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Abstract 

This study aims to find if there is a connection between social media usage 

and English vocabulary in Swedish fifth-graders and to question if social 

media usage is a viable method for SLA. The method used in this study was 

a self-evaluation questionnaire, and a vocabulary assessment test in both a 

rural- and an urban school. A Likert scale questionnaire was used to assess 

the frequency of the participants’ social media usage and gaming. In 

addition to the participants' social media usage, the study also explored 

whether playing digital games and increased English vocabulary has a 

connection. The results suggest a correlation between both social media and 

gaming with the participants' test scores, depending on the linguistic 

environment the participants have chosen to be in. The participants who 

predominantly spend time in English online linguistic environments scored 

higher on the English proficiency test than the participants who 

predominantly spend time in Swedish online linguistic environments. 

Potential improvements to the study include increasing the number of 

participants, investigating the effects of different social media platforms, 

and including different demographics.
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1. Introduction and Aim 

1.1 Introduction 

The development of digital technology and the internet has helped English 

become the global lingua franca (Mauranen, 2016). Children born later than 

2009 were born during the so-called “iPad era”. These tablets are used as a 

direct channel to mediate children’s play, thus affecting children’s behavior 

and their language acquisition (Chou & Hung-Chang, 2012). In addition to 

traditional language learning in the form of intramural English, the 

increasing accessibility of digital devices has made language acquisition 

through extramural activities more common (Webb, 2020). As social media 

platforms and online games are often global and English is the lingua 

franca, the possibility of incidental language acquisition increases.  Since 

the explosive development of the internet has given rise to online gaming 

and social media, researchers have studied the effects of incidental language 

acquisition through different digital activities. A subcategory of the research 

of incidental language acquisition is extramural English (EE), the study of 

English language acquisition outside of the standard academic parameters. 

Thus, this study aims to explore the impact of social media on elementary 

students’ acquisition of English as a foreign language (EFL). 

1.2 Aim and Research questions 

Since smartphones have come close to being universally available, children 

have become susceptible to social media and its adverse effects (Ilhm, 

2018). Studies have explored the negative effects of individuals’ 

psychological and physical health when using social media (Kim, et al., 

2017). However, Sundqvist and Sylvén found positive effects on EE among 

young social media users (2016).  
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The aim of this project is to investigate the impact of social media and 

online gaming on the vocabulary of children between the ages of ten to 

eleven years old and, if so, to what extent do gaming and social media have 

on children's vocabulary by answering the following questions: 

1) Does social media, such as TikTok, YouTube, and Instagram, appear 

to influence the English vocabulary of Swedish children, between 

the ages of ten and eleven? 

2) Does gaming influence their English vocabulary? 

3) To what extent can the linguistic environment facilitate or inhibit 

children’s English vocabulary? 

 

 

2. Background and Previous Research 

2.1 Extramural English 

Extramural English (EE) was first defined by Liss Kerstin Sylvén (2006) 

and signifies all forms of L2 acquisition in English outside of academic 

studies. The term “extramural” means “outside wall” and has been used in 

educational contexts that indicate teaching organized beyond academic 

structures. Extramural English is defined as involvement in the English 

language without preexisting instruction from an educator (Sundqvist & 

Sylvén, 2016). As there is no instruction to guide the learner, extramural 

English encompasses activities initiated by the learner. Activities suggested 

related to EE can include simple passive tasks, such as watching TV or a 

movie, listening to music, scrolling social media, and reading, or it can 

involve more dynamic tasks, like chatting or texting online, speaking to 

others, and playing games. Although it may seem that EE explores the 

conscious acts that learners initiate themselves, it also relates to the 

subconscious activities that the learners expose themselves to. Sundqvist 

and Sylvén (2016) suggest that there are “endless” opportunities to 
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experience EE, but note that the endlessness is only available to those who 

have access to the internet. Although opportunities are limited without the 

internet, EE covers all the components needed for second language 

acquisition (SLA) in English, including input, output, and/or interactions in 

English (Sundqvist & Sylvén, 2016). EE may refer to English SLA; 

however, it is not to be mistaken for 'out-of-class learning’ as described by 

Benson and Reinders (2011). The differences lie in that the interpretation of 

learning an L2 is a conscious act (Krashen, 1981) as opposed to EE which 

includes both conscious and subconscious acts of SLA (Sundqvist & 

Sylvén, 2016). Similar to EE is Laufer and Hulstijn’s (2001) incidental 

language learning which concerns learning without the intention to learn.  

With the development of the digital era and the internet, L2 English 

classrooms began to change (Sundqvist & Sylvén, 2016). Previously, L2 

English classrooms were more homogenous in the sense that the access to 

English material was limited by the teachers. Additionally, the ESL teacher 

was seen as the role model of English in the classroom; difficulties such as 

cognitive ability and learning aptitude typically originated from the students 

themselves. Thus, teachers were trained in how to respond to variabilities 

with their students (Sundqvist & Sylvén, 2016). Since the development and 

increasing accessibility of the internet, EE activities across all ages have 

steadily increased and created further variables in ESL classrooms. 

Sundqvist and Sylvén (2016) encourage teachers to acquaint themselves 

with their students' EE habits. 

2.2 Digital Devices and Children 

Prior to digital devices, children’s pastime activities largely revolved around 

the television. Access to content was limited due to television companies 

deciding the content they produce to show their audiences (Tobin, 2021). As 

technology developed in the later 20th and early 21st centuries, the 

introduction of digital devices, the internet, social media, and online games 

made televisions obsolete as children’s shows switched from televisions to 
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computers, streaming services, and smartphones. Children’s change to using 

smartphones has led child-friendly shows to migrate their content to social 

media platforms (Tobin, 2021). Apart from children’s shows being 

accessible via platforms like TikTok, Instagram, YouTube, and Facebook, 

the platforms mentioned do not regulate appropriate content for the user. 

Social media platforms focus on creating a fitted algorithm to keep users 

from turning them off and encourage interactions between users via 

comments, messages, sharing, and likes (Yousef et.al, 2025). 

 Corkin et al (2021) suggest that by the age of eight, there are four types of 

users of digital devices among children. They categorize these users thusly: 

Entertainment users, who utilize all aspects e.g. playing games, chatting, 

searching the internet, or browsing social media, daily; creative users, who 

focus on activities such as creating digital art, music, and taking photos; 

emergent users, who usually spend their screen time for educational 

purposes or research e.g. doing homework, googling; and limited users, who 

have the least amount of activity across all aspects of screen time.  

According to Corkin et al (2021), eight-year-olds use their digital devices to 

watch TV shows, play games, and the use of social media is the lowest 

priority amongst searching the internet, creative activities, and taking 

photos. 

Gaming is an aspect of digital EE and can help develop linguistic skills by 

learners immersing themselves in their gaming world (Sundqvist & Sylvén, 

2012). Amongst the various genres within the gaming community, Massive 

Multiplayer Online Role-Playing Games (MMORPGs) are shown to 

develop linguistic skills the most because players require cooperation with 

each other to advance their gameplay. Communication is a key element of 

MMORPGs, within the game genre players are encouraged to build teams 

around each other and due to MMORPGs being easily accessible, English 

has become the lingua franca (Sundqvist & Wikström, 2014). Aside from 

watching TV shows or movies, playing games is the leading activity among 
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eight-year old’s (Corkin et al, 2021). However, Corkin (2021) neither 

clarifies what genre the children play nor the age restrictions of the games. 

In addition to gaming, social media can also develop linguistic skills. The 

differences between gaming and social media can be described as the former 

being an activity which demands the user’s active attention to operate 

properly, whereas the latter is a passive activity that seeks the user’s 

attention through feedback loops and user-customized content (Sundqvist & 

Sylvén 2012; Yousef, 2025). Studies show that gaming is a leading activity 

in terms of developing linguistic skills, followed by social media (De Wilde 

et al, 2020). Both activities can provide ideal conditions specifically for the 

L2 learner due to the flexibility that gaming and social media offers 

(Sundqvist & Sylvén, 2012; De Wilde et al, 2020). Gaming can develop 

productive and receptive skills, depending on the genre that the player is 

playing, whereas social media focuses on receptive skills with a touch of 

productive skills, depending on user engagement (Sundqvist & Wikström, 

2014; De Wilde et al, 2020).  

However, digital platforms, particularly social media, create new 

challenges. According to Ledel, mental health issues among young people 

between eleven and fifteen years old are heavily exacerbated by social 

media (Ledel et al, 2025). Beeres et al (2021) suggest that high exposure to 

social media is an indicator of mental health problems. The long exposure to 

gaming and social media can cause cognitive overload due to the mind 

receiving constant input without pause (Yousef et al, 2025). Furthermore, 

excessive use of digital devices can lead to screen-addiction, increasing 

anxiety whenever a person is without their digital device (OECD, 2024). 

Additionally, screen-addiction leads to psychological distress that impairs 

executive functioning, memory, planning, and decision-making (Yousef et 

al, 2025). Although using digital devices can be beneficial in developing 

linguistic skills, the ability to use digital devices responsibly needs to be 

taken into careful consideration to minimize the risks of developing 

unhealthy habits (OECD 2024; Yousef et al, 2025; Ledel et al, 2025).  
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Although younger children are more likely to utilize their digital screen time 

for passive activities such as watching shows, Corkin suggests that parental 

mediation can facilitate children’s development by encouraging their 

children toward active engagement (2021). Furthermore, to protect children 

from the dangers of the internet, Corkin highly suggests that parents should 

strictly follow age restrictions in social media (2021). 

3. Method, Material, and Participants 

3.1 Method 

The method for extracting the required data is quantitative; it comprises a 

self-evaluation questionnaire based on a 5-point Likert scale and a 

vocabulary assessment test (VAT). This questionnaire asks Young English 

Language Learners (YELL) about their time spent on social media and 

playing games (see Appendix 2). The VAT is based on Sundqvist and 

Sylvén’s Young Learners’ Vocabulary Assessment Test (YLVAT) from 

Extramural English in Teaching and Learning (2016) (see Appendix 6). 

3.2 Material 

The test was made by Sundqvist and Sylvén (2012) and is tailored toward 

young L2 learners of English. The researchers also considered the attention 

span of the students, thus creating a test that keeps the students’ attention 

span whilst extracting sufficient information about their vocabulary. 

3.3 Participants 

The participants of the study consisted of 26 Swedish fifth-grade students, 

aged 11-12, attending an urban and a rural school. The urban school 

consisted of 225 students with a mix of different ethnicities, cultures, and 

languages, whereas the rural school has 80 predominantly L1 Swedish 

students. Each class was asked to fill out a self-assessment questionnaire 

about how much time they spend on social media, what social media they 

use most often and in what linguistic environment.  
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The questionnaire also consisted of questions regarding gaming (see 

Appendix 1, for its original Swedish form, and Appendix 2, for its translated 

form, for further details). As this study collects personal data, such as sex, 

digital habits and traveling experiences, consent forms had been sent to each 

student’s guardian prior to carrying out the test (see Appendix 3). Following 

the questionnaire, the vocabulary assessment test was composed of three 

parts, which assessed students’ vocabulary and grammar proficiency. 

Overall, each class was given one hour to perform the test, but every student 

finished within 30 minutes (see Appendix 4 for the full test). 

Part 1 consisted of ten sentences that test students’ productive vocabulary 

knowledge by letting them complete the sentences, for example: 

4. Plants receive water from their ro_____. 

Both part 2 and 3 test students’ receptive vocabulary knowledge. Part 2 

consists of twelve items that are to be paired with their synonyms or 

definitions, an example from the test:  

 

1. accident 

2. choice 

3. fortune  ____ having high opinion of yourself 

4. pride  ____something you must pay 

5. roar  ____ loud, deep sound 

6. debt 

Part 3 consists of twelve statements in which the students must indicate 

whether the statements are: true (T), false (F) or unknown (X)by checking 

the box with the appropriate letter. For example:  

1. When someone says, “What are you called?”, you should say your 

name. Yes  No  
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The study originally assessed 25 YELL students from the urban school; 

however, due to two students having learning disabilities, their results were 

excluded from the data. This decision was made together with their teacher 

because the students were learning English at a lower level than their peers. 

Another two students were also absent due to sickness but that did not affect 

the study. 

4. Results 

In this section, the results obtained on both the self-assessment 

questionnaire and the vocabulary assessment test are presented and 

explained. First, the results for the student’s self-assessment of their social 

media and gaming frequency are presented. Thereafter, the results for both 

the total score of the vocabulary assessment test and the results for each part 

are presented. 

4.1 Self-assessment questionnaire results  

Below are the results for the self-assessment questionnaire in the form of 

four different tables: Table 1 shows the results from participants’ social 

media frequency and Table 2 shows the results from participants’ 

gaming frequency. Table 3 shows the results of the participants’ social 

media linguistic environment (LE), and the fourth table shows the 

participants’ gaming LE. 
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Table 1: Distribution of the participants’ results of their social media frequency. 

Frequency Participants (n=26) 

None 3% (1) 

Weekly 7% (2) 

<2h/day 19% (5) 

>2/day 69% (18) 

 

Table 1 shows that most of the participants use social media for more than 

two hours daily. 

 

Table 2: Distribution of the participants’ results of their social media preference. 

Social Media Linguistic 

environment 

Participants (n=25) 

Tiktok 44% (11) 

Youtube 28% (7) 

Snapchat 12% (3) 

Instagram 12% (3) 

 

Table 2 shows which social media is consumed by the participants.  The 

social media platforms TikTok and YouTube are the most popular. This is 

important because both social media have similar styles of content, namely 

video streaming. Their differences are the following: TikTok only gives its 

users video streaming of up to 10 minutes and the video repeats infinitely 

until the user scrolls to another video; however, there are also comment and 

private messaging features. YouTube can give users a video streaming time 

limit of up to 12 hours, but there is no easy way to send private messages 

between users; instead, all comments on a video are available for viewing to 

all viewers. YouTube also has another video format that is similar TikTok’s 

called ‘Shorts’. Furthermore, user engagement is limited because sending 

messages or posting comments are merely features of the platform that 
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require an account. Engagement through liking, commenting, and 

subscribing is encouraged by the content creators themselves to promote 

their own content and helps the platform create a suitable content 

environment that keeps the user interested and engaged. 

Table 3: Distribution of the participants’ results of their gaming frequency,  

Frequency Participants (n=26) 

None 7% (2) 

Weekly 15% (4) 

<2h/day 50% (13) 

>2h/day 26% (7) 

 

Table 3 shows the participants’ frequency of playing games (gaming). If 

Table 3 is compared with Table 1, there appears to be a majority that prefers 

to browse social media than play video games. 

Table 4: Distribution of all participants’ results of their main social media linguistic environment. 

Linguistic environment Participants (n=24) 

English 37% (9) 

Swedish 62% (15) 

 

Table 4 shows that 62% of the participants (n=24) have Swedish as their 

main social media linguistic environment.  

Table 5: Distribution of all participants’ results of their gaming linguistic environment. 

Linguistic environment Participants (n=25) 

English 72% (18) 

Swedish 28% (7) 

 

Table 5 shows that 72% of the participants have English as their LE. 
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4.2 Vocabulary assessment test results 

Below are the results for the participants' vocabulary assessment test. First, 

the mean test scores for the participants dependent on social media and 

gaming frequency are displayed. Second, the general test scores dependent 

on social media and gaming linguistic environment are shown. Finally, 

Pearson’s correlation coefficient results of social media- and gaming 

frequency, social media linguistic environment, gaming linguistic 

environment, and standard deviation are revealed. 

 

Table 6: Mean test score dependent on social media and gaming frequency. 

Frequency Mean Score: Social Media Frequency (n 

= 25) 

SD 

<2/day (n = 

7) 

59.7% 23,1

% 

>2/day (n = 

18) 

53.3% 25,5

% 

 Mean Score: Gaming Frequency (n = 25) SD 

<2/day (n = 

18) 

52% 20% 

>2/day (n = 

7) 

66.8% 31,8

% 

 

Table 6 shows the mean score of the participants depending on their social 

media and gaming frequency. To simplify the test results, the weekly and 

monthly users of all platforms are bunched together with the <2/day users.  

 



  

 

16 

 

Table 7: Mean test score of social media users’ main linguistic environment. 

Mean Score: English 

social media 

Linguistic 

environment (n = 9) 

SD Mean Score: Swedish 

social media Linguistic 

environment (n = 15) 

SD 

 71% 20% 44% 22% 

 

Table 7 displays the mean score of the participants’ based on the main 

linguistic environment on their social media feed. Out of the nine 

participants whose social media linguistic environment is English, seven of 

them are male and of those with a predominantly Swedish social media 

linguistic environment, eleven of them are girls. The size of each group 

should be considered.  

Table 8: Mean score of gaming users’ linguistic environment. 

Mean score: 

English Game 

Language 

(n=18) 

SD Mean score: 

Swedish Game 

Language (n=7) 

SD 

64% 20% 30% 18% 

 

Table 8 shows the mean score of the participants based on the LE in the 

respective games. Account should be taken of the group sizes. Ten of the 

gamers with an English LE are male whilst six of the gamers with a 

Swedish LE are female. 

Table 9: Pearson’s (r) of the participants' test scores. 

 Pearson’s (r) 

Swedish social media -.08 

English social media .7 

Gaming: Swedish LE -.43 

Gaming: English LE .47 
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The possible scores of Pearson’s correlation coefficient range from -1 to +1, 

with -1 being the highest possible negative correlation, +1 being the highest 

positive correlation, and 0 meaning there is no correlation at all.  

According to Senthilnathan (2019), correlations <+/- .20 are considered to 

have very weak or negligible correlation, correlations between +/- .20 and 

+/- .35 are weak but to be considered, correlations between +-/ .35 and +/- .5 

correlations are fair, correlations between +/- .5 and +/- .7 are strong, and 

correlations between +/- .7 and 1 are very strong. 

 

5. Discussion & Limitations 

5.1 Discussion 

The following questions were asked at the beginning of this essay:  

1. Does social media influence the English vocabulary of Swedish 

children, between the ages of eleven and twelve? 

2. Does gaming influence their English vocabulary? 

3. Does the linguistic environment affect children’s English vocabulary   

and to what extent can the linguistic environment facilitate or inhibit 

children’s English vocabulary? 

To answer the first question, Table 1 demonstrates that a majority of the 

students have a higher frequency of social media usage than gaming. 

Corkin’s research has shown that gaming should lead in frequency in 

contrast to using social media (2021). However, Corkin’s study was done on 

eight-year-olds, whereas the participants in this study were between ten and 

eleven years old. The change of activities between the ages could be due to 

maturity (2021). Although the social media platforms measured have an age 

requirement of at least thirteen years old for an account, the participants use 

these social media platforms despite the restriction. However, it is important 

to note that an account is not required to use the mentioned social media 
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platforms, limiting the users’ activities to solely viewing posted content. 

Furthermore, it is arguable that social media usage will increase as children 

mature to adulthood to stay connected to the world and each other.  

Table 5 shows that participants who use social media for less than two hours 

a day have a higher average VAT score than frequent social media users. 

Although De Wilde (2020) suggests that social media can develop linguistic 

skills, Table 5 suggests that there may be a limit to developing linguistic 

skills by using social media. Furthermore, participants with frequent social 

media usage (>2h/day) may be experiencing cognitive overload and have 

troubles with memory retention due to social media platform’s nature to 

continuously output information against their users (Yousef et al, 2025; 

Beeres et al 2021). 

Table 8 shows a significant correlation between social media use and the 

participants’ test scores. Participants with English as their LE on social 

media, demonstrate more vocabulary knowledge, whereas participants with 

Swedish as their LE have a negative impact on their VAT scores. The 

negative impact could be due to the lack of exposure to English. 

On the question of whether gaming frequency affects children’s vocabulary 

knowledge, table 2 shows that the majority of the participants play less than 

2 hours a day; however, table 5 shows that frequent gamers (>2h/day) score 

higher in their VAT scores suggesting that gaming does in fact, affect 

English vocabulary knowledge positively. However, this is only the case if 

the gamers are playing with English as their LE as gamers with Swedish as 

their LE show a negative impact on their VAT scores. 

Although social media is the leading activity among the participants, 

gaming displays a stronger correlation with English vocabulary than social 

media. Previous research has shown that gaming has a strong impact toward 

language proficiency (Sundqvist & Sylvén, 2012, Sundqvist & Wikström, 

2014). This study does not specify the different game genres that the 

participants play; however, research that has focused on the effects of games 

toward English linguistic skills have shown that L2 learners can develop 
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their linguistic skills so that they approach those of a native speaker 

(Sundqvist & Sylvén 2012). 

 

For the final question, the LE does in fact appear to affect vocabulary 

knowledge and the results suggest a knowledge gap between the participants 

in regard to their LE and VAT scores. According to table 8, participants 

who browsed social media and played games in an English LE show a 

positive correlation with their VAT scores. Additionally, participants in 

Swedish language environment show a negative trend on how it affects their 

English vocabulary knowledge (see Table 8). The correlation results 

between the participants and their scores show that teachers must adapt their 

instruction because of the new habits YELLs have developed. Although 

availability to EE increases with the development of technology, YELLs 

that do not participate in EE should not be forgotten. Based on these results, 

teachers need to develop a lesson plan that considers YELLs’ internet and 

gaming habits. Creating a lesson plan that considers YELLs’ habits may be 

challenging because a balance is needed between learners who expose 

themselves to the target language extramurally and learners who do not.  

Ultimately, as suggested by previous research, by asserting oneself in the 

target language, whether it be through games or social media, there will be a 

boost in language acquisition (Sundqvist & Sylvén 2012; Sundqvist & 

Wikström 2014; De Wilde et al 2021). 

5.2 Limitations 

Cognitive overload is an effect of extensive use of social media and gaming 

that has been discussed in this study. Answering self-assessment tests and a 

vocabulary test within an hour may be overwhelming for ten to eleven-year-

olds. It is also debatable whether YELLs’ vocabulary knowledge should 

only be evaluated through literary tests or if oral tests should be 

implemented. This study also focuses on a certain demographic of social 

media users; therefore, the results may not accurately reflect how social 

media impacts language acquisition of all young people. The study is also 
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distinctive to a specific region in Sweden that does not represent the country 

as a whole. Furthermore, the study fails to specify the types of games that 

the participants play or how they engage with social media. This may prove 

important as online games may require practice of productive skills whereas 

offline games are usually single-player and may not require the same 

number of productive skills. Additionally, this study did not specify a 

correlation between the different types of social media and the participants 

English linguistic skills which may have given further understanding of how 

social media platforms affect English vocabulary.  

 

6. Conclusion & implications for future research 

6.1 Conclusion 

This study investigated the existence of a connection between social media, 

gaming, and English vocabulary in 26 participants in the fifth grade through 

a self-evaluation questionnaire and a vocabulary assessment test in two 

schools.  The material used to determine the participants' English 

vocabulary level was an English vocabulary test designed to be fit for test 

takers between the ages of ten to eleven years old by Sylvén and Sundqvist 

(2012). The method for assessing the frequency of the participants’ social 

media usage is based on a Likert scale that the participants themselves must 

evaluate.  

The results show that there are two outstanding social media platforms, 

TikTok and YouTube. Furthermore, this study shows a strong correlation 

between social media usage, gaming, and their test results. Although there 

was a weak correlation between social media frequency and the participants' 

test scores, the results show a stronger correlation with the participants 

whose LE were in English than their Swedish counterpart. 

The results show a reasonably positive correlation of gaming in English and 

English vocabulary levels and for the Swedish counterpart they show a 
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negative correlation with their scores. This indicates that English vocabulary 

levels are not improved when playing in Swedish. 

 

6.2 Implications for future research 

During this study, a number of situations were encountered that would be 

best to avoid for future studies:  

When it comes to the vocabulary assessment test, the main issue is whether 

all the participants performed their best and if the test provides accurate 

results of their vocabulary knowledge. Taking account of the young age of 

the participants, having a good or bad day can drastically change their 

results, as can varying levels of motivation to do well. It is also important to 

note that not all participants perform well in written tests, some may achieve 

better results if the test was orally administered. It is notable that the 

vocabulary assessment test in the 2000-word level used by Sundqvist and 

Sylvén (2012) was created with the basis from a Vocabulary Levels Test 

(VLT) from 2001 and the Productive Levels Test (PLT) from 1999, 

meaning that the vocabulary level of this generation’s YELL may differ 

from previous generations. These situations can be avoided by adding or 

exchanging one of the test parts into an oral exam, the fact that the 

participants’ motivation affects their result is unavoidable and only 

compatible by administering the test to larger groups for more accurate 

results. Most importantly, the YLVAT only featured the general vocabulary 

knowledge of English learners in the 2000-word level from a previous 

generation. Since the explosive development of the internet and social 

media, semantic change and coinages have occurred which would 

consequently affect the general vocabulary knowledge of English learners. 

If an updated version of the YLVAT is to be administered, more accurate 

results should be provided.  

When it comes to the self-evaluation questionnaire, further investigation 

upon how the participants interact with their social media should be 
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evaluated. This is important because there are several and different purposes 

for each of the social media platforms. Some are only used for a 

monological mode of communication while others are dialogical. Such 

developmental questions could be: “How do you use your social media?”, 

“What kind of content does your social media include?”, “Why does it 

include that?”. 

Test administration could also be improved, although each group finished 

within 30 – minutes, participants who finished more quickly than their peers 

may have caused stress toward the other test takers, deteriorating the quality 

of test answers just to “get it over with”. Upon further examination, it is 

recommended that the test should be administered to groups that include as 

close to equal levels of language proficiency as possible to provide a 

comfortable test environment in which the results do not deteriorate. This is 

possible with the help of more examiners. 

Due to the small sample, it is difficult to generalize the relevancy of the 

findings. Therefore, conducting the study of the impact of social media to 

English proficiency on a larger scale may result in clearer and broader 

results in both the VAT and the self-evaluation questionnaire. Another 

aspect to be improved upon is updating the VAT to become appropriate 

with the age group, as the VAT used in this study was based on the general 

knowledge of a previous generation. 
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8. Appendices 

Appendix 1: Self-evaluation questionnaire: Original, Swedish Version 
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Appendix 2: Self-evaluation questionnaire: Translated version. 
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Appendix 3: Consent form: Original, Swedish version 
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Appendix 4: Consent form: Translated version 
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Appendix 5: Vocabulary Assessment Test: Original, Swedish Version 
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Appendix 6: Vocabulary Assessment Test: Translated Version 
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Appendix 7: Overall score of both schools independently 

Urban School   Mean 

(%) 

SD Rural 

School 

Mean 

(%) 

 

SD 

All 

Participants 

  55,7% 26,08% All 

Participants 

 

  52,9% 

14% 

Boys   73,8% 19,0% Boys 60,3% 2,1% 

Girls   39,3% 20,3% Girls 48% 17,2% 

 


