VM9   31   (100)   31.0%   



  

The  highest  scoring  group  was  G7,  with  an  average  of  38.6%  of  correct  answers.  The  informants                  

in  this  group  did  not  only  claim  to  spend  a  substantial  amount  of  time  per  week  playing  digital                    

games,  they  also  stood  out  as  a  group  that  were  frequently  consuming  visual  media  in  English                  

(see  section  4.3.2).  Additionally,  the  few  outliers  who  spent  slightly  more  time  than  average  on                 

other   EE   activities   were   found   here.     

  

Even  though  group  G9  was  not  the  highest  scoring  group  (37.2%  average  score),  these                

informants  were  consistent  in  getting  the  correct  answers  to  the  collocations  that  were  seemingly                

more  difficult  for  the  entirety  of  the  informant  group.  The  collocation  “heavy  (rainfall)”  had  a                 

low  rate  of  correct  answers  (2.2%),  the  few  correct  responses  were  only  found  among  group  G9                  

respondents.  The  collocation  “vast  (majority)”  had  an  overall  average  of  6.9%  correct  answers,               

while   the   group   average   of   G9   for   this   particular   collocation   was   28.6%.     

  

4.3.2   Visual   media   

As  with  digital  games,  there  is  a  clear  positive  connection  between  time  spent  on  visual  media                  

and  the  test  results  on  the  collocations  test.  This  connection  is  made  apparent  by  the  progression                  

in  the  results  sorted  by  time  spent  on  visual  media.  Group  VM1  had  a  very  low  average  result                    

(13.3%),  as  did  group  VM2  (17.7%).  Even  here  the  increase  in  time  spent  shows  a  clear                  

improvement  in  test  results,  albeit  the  results  overall  are  not  as  good  as  the  results  of  the  lower                    

G-groups.  This  steady  progression  continues  throughout  the  VM-groups,  peaking  with  group            

VM7  at  an  average  of  38.3%  before  going  back  down  to  a  30.5%  average  for  groups  VM8  and                    

VM9.  The  peak  in  correct  answers  for  group  VM7  can  be  linked  to  what  was  found  in  Section                    

4.2.1  regarding  group  G7  -  the  informants  in  these  groups  spend  a  considerable  amount  of  time                  

on  other  EE  activities.  These  findings  suggest  that  engaging  in  a  wider  range  of  EE  activities  is                   

more  effective  than  focusing  on  a  single  activity  and  neglecting  others.  The  top  two  performers                 

of  the  collocations  test  further  solidifies  this  idea,  as  both  belong  to  the  G9  group  but  also  to  the                     

top  segment  of  the  VM-groups  (VM9  and  VM7).  Further  support  for  this  notion  can  be  found  by                   

looking  at  the  handful  of  individuals  who  reported  high  amounts  of  time  spent  on  either  of  these                   

to  EE  activities  and  little  to  no  time  spent  on  other  EE  activities.  These  individuals  consistently                  

placed  in  the  bottom  of  their  group,  performing  worse  on  the  test  than  those  who  reported  even  a                    

little   bit   extra   time   spent   on   EE   activities   outside   of   their   main   focus.   

  

33   



  

4.4   The   importance   of   age     

When  analysing  the  data  in  relation  to  time  spent  on  games,  it  became  clear  that  the  age  of  the                     

informants  became  less  relevant  as  their  weekly  hours  spent  gaming  increased.  To  further               

examine  this  trend  and  to  explore  if  it  was  present  within  the  visual  media  groups  as  well,  an                    

average  score  of  the  informants  was  calculated,  divided  by  the  age  reported.  This  was  done  for                  

each  of  the  groups  presented  in  Tables  6  and  7  as  well  as  a  general  statistic  regardless  of  EE                     

activity  (Table  8).  The  results  were  then  compared  internally  per  group  as  well  as  between  the                  

groups.  The  older  informants  in  groups  G1  through  G3  performed  better  than  the  younger                

informants  in  their  respective  groups.  From  group  G4  and  onwards  the  average  score  stops                

following  a  pattern  in  relation  to  reported  age.  In  the  VM-groups  this  apparent  structure  was                 

inverted.  Groups  VM1  and  VM2  showed  that  the  age  of  the  informants  seemingly  had  no                 

relevance  to  their  performance  in  the  collocation  test.  In  groups  VM3  and  beyond  the  results                 

seem  to  settle  and  the  age  of  the  informant  starts  showing  more  relevance  -  the  older  informants                   

generally   performed   better   than   the   younger   ones.     

  

While  age  might  play  a  part  in  explaining  the  difference  in  results  between  previous  studies  on                  

L2  knowledge  and  the  present  study,  the  overall  data  in  Table  8  suggest  that  age  has  little  to  no                     

effect  on  collocation  knowledge  amongst  the  tested  students,  the  exception  being  the              

18-year-olds  and  19-year-olds.  However,  due  to  the  relatively  small  size  of  these  two  groups  the                 

individual  performance  of  each  informant  will  have  a  far  greater  impact  on  the  overall  statistics                 

for   their   age   group   than   any   individual   performance   in   the   other   groups.    

  

Table   8   -   Answers   in   correlation   with   age     
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Age   Total   no.   of   
participants   

Correct   
answers   

Incorrect   
answers   

Blank   answers   

13   3   15   (25.0%)   22   (36.7%)   23   (38.3%)   

14   21   91   (21.7%)   290   (69.0%)   39   (9.3%)   

15   18   88   (24.4%)   115   (43.1%)   117   (32.5%)   

16   21   104   (24.8%)   198   (47.1%)   118   (28.1%)   

17   18   90   (25.0%)   143   (39.7%)   127   (35.3%)   

18   4   33   (41.3%)   20   (25.0%)   27   (33.7%)   

19   2   6   (15.0%)   15   (37.5%)   19   (47.5%)   



  

One  noteworthy  statistic  is  the  low  number  of  blank  answers  amongst  the  14-year-olds.  While                

this  has  resulted  in  a  higher  than  average  number  of  incorrect  answers,  this  might  indicate  that                  

younger  informants  are  more  likely  to  provide  a  guess  as  an  answer  rather  than  not  answering  at                   

all  -  a  fearlessness  in  the  face  of  uncertainty  that  goes  against  the  idea  of  collocational                  

“teddybears”  described  by  Snoder  (2019).  This  statistic  could  be  interpreted  as  overconfidence  in               

the  informants.  They  might  be  more  confident  in  their  abilities  compared  to  other  age  groups,                 

even   though   they   perform   ever   so   slightly   worse.   

  

The  findings  in  the  G-groups  and  VM-groups  suggest  that  time  spent  on  EE  activities  have  a                  

greater  effect  on  collocation  knowledge  than  age,  a  notion  which  is  supported  by  the  data  in                  

Table  8.  The  effect  seems  to  depend  on  what  sort  of  EE  activity  the  time  is  spent  on.  In  the  case                       

of  gaming,  it  would  seem  that  age  only  matters  if  very  little  time  is  spent  on  gaming  each  week  -                     

the  importance  of  age  falls  as  the  time  spent  gaming  increases.  For  visual  media,  the  opposite                  

seems  to  be  true.  If  little  time  is  spent  on  visual  media,  age  doesn’t  seem  to  matter.  As  more  time                      

per  week  is  spent  on  visual  media  the  importance  of  age  goes  up.  A  potential  explanation  for  this                    

might  be  that  there  could  be  a  change  in  the  type  of  visual  media  consumed  as  students  grow                    

older,  which  in  turn  might  facilitate  a  change  in  incidental  learning  of  collocations  when  more                 

“adult”  visual  media  is  consumed  in  greater  amounts.  However,  this  cannot  be  confirmed  nor                

denied   in   the   present   study   as   there   is   no   data   to   do   so.   

  

The  notion  that  EE  activities  play  a  bigger  part  in  acquiring  collocation  knowledge  than  age                 

echoes  the  findings  of  González  Fernández  &  Schmitt  (2015).  In  their  study,  everyday  English                

activities  were  found  to  have  a  stronger  relationship  with  collocation  knowledge  than  years  of                

English   study.   However,   the   present   study   cannot   fully   support   or   refute   this   idea.   

  

  

5.   Conclusions,   limitations   &   further   research   

5.1   Conclusions   

To  conclude  the  present  study,  the  research  questions  are  posed  once  again  -  does  gaming  affect                  

students’  collocation  knowledge  in  a  positive  way  and  can  other  EE  activities  also  affect                

students’  knowledge  of  collocations  in  a  positive  way,  and  if  so,  to  what  degree?  Previous                 

research  has  found  that  EE  activities  affect  the  vocabulary  knowledge  of  L2  learners  and  as                 

collocations  are  a  part  of  any  learner’s  vocabulary,  it  stands  to  reason  that  gaming,  as  well  as                   
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other  EE  activities,  would  indeed  help  to  some  degree.  The  findings  of  the  present  study  support                  

these  ideas  -  gaming  does  seem  to  have  a  positive  effect  on  L2  learners’  collocation  knowledge.                  

The  informants  who  reported  considerable  amounts  of  time  spent  on  digital  games  each  week                

generally  performed  better  than  those  who  reported  fewer  hours  per  week  spent  on  digital  games.                 

Additionally,  the  informants  who  spent  more  time  on  gaming  were  more  likely  to  provide  a                 

correct  answer  to  the  collocations  that  had  an  overall  low  number  of  correct  answers,  such  as                  

“heavy  (rainfall)”,  “wreak  (havoc)”  and  “ulterior  (motive)”.  In  the  case  of  the  first  of  these,                 

correct  answers  were  provided  solely  by  the  informants  who  reported  a  significant  amount  of                

time   spent   on   digital   games.     

  

Although  there  is  not  enough  varied  data  to  draw  any  conclusions  regarding  most  of  the  EE                  

activities  outside  of  gaming,  visual  media  does  seem  to  also  affect  collocation  knowledge.               

Similarly  to  gaming,  the  informants  who  reported  extensive  amounts  of  time  spent  on  visual                

media  each  week  would  perform  better  than  those  who  reported  less  significant  amounts.  When                

compared  to  gaming,  however,  it  would  seem  that  visual  media  is  not  quite  as  effective  -                  

especially  when  comparing  the  groups  that  spend  less  time  on  the  two  activities.  The  collected                 

data  suggest  that  gaming  is  more  effective  in  enhancing  collocation  knowledge  of  L2  learners                

than  visual  media.  These  findings  are  in  line  with  those  made  by  Sundqvist  (2009),  namely  that                  

EE  activities  overall  are  important  for  an  L2  learner  to  expand  their  vocabulary  but  that  gaming                  

in   particular   is   especially   useful.     

  

A  noteworthy  finding  is  that  while  gaming  appears  to  be  more  effective  than  visual  media,  it                  

would  seem  that  an  even  more  effective  EE  approach  to  acquiring  collocations  is  to  combine  EE                  

activities.  Rather  than  focusing  all  of  one’s  time  on  one  or  the  other,  the  L2  students  ought  to  mix                     

the  two  EE  activities.  This  was  found  to  be  the  case  for  the  upper  middle  segments  of  the  two                     

groups  in  Tables  6  and  7,  namely  G7  and  VM7,  as  well  as  for  certain  individual  students  such  as                     

the  top  scoring  informants  overall.  Regardless  of  how  an  L2  learner  allocates  their  EE  activity                 

time,  it  is  clear  that  EE  activities  in  general  are  a  key  part  of  learning  collocations.  The                   

informants  who  reported  low  amounts  of  total  EE  activity  per  week,  i.e.  the  students  who  fell                  

into  both  the  G1  group  as  well  as  the  VM1  group,  would  rarely  score  higher  than  an  average  of  3                      

or  4  points  on  the  test.  As  previously  stated,  the  prime  EE  activity  for  learning  collocations                  

seems  to  be  gaming.  However,  it  is  also  quite  clear  that  any  EE  activity  will  always  be  better                    

than   no   EE   activity.   
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Finally,  the  topic  of  age.  Overall  it  would  seem  that  age  does  little  to  affect  EE  knowledge  -  the                     

data  of  Table  8  show  that  the  average  score  changes  very  little  between  age  groups.  When                  

examining  the  age  of  the  informants  in  conjunction  with  their  EE  habits,  some  minor  findings                 

would  suggest  that  certain  EE  activities  are  more  important  than  age  depending  on  how  much  or                  

how  little  time  is  spent  on  that  particular  EE  activity.  These  findings,  however,  could  be  linked  to                   

the  relatively  young  age  of  all  of  the  informants.  A  study  with  a  wider  scope  and  therefore  a                    

wider  range  of  ages  might  find  different  results.  While  this  is  speculation,  it  is  not  entirely                  

baseless.  Previous  studies  that  include  older  informants  have  found  results  with  a  higher  average                

score  than  what  was  found  in  the  present  study  (Fernández  González  &  Schmitt,  2015;  Siyanova                 

&   Schmitt,   2008).   

  

5.2   Limitations   

There  were  a  few  limitations  to  this  study.  Firstly,  as  a  consequence  to  the  present  circumstances                  

regarding  COVID-19,  the  authors  of  the  present  study  could  not  attend  while  the  test  and                 

questionnaire  were  taken  at  any  of  the  participating  schools.  This  should  be  taken  into                

consideration  when  measuring  the  test  result,  since  the  test  could  potentially  have  been  done                

without  the  responsible  teachers  conveying  the  correct  instructions.  Even  though  correspondence             

with  said  teachers  included  instructions,  the  authors  cannot  guarantee  that  the  correct  answers  to                

the  questions  were  the  result  of  a  number  of  informants  knowing  the  collocations,  or  simply  what                  

answer  they  would  receive  by  sending  it  through  a  digital  translation  application.  If  the  test  was                  

simply  given  out  without  explicit  instructions,  there  is  reason  to  believe  that  the  informants                

would  identify  it  as  a  test  that  could  affect  grades.  These  circumstances  make  the  collected  data                  

slightly  less  reliable.  Furthermore,  all  instructions  were  given  in  English.  There  is  a  possibility                

that  some  of  the  respondents  did  not  understand  the  purpose  of  the  test,  or  how  to  proceed                   

through  it.  The  authors  of  the  present  study  relied  on  the  teachers  to  provide  translated                 

instructions  at  their  own  discretion.  This,  however,  might  not  have  happened  and  thus  some                

respondents  might  have  performed  worse  than  they  otherwise  would  have.  This  could  have  been                

avoided  by  providing  instructions  in  both  English  and  Swedish  from  the  start,  which  is  worth                 

taking   into   consideration   for   future   research.   

  

Another  limitation  is  the  sample  size  of  the  present  study.  The  form  was  sent  out  to  three                   

different  schools,  which  resulted  in  94  respondents.  Of  these  94,  7  opted  out  and  responded  that                  

they  did  not  want  to  participate.  With  87  informants,  the  collected  data  shows  a  number  of                  

particular  patterns.  These  patterns  would  have  been  further  confirmed,  or  challenged,  by  a  larger                
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test  sample.  The  present  study  includes  informants  with  an  age  spanning  through  13-19  years                

old.  However,  there  were  only  two  informants  that  were  13  and  two  that  were  19,  resulting  in  a                    

vast  majority  of  informants  being  14-17  years  old.  This  means  that  the  results  for  the  lower  and                   

upper  segments  of  the  age  groups  might  be  inaccurate.  This  could  have  been  counteracted  by  a                  

greater  sample  size  or  by  limiting  the  study  to  a  narrower  range  of  ages.  With  a  larger  sample                    

size,  this  study  could  also  have  investigated  the  importance  of  age  in  relation  to  collocation                 

knowledge  further.  Under  better  circumstances,  more  schools  would  have  been  asked  to              

participate,  with  the  goal  to  reach  out  to  more  informants.  Ideally  these  schools  would  have  been                  

situated  in  a  wider  range  of  places  throughout  Sweden  rather  than  being  limited  to  the                 

southwestern   regions.   

  

The  test’s  included  collocations  could  have  been  chosen  differently.  Even  though  a  pilot  test  was                 

executed  before  the  actual  test  was  distributed,  the  data  received  during  this  phase  was  not  ideal.                  

The  informants  of  the  pilot  test  were  substantially  older  (27-30)  in  comparison  to  the  informants                 

of  the  actual  collocation  test  (13-19).  Even  though  a  few  changes  were  made  upon  concluding                 

the  pilot  test,  these  were  related  to  in  which  order  the  collocations  would  be  in.  Initially,  the                   

collocations  were  sorted  after  MI-score  and  t-score.  The  pilot  test  added  the  familiarity  factor,                

which  in  combination  with  MI-score  and  t-score  resulted  in  the  final  order  of  the  collocations  in                  

the  test.  This  limited  pilot  testing  resulted  in  a  number  of  collocations  being  too  much  of  a                   

challenge  for  the  informants  (e.g.  “splitting  (hairs)”  and  “stark  (contrast)”,  both  with  0%  correct                

responses).  With  a  broader  pilot  testing,  especially  with  testees  in  the  same  age  range  as  those                 

who  would  make  up  the  final  informant  body,  a  few  of  the  collocations  could  have  been  replaced                   

in   the   final   test.     

  

Finally,  the  present  study  took  neither  collocation  types  nor  game  types  into  consideration.  More                

specific  results  could  have  been  produced  by  further  specifying  the  collocation  types  to  a  certain                 

word  class  combination,  such  as  adjective-noun  in  Siyanova  &  Schmitt  (2008)  or  verb-noun  in                

Snoder  (2019),  or  by  specifying  game  genres  or  player  configurations  as  several  other  authors                

have  done  (Sundqvist,  2019;  Bonk,  2000).  By  not  relating  the  gathered  data  to  any  specific  genre                  

of  digital  game,  and  by  not  limiting  the  collocation  test  to  a  single  combination  of  word  classes,  a                    

more  holistic  understanding  can  be  built.  However,  this  comes  at  the  cost  of  not  knowing  if                  

certain  game  types  are  more  or  less  effective  in  learning  collocations  with  specific  word  class                 

combinations.   
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5.3   Further   research   

The  present  study  concluded  that  there  is  a  definite  connection  between  collocation  knowledge               

and  gaming.  In  particular,  time  spent  on  EE-activities  seem  to  be  an  important  factor  regarding                 

the  informants’  collocation  knowledge.  Both  visual  media  and  gaming  consumption  seem  to  be               

the  prime  media  of  which  collocations  are  learned.  As  specified  by  previous  research,               

collocations  are  near  impossible  to  teach  in  an  efficient  way  (Bonk,  2000;  Gyllstad  2007).  As                 

Sundqvist  (2010)  notes,  computer  and  video  games  provide  an  excellent  platform  for  L2  learning                

to  be  taught.  Further  research  should  include  gaming  as  a  learning  tool,  and  explore  if  digital                  

games  could  be  used  when  teaching  collocations.  To  that  end,  there  would  also  be  a  need  for                   

research   on   how   to   properly   implement   digital   games   as   a   tool   for   teaching   collocations.     

  

Different  genres  of  visual  media’s  impact  is  another  factor  that  needs  investigating.  The  genres  of                 

visual  media  differ  to  the  ones  found  in  gaming,  since  the  target  audience  of  the  former  is  more                    

easily  defined.  For  instance,  there  are  differences  in  the  TV-series  that  are  aimed  at  adolescents                 

and  those  aimed  at  adults.  In  comparison,  video  games  often  have  a  player  base  that  consists  of                   

people   of   different   ages.     

  

Game  types  in  relation  to  collocation  knowledge  would  make  for  an  interesting  approach.  The                

present  study  only  included  gaming  in  general.  Sylvén  &  Sundqvist  (2012)  did  however  note                

how  some  genres  of  games  were  more  beneficial  when  used  as  an  accidental  L2  learning  tool.                  

Particularly  the  social  nature  of  MMORPGs  was  especially  fruitful.  For  further  research,              

different   genres   of   gaming   in   relation   to   collocation   knowledge   would   make   sense.   
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Appendix   1:   Collocation   test    7   

  

7  Note:   due   to   how   Google   Forms   processes   questions   and   how   the   test   was   structured,   the   questions   in   this   printed   
version   of   the   test   are   numbered   incorrectly.   The   actual   test   did   not   have   numbered   questions.     
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Appendix   2:   Questionnaire   
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