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ANNOTATION:

This bachelor thesis focuses on the potential of developing receptive and productive language
skills in English language by playing English computer games. The theoretical part of the thesis
introduces features of informal learning as well as computer games. Aspects of computer games
are presented together with two types of games, multiplayer games and single player games.
Furthermore, language skills and strategies for their acquisition are examined in the first part
of the thesis. The practical part revolves around three interviews and their analysis. The
interviews were carried out to find out the players’ experience with promoting English language

skills thorough playing computer games.

KEY WORDS:

informal education, computer games, singleplayer games, multiplayer games, language skills.
NAZEV:

Potencial hrani anglickych pocitacovych her pro rozvoj receptivnich a produktivnich fecovych

dovednosti v anglickém jazyce.
ANOTACE:

Tato bakalarska prace se zabyva potencidlem hrani anglickych pocitacovych her pro rozvoj
receptivnich a produktivnich fecovych dovednosti v anglickém jazyce. V teoretické Casti
bakalaiské prace jsou predstaveny rysy neformalniho vzdélavani a pocitacovych her. Vlastnosti
pocitacovych her jsou prezentovany spolecné se dvéma typy her, a to: her pro vice hraci a her
pro jednoho hrace. Déle jsou v prvni Casti bakalarské prace zkoumany jazykové dovednosti a
strategie jejich osvojovani. Praktickd c¢ast obsahuje tfi rozhovory s hraci a jejich analyzu.
Rozhovory byly provedeny s cilem zjistit zkuSenosti hracti s podporou anglictiny pii hrani

pocitacovych her.
KLiCOVA SLOVA:

neformalni vzdélavani, pocitatové hry, hry pro jednoho hrace, hry pro vice hracu, fecové

dovednosti
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INTRODUCTION

In contemporary society, there is a pervasive fear surrounding the rapid advancement of
technology and its potential to displace various roles. This apprehension extends to concerns
about children, who increasingly spend their leisure time on computers. However, rather than
succumbing to this fear, people should use the potential of technology to their advantage.
Humans can utilize computers and computer games as innovative tools for learning the English
language in free time. By integrating educational content into these platforms, we can transform
a source of anxiety into a powerful educational resource, thereby enhancing language
acquisition in an engaging and interactive manner. That is the reason why the thesis focuses on
the matter of language skills development as well as the usage of computer games for the
purpose of informal learning. The main goal of the bachelor thesis is to explore the potential of

computer games on the promotion of productive and receptive English language skills.

The context of the thesis was thoroughly investigated in the theoretical part. The first chapter
focuses on the definition and importance of informal learning. Additionally, methods and
materials that can be used for the purpose of informal learning are observed as well as
advantages and disadvantages between formal learning at school and informal learning in

leisure time.

The second chapter explores computer games in detail. In this part, single player and
multiplayer games are presented as the two basic types of games. The features of both genres
are inspected. For example, the game environment and motivational features are examined by

sources. Furthermore, the theme of experiencing failure in games is delved into by the authors.

The third, last chapter of the theoretical part offers the definition of language and its
importance. The four subchapters describing English language skills are included in the third
chapter. Each skill is individually characterized and in addition, multiple strategies people can

use to develop their language skills are presented as well.

The fourth chapter introduces the practical part of the thesis. In the end, three computer game
players who agreed to participate in the research were questioned. All three interviews were
individual and carried out for the purpose of the research. In the fourth chapter, the preparations
for the interviews were described as well as the process of data preserving and transcription.

Next the process of coding was implemented. During the process, information provided by the
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respondents was classified into two groups also known as codes. Subsequently, the method of
analysis was used for the comparison of the players’ experience and the assumptions made by
several sources in the theoretical part of the thesis. The research outcomes were presented in

the analysis as well as in the conclusion of the thesis.

12



THEORETHICAL PART

1. Informal Education

The definition of informal education is frequently discussed in the field of pedagogy. According
to Bekerman, Burbules and Silberman-Keller, the concepts of formality and informality within
the realm of education are examined. These concepts are analyzed in the context of the
expanding diversity of locations where learning takes place. Such locations include, but are not
limited to, domestic environments, libraries, museums, elements of popular culture and public
spaces (2006,1). Eshach concurs that informal learning is associated with circumstances that
arise spontaneously (2007, 173). Conversely, Dierking posits that the difference between formal
and informal learning is not of a huge importance because the physical environment is merely
a one aspect among several determinants that influence the process of learning (1991, 4-6).
Adding to Eschach’s belief, a lot of experts agree that language learning can occur anytime and
anywhere (Al-Zhoubi 2018, 152). Eshach is one of the researchers who share opinion with Al-
Zhoubi by saying that informal learning happens all the time (2007, 175). Similarly, Callanan,
Cervantes and Loomis think that accidental learning happens all the time in everyday life (2011,
646). Moreover, exposure to learning beyond the school environment is regarded as an ideal
method to positively influence children’s perception of language (Al-Zhoubi 2018, 155).
Exploring the matter further, McGonigal declares that informal learning occurring in new
environments helps individuals to creatively solve problems and prepare for real life challenges
(89, 2011). Istiyani mentions the importance of the environment and its influence on learning
progress as well (2014, 109-110). After considering all the opinions, Al-Zhoubi believes that
language should be practiced both inside and outside of the classroom (2018, 152). In
conclusion, informal learning, as a concept, can be interpreted in diverse ways. Numerous
scholars are divided into smaller groups with different perspectives on the matter. Some argue
that learning during free time can encompass activities such as language practice with an
instructor at a language school or computer games playing. Conversely, other authors assert that
learning in such conditions does not constitute true self-education during free time. But overall,
most of the sources agree, saying that informal learning happens outside of the school, in the

children’s and adults’ free time.
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Leisure activities are further characterized by Hamlen, who comments on the fact that people
decide to do the activities they like and enjoy in their leisure time, including the activity of
playing computer games, because these activities capture the individual’s attention (2011, 532-
533). Similar matter is brought up by Callanan, Cervantes and Loomis who say that informal
learning relates to interests (2011, 647). Apart from interest, Eshach mentions the increase of
positive attitude towards subjects people acquire when they learn outside of the school
environment (2007, 179). Sources characterize informal learning as enjoyable because it occurs

in individuals’ free time.

1.1 Traditional methods versus technology and computer games

Not all people are pleased by technological advancements and therefore they prefer not to use
technological advancements. Having a different opinion, Jun Sun mentions that computerized
methods are more beneficial than traditional methods (2011, 391). In addition, Crowley, Silk
and Crowley, speak about the fact that games are underused and underestimated in the field of
education (2021, 1230). Conversely, it is inevitable that resistance may occur towards the usage
of computerized methods from individuals who are familiar and satisfied with traditional
methods (Joshi 2005; quoted in Jun-Sun 2011). Different convictions about the usage of
technology were introduced by the sources. It is mentioned by the authors that, if individuals
do not know how to use and work with technological advancements, they tend to feel anxiety

and insecurity. For those, it may be easier to use the old rules and methods.

Exploring the subject further, there are people who think that computers are unworthy of
time and too addictive to be praised and used in everyday life (Ma, Oikonomou and Lakhmi
2011, 13). Similarly, McGonigal states that both teachers and parents are concerned with the
amount of time young people spend playing video games (2011, 15). Addressing the mentioned
issue, Hamlen believes that due to technology’s immersive features, players are not aware of
how rapidly time passes while they play video games (2011, 533). A lot of individuals perceive
technological devices as something unnecessary, addictive and complicated. For example, the

game’s addictive nature is being heavily discussed in today’s world.

Another pressing issue is the school environment that is becoming less interesting for the
young students (Khajloo 2013, 57). It can happen that pupils become emotionally disintegrated

in the school environment and that is one of the reasons why adults should let children learn
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outside the school environment (Hamlen 2011, 532). Another author, Khajloo describes
classroom lessons as boring (2013, 57). Delving further into the topic, Istiyani believes that a
learner’s attitude towards the language is highly important because it can influence the learner’s
progress (2014, 101). Talking about the same subject, Crowley, Silk and Crowley explore the
idea that games can positively influence players’ opinion on the language in focus (2021, 1238).
Similarly, Al-Zhoubi declares motivation and interest as main factors for productive learning
(2018, 153). Moreover, many students suffer at schools with traditional methods, feeling bored
and forced to cooperate (McGonigal 2011, 85). Hamlen is in agreement with McGonigal while
saying that sometimes, pupils feel disinterested in schoolwork, generally disliking the fact they
do not have freedom to choose activities they want to do (2011, 532). Khajloo agrees that
students lose interest in school as well as teacher’s explanations (2013, 56). Additionally,
Banditvilai and Cullen conclude that the disinterest in learning starts with the lack of
opportunities of language usage in real life (2018, 292). Expressing another matter, Khajloo
mentions repetitiveness as one of the main problems while negatively describing the absence
of real-life variations of opportunities as well as Banditvilai and Cullen (2013, 57). Agreeing,
Hamlen voices that repetition increases student’s frustration in the classroom (2011, 538).
Talking about the same topic, Al-Zhoubi believes that creating authentic situations for learning
purposes is challenging but needed (2018, 152). Sharing this opinion, Powers states that
language should be practiced in various environments and contexts (2010, 8). A lot of sources
believe the school does not provide an ideal learning environment. The majority of authors
mention the absence of real life like situations and the disappearing enthusiasm of the learners

as well as the issue of deficiency in variety of activities.

Teachers are also a big part of the process of learning at school. Al-Zhoubi seems to be
interested in the fact that teachers have too much responsibility when creating lesson plans
(2018, 154). Similarly, Akram and Malik believe teachers should prepare diverse activities for
learners (2010, 237). Sharing an opinion, Sadiku mentions that teachers have the opportunity
to use different pre-made materials, strategies and methods when creating lessons (2015, 29).
Furthermore, Al-Zhoubi asserts that the teacher is the main planner of the lesson, therefore
influences the learning process according to his capabilities and wishes (218, 154). Akram and
Malik add that teachers must create valuable materials for students (2010, 237). Eshach has a
strong opinion on the subject, viewing some teachers as absent of necessary knowledge and
unable to construct beneficial lessons, more importantly, he suggests that school is a waste of

time and finances (2007, 175). Focusing on a similar matter, Riley and Reedy observe, it is
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impossible for teachers to successfully converse with all their students (2003, 70). Bringing up
a different issue, Claudia says that the problem of over usage of the native language can occur
during classes. On the other hand, transcription or explanations in the native language may
positively influence the learning experience of the students (2014, 90-91). Concentrating on
teachers, a few authors agree that teachers have too much power and don’t know how to use it.
In addition, some suggest that teachers teaching in these classes are unable to think of as well
as create valuable lesson plans together with situations which resemble real life encounters
crucial for language acquisition. On the contrary, some sources believe that teachers can create

a lot of interesting materials.

A different matter is portrayed by another author. Khajloo believes that students do not reach
desirable level of English in the classroom, despite having a lot of lessons (2013, 56).
Additionally, McGonigal indicates that real life is not designed to motivate humankind and if
someone requires a lot of participation and challenge from other humans, real life experience
can be highly demotivational (McGonigal 2011, 4-20). Furthermore, Istiyani sees learning in
classrooms as unnatural (2014,100). On the contrary, many would claim that online platforms
are unnatural, but Crowley, Silk and Crowley, are convinced that most online platforms are
founded with real-world ecosystems in mind, therefore, they resemble them and provide
familiar and ideal settings for learning (2021, 1231). A few sources are of the opinion that

schools provide unnatural environments for learning.
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2. Computer Games

Computer games refer to the category of games that are operated on a computer system.
Camilleri, Busuttil and Montebello assert that defining a game is complex and while some
individuals describe it as an engaging activity, this description is viewed as vague and inaccurate
(2011, 482). McGonigal, labels games as a dominant, positively influential and inspirational
instrument (2011, 12). Hamlen decided for a completely different approach, describing games
as human created environments (2011, 534). Camilleri, Busuttil and Montebello concur with
Hamlen, marking games as mesmerizing, artificial platforms (2011, 486). As indicated by the
authors, there are divergent approaches used to describe computer games, therefore, the sources

do not present one universal definition to describe video games.

There are multiple reasons why people should accept games as informal educational tools.
Ma, Oikonomou and Lakhmi believe humans can learn a lot through playing video games
while emphasizing the acquisition of knowledge and skills (2011, 3). Delving into the topic,
Banditvilai and Cullen address the importance of regular practice and opportunities that
games provide (2018, 291). Furthermore, Ma, Oikonomou and Lakhmi give credit to learning
through games because they are entertaining and appealing to all generations (2011, 3).
Similarly, Hamlen asserts that games are encouraging because they include people’s interests
(2011, 537). Agreeing, Banditvilai and Cullen depict games as highly motivational (2018,
293). Crowley, Silk and Crowley discuss the game’s enjoyable features which capture players’
attention, prolonging the learning activity (2021, 1230). Simultaneously, Banditvilai and
Cullen comment that self-motivation and one’s increased activity is supported by the usage of
technology (Banditvilai and Cullen 2018, 290). Most sources agree that games are great
instruments for learning because they provide multiple advantages for the learners such as

frequent training or the games enjoyable features.

Elaborating on the subject of games, Hamlen comments that games depict real-life like
environments which facilitate good base for learning (2011, 534). Developing that idea, Istiyani
insists that people who learn through experience learn naturally (2014,100). On the same note,
Khajloo inspects the need for realistic therefore valuable experience (2013, 58). In like manner,
Callanan, Cervantes and Loomis provide their opinion about experience, promoting it’s positive
impact on studying (2011, 646). Additionally, Akram and Malik believe that audio-visual aids
like computer games are good for learning (2010, 235). Sadiku agrees with Akram and Malik,

saying that audio-visual materials and the employment of technology is an important part of
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learning process both inside and outside of the school (2015, 29). As indicated by the authors,
learning while playing computer games is useful because of regular practice of skills that games
support and simulations of real-life environments which represent essential conditions for

learning.

When talking about video games it is suitable to mention avatars. Avatars are characters that
players play through in computer games. Camilleri, Busuttil and Montebello state that the
player’s avatar can be as realistic or as far from reality as the player wants (2011, 491).
Similarly, another author comments that video game characters are customizable while adding
that gamers can see self-improvement through the character’s progression in the game
(McGonigal, 2011, 37-50). Marsh et al. mention the importance of the likeability and
believability of the avatar (2011, 278). In numerous games, players are presented with the
chance to create and modify their character according to their liking. A few authors mention it
is preferable if the characters have nice and realistic features. These characters, also known as
avatars, can be customized to resemble the player or represent an idealized version of
themselves. Sometimes, a connection can form between the creator and creation, therefore,

some players believe they self-improve through their character’s progression in the game.

2.1 Educational Games

Educational games were created for braver teachers, who were not afraid to use new
technologies. Camilleri, Busuttil and Montebello comment that educational games are so boring
that individuals would rather do without them (2011, 485). McGonigal views educational games
as a temporal solution because the games’ vague features cannot compare to modern engaging
trends (2011, 86). Similarly, Crowley, Silk and Crowley introduce the problem of low budget
that may influence the games’ fewer appealing features and inability to reach a broader
audience, if compared with games developed for entertainment (2021, 1230). Educational
games are not viewed positively by the sources because of their simplicity and boring features

which cannot compete with modern games.

2.2 Single player Games
One of the two most basic game categories is called the single player game. This type of game
is described as predominantly oriented towards individual learning (Hansen et. al. 2020, 24).

Moreover, Hansen et. al. characterize singleplayer games as linear progressive games because
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they focus on the direct transfer of knowledge as well as on individual learning (2020, 24).
Investigating the topic of knowledge acquisition, Ma, Oikonomou and Lakhmi portray games
as an acceptable environment for learning both skills and knowledge (2011, 3). In a similar
manner, Aponte, Levieux and Natkin concur that for successful gameplay, the players need to
gain and practice their abilities as well as knowledge (2011, 209-210). In addition, Hamlen
declares competence, freedom from restrictions and autonomy to be the most desirable features
which video games provide (2011, 533-537). Single player games primarily concentrate on
amplifying player’s ability to acquire specific knowledge and skills. Moreover, the explored
type of game is typically designed with linear progression, limiting the player’s influence on

the ultimate outcomes.

Solo games can be highly engaging due to obstacles and tasks they provide because the
challenges are tailored to the player’s achieved level of skills (Camilleri, Busuttil and
Montebello 2011, 488). Obstacles are also mentioned by Aponte, Levieux and Natkin, who
claim that singleplayer games focus on challenges that are often customized for each player
(2011, 206-208). Exploring the subject further, Hamlen concludes that people want to be
challenged by games since they particularly enjoy difficult gameplays while adding that games
usually consist of problem-solving obstacles (2011, 534-538). In summary, the mentioned
authors agree that players enjoy playing games even though they are demanding, and in some

cases, the high challenge is the reason why some people enjoy the gameplay.

2.3 Multiplayer Games

After introducing single player games, the focus will move on to the remaining fundamental
type of a game, the multiplayer game. Camilleri, Busuttil and Montebello describe multiplayer
games as riveting online environments (2011, 486). Identically, McGonigal uses the word
immersive to describe an online platform while adding that it is designed to make the gamer’s
abilities better (2011, 16). Another author chose a slightly different approach, introducing
multiplayer games as an environment created by a mix of fiction and the real world (Hamlen
2011, 534). Crowley, Silk and Crowley marked games as immersive, open world setting games
(2021, 1232). Investigating the subject more extensively, McGonigal focuses on how players
voluntarily participate and intentionally share one platform as well as collaborate on missions
during the gameplay while emphasizing the individual’s need for contribution within the group

(2011, 21-180). Camilleri, Busuttil and Montebello share these beliefs, commenting on the
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player’s desire to share responsibilities and guidance within their team in a specific context
(2011, 500). Agreeing, Eshach is of the same opinion as Camilleri, Busuttil and Montebello,
talking about shared beliefs and motives which enable people to successfully collaborate with
each other (2007, 183). In conclusion, multiplayer games are characterized as platforms
designed to host multiple players. Furter investigation by the authors suggests that the online
platform is designed to resemble reality as well as to create the right environment for
cooperation. Additionally, it is indicated that multiplayer games require the participation of

multiple players.

Furthermore, the sources decided to explore the matter of connecting the topic of learning
with multiplayer games in more depth. While online games can be played solo, they typically
require a high degree of teamwork with other players for the successful completion of more
complex tasks (Thorne, Black and Sykes 2009, 810). Along with previously mentioned authors,
Reeves and Read assert that the inherent necessity of collaboration with other players invariably
results in the establishment of informal dyadic alliances (2009, 84). McGonigal makes a clear
point about this topic, saying that community typically arises when a group of people with a
common interest start to interact to delve further into the interest (2011, 116). Camilleri, Busuttil
and Montebello have pointed out the importance of learning within the group as well by saying
that multiplayer games foster a community that generates a dynamic learning cycle as members
continuously learn from one another, with new players gaining knowledge through the guidance
of more skilled players (2011, 484). The significance of teamwork and learning within a
particular group has been discussed and thoroughly researched. Various authors interested in
this topic agree that group learning activities are highly beneficial, and that online computer

games provide an excellent foundation for learning in groups.

Multiplayer Games are also known as non-linear progression games. The main feature of
non-linear progression games is that the player’s behavior influences the game’s progress and
outcome as it does not focus on defined rules (Hansen et. al. 2020, 24). Correspondingly,
McGonigal mentions that the ending and progress of the mentioned type of video games can be
influenced by the players and their choices (2011, 46). Focusing on the same subject, Crowley,
Silk and Crowley imply it is possible to not only influence the plot and outcome of the game
but to choose between different roles players want to play as well as to select the tasks they
want to engage in (2021, 1232). One of the reasons why multiplayer games are classified as

non-linear games is because their story is not fixed as it varies according to the player’s
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decisions. All sources agree that the players have the opportunity to influence the games story
according to their own wishes, therefore each gamer can experience a different gameplay

depending on their choices.

2.4 Games and Learning:

Games usually provide place designed for social interactions and dialogues within specific
context that can enhance both language acquisition and communication skills (Sercea et. al.
2011, 491). Sharing the same opinion, Ma, Oikonomou and Lakhmi assume it is possible to
gain both knowledge and skills through computer game playing (2011, 3). Delving into the
topic of games, Akram and Malik believe that video games can be classified as audio-visual
aids, ideal for learning purposes (2010, 235). Focusing on context, Hamlen comments that the
setting and scenarios depicted in games mirror real-life experiences and environments while
providing learners with practical and relevant applications of their knowledge (2011, 534). This
immersive and interactive approach makes not only learning more engaging, but it also fosters
a deeper understanding of the context (Akram and Malik 2010, 235). “Games provide an
emphasis upon social interactive learning based upon dialogue and social interactions rather
than tutor-based and individual study” (Ma, Oikonomou and Lakhmi 2011, 9). In addition,
Hamlen asserts that people wish to learn something new while playing computer games (2011,
539). Learning through playing computer games usually offers numerous advantages, one of
them being an interesting learning environment consisting of life like interactions and enjoyable

experience.

Discussing different advantages of video games, McGonigal believes that fear of failure can
be destroyed by games (2011, 46). Addressing the same matter, Hamlen portraits games as
challenging while declaring they allow players to develop competence to overcome problems
or to not give up hope in difficult situations (2011, 538). Elaborating on the subject, McGonigal
compares the experience of failure in real life and games, saying that real life failures are
demotivational and, on the contrary, failures in games are encouraging (2011, 45). Agreeing
with McGonigal, Banditvilai and Cullen are of the opinion that video games can increase
motivation by enabling people to conquer obstacles in multiple situations (2018, 293).
According to most sources, failure and impossible obstacles make games more entertaining. In
contrast, within a traditional classroom setting, failure is often perceived as embarrassing and

demotivational by the individuals experiencing it.
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3. Language Skills

Language has been used for many centuries for the purpose of sharing opinions (Sreena and
Ilankumaran 2018, 669). Furthermore, language is perceived as important because it allows
people to communicate with each other (Istiyani 2014, 100). In the same mind, Al-Zhoubi
mentions that language is a communicational instrument enabling people to create
conversations (2018, 151). Sreena and Ilankumaran label communication as a crucial part of
the world while describing it as an exchange of ideas and information (2018, 669). Moreover,
Callanan, Cervantes and Loomis are of the opinion that learning language comes from the
aspiration to converse with other human beings (2011, 649). Akram and Malik are convinced
as well that being able to talk to other people is a big motivation for learning a new language
(2010, 234). Exploring the topic in more detail, Riley and Reedy state that language is crucial
for overall human development (2003, 61). Akram and Malik believe that language ensures
progress of society because it enables conversations to occur (2010, 236-237). A remarkable
characterization of English language is promoted by Richards who introduces English language
as the most internationally used means of communication between people from divergent
countries (2008, 1). Similarly, Riley and Richards assert that language helps humans to form
connections (2003, 61). Being in agreement with the previously mentioned authors, Istiyani,
shares the idea that people are motivated to learn second language to talk with foreigners (2014,
104). Commenting on the matter, Akram and Malik believe that all language skills are used
during multinational interactions (2010, 234). When talking about foreigners, Sercea et. al.
mention the advantage of technologies which enable society to communicate with people from
different countries and cultures (2011, 491). A great number of authors believe that language is
paramount for society, furthermore, they promote the idea that the ability to converse with other
people is the main reason why humans decide to learn a language. In addition, sources assert
that English is a language that is used internationally, and therefore, the language in focus

enables foreigners to form connections.

Since English language was perceived as crucial for life by the authors, it is important to
discuss various approaches one can implement to learn the language. Concentrating on this
issue, Richards implies it is ideal to learn language by incorporating it in one’s daily life (2008,
15). Being in concord with Richards, Al-Zhoubi views dialogues as efficient and natural
learning situations (2018, 154). Summarizing the ideas of the previous authors, Akram and
Malik concur that the most valuable exposure to language happens in conditions identical to

real life (2010, 232). Delving further into the subject, Al-Zhoubi proclaims that expressing
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oneself within the targeted language is the best way of practicing and learning (2018, 154).
Agreeing, Eshach believes that to learn and use language effectively one must be able to convey
one’s own ideas and understand the meaning of spoken language (2007, 183). In the same
manner, Sreena and [lankumaran comment that language gives people the ability to show their
nature (2018, 696). Furthermore, Callanan, Cervantes and Loomis are convinced that learning
happens within a community (2011, 651). Additionally, Sreena and Ilankumaran say that the
act of exchanging ideas is crucial for both individuals and for society (2018, 669). All the
authors mentioned are in concord, supporting the fact that the most valuable language

acquisition happens in real-life situations where people can convey information to each other.

When exploring language in more detail, one can focus on the examination of language
skills. According to Sebestova, there are four language skills, reading comprehension, listening
comprehension, writing skills and speaking skills (2011, 29). Aydin lists the same language
skills and marks them as basic while highlighting their importance for the activity of learning
English language (2014, 245). In contrast, Walsh organizes the language skills differently,
marking listening and speaking skills with the term oracy and writing and reading skills with
the term literacy (1985, 8). Powers introduces language domains as another name for language
skills, adding that both speaking and writing skills are classified as productive skills and
listening comprehension and reading comprehension as receptive skills (2010, 6-7).
Correspondingly, Cameron divides language skills in the same manner (2001, 40). Gower,
Phillips and Walters agree with the division made by other sources while adding that productive
skills are referred to as such because writing produces texts and speaking conversations,
meanwhile, receptive skills, listening comprehension and reading comprehension process given
information (1995, 5). On the contrary, Sreena and Ilankumaran classify language skills in
different groups, naming productive skills as passive and receptive skills as active (2018, 670).
All the sources assert there are only four language skills, speaking, listening comprehension,
reading comprehension and writing, but their opinions differ when they classify these skills in

more detail.

Investigating the subject closely, Claudia, believes that targeting the four skills is crucial
step in learning a new language, especially English (2014, 88). In addition, Akram and Malik
concur that language skills should not be learned in isolation but simultaneously (2010, 234).
Expressing a different opinion, Burns and Siegel perceive an individual learning of a single

skill as a beneficial method for thorough learning (2017, 3). Agreeing with Akram and Malik,
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Sadiku emphasizes that situations which enable people to use all their language skills at the
same time are the best for learning (2015, 29). Similarly, Powers believes that people use and
practice more than one skill simultaneously while they communicate with each other (2010, 6).
Akram and Malik share the same idea, commenting that more skills are used at the same time
during a conversation (2010, 232). Joining other sources in beliefs, Gowers, Phillips and
Walters conclude that language skills form one unit and consequently enable people to
communicate efficiently (1995, 85). Contrastingly, Sreena and Ilankumaran convey that skills
are usually used in pairs because writing is impossible without reading and speaking cannot be
used without listening (2018, 670). Summarizing opinions of the previous sources, Sadiku
concurs that language domains are both operating on their own while being interconnected
(2015, 29). The majority of authors are convinced that skills are used simultaneously, and a few

specify that skills occur at least in pairs during human interaction.

Delving further into the matter of learning, Claudia indicates that different approaches
should be implemented to learn each language skill (2014, 89). Gower, Phillips and Walters
acknowledge the same idea while mentioning there is a wide range of methods one can use to
learn language skills (1995, 117). Similarly, Istiyani talks about different strategies which can
be used to acquire language skills (2014, 109). According to Clarke, Truelove, Hulme and
Snowling, recognizing or pronouncing words and understanding spoken language is crucial for
learning all language skills (2013, 4). Discussing the same topic, Sreena and Ilankumaran point
out that the progression of productive skills is positively influenced by the usage of receptive
skills (2018, 696). Callanan, Cervantes and Loomis are convinced that language can be learned
in speaking environments by targeting the language of focus (2011, 649). Riley and Reedy add
that the best way to learn language is through experience rather than repetition (2003, 64).
Simultaneously, Al-Zhoubi concurs that one can learn language skills by using the targeted
language (2018, 160). Many divergent methods of language skills acquisition are discussed by

various sources.

As it was previously mentioned, being in English speaking environments can significantly
affect the improvement of English language level (Aydin 2014, 245). Talking about a specific
type of environment, Sercea et. al. comment that online platforms provide a lot of
communicational opportunities (2011, 490). According to Aydin, Online platforms support
individual or group learning (2014, 254). Simultaneously, Sergea et. al. believe that online

environments are ideal for group and individual learning while highlighting that conversations
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between people from different time zones may occur on those platforms (2011, 491). Stating
their opinion, Banditvilai and Cullen talk about the fact that technology-based learning methods
can increase the interest of the learners in language acquisition (2018, 288).While talking about
the increase of interest, Cameron mentions that it is important to discuss interests while learning
English because it encourages people to talk about topics they are interested in (2001, 58).
Correspondingly, Walsh observes that popular leisure activities should be used while learning
(1985, 8). One of the most discussed and promoted features of online environments is their

ability to provide a specific environment as well as increase interest in learning.

3.1 Reading comprehension

Focusing on reading skills, Sreena and Ilankumaran distinguish reading comprehension as
active skills (2018, 670). In a different manner, Sebestova describes reading comprehension as
a receptive skill (2011, 36). Similarly, Powers declares that reading comprehension is a
receptive skill (2010, 6). Providing more general characterization, Claudia identifies reading
comprehension as understanding of written words (2014, 89). In this paragraph, authors

mention multiple definitions of reading comprehension.

Talking further about the characterization of reading from the point of importance, Sreena
and Ilankumaran comment that the employment of reading skills is paramount for learning the
writing skills (2018, 670). Developing this idea, Sadiku says that reading is important because
it has positive effects on the acquisition of other aspects concerning language (2015, 30). Sreena
and Ilankumaran have the opinion that reading enables people to attain a certain goal, for
example, to understand written language (2018, 670). Coming to the same verdict, Sadiku says
that reading comprehension is interrelated with writing skills (2015, 29). Agreeing with other
sources, Riley and Reedy delve into the theory that reading skills are valuable for the practice
of other skills, mainly for speaking skills because reading comprehension gives speakers the
opportunity to talk about a common topic (2003, 68). In this paragraph, sources mention the

value of reading skills and evaluate their relation to other skills.

Considering the importance of reading comprehension, the following paragraph focuses on
the progress of reading skills. One of the suggestions for practicing reading skills is that reading
diverse texts with various difficulty levels can enhance one’s reading comprehension (Sadiku
2015, 30). Furthermore, Riley and Reedy mention that texts used for the improvement of

reading comprehension should be both demanding and engaging (2003, 81). Focusing on
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reading comprehension, Walsh comments that individual reading in one’s free time has a
positive effect on the acquisition of reading skills (1985, 9). According to Al-Zhoubi reading
English books and magazines can increase the reading comprehension level of the reader (2018,
160). Sreena and Ilankumaran assert that continuous reading of a text about the same topic can
improve one’s reading ability (2018, 670). In contrast, Burns and Siegel say that the activity of
reading a text is not the most efficient method to increase reading comprehension but the usage
of scamming or scanning, marked as reading strategies should be used for more beneficial
improvement (2017, 7). Stating their opinion, Riley and Reedy label the knowledge of speaking
skills as important factors for the acquisition of reading skills (2003, 78). The reading
comprehension can be advanced by countless strategies, including techniques like scamming

or by using different and interesting texts.

3.2 Listening comprehension

Listening comprehension is not only about the act of hearing but most importantly, it is about
the comprehension of the information that is being received (Sadiku 2015, 31). Equivalently,
Richards perceives listening as a tool used for discovering other people’s thoughts and opinions
(2008, 3). Sharing the previously mentioned authors’ opinions, Cameron implies that listening
enables humans to understand spoken discourse (2001, 40). Similarly, Sreena and Ilankumaran
observe that listening allows people to gain information (2018, 670). Introducing listening skills
from a different point of view, Powers describes listening comprehension as a receptive skill
(2010, 6). Additionally, Sreena and Ilankumaran believe that listening can be classified as an
active skill (2018, 670). In conclusion, listening can be described as a receptive or active skill,

and it is used to obtain and understand information.

When talking about progression of listening skills, Sebestovd concurs that having
opportunities to listen to English language is crucial for increasing one’s level of listening
comprehension (2011, 33). Sharing the same opinion, Wallace, Stariha and Walberg imply there
are a lot of listening occasions both at school and outside of school (2004, 13). Exploring the
subject in more detail it is said that listening to English recordings especially songs is
recommended for the progression of the mentioned skill by Istiyani (2014, 108). Gowers,
Philips and Walters add that listening comprehension should be challenged by various
recordings, including dialogues or monologues happening in situations which differ in context

(1995, 87-93). Mentioning recordings as well, Richards explains there is a big difference
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between recorded conversation and a spontaneous discussion happening in real life (2008, 3-
4). In addition, Gower, Phillips and Walters are persuaded that interesting recordings on a
specific topic chosen by individuals can efficiently motivate one to improve listening skills
(1995, 87-93). Al-Zhoubi is of the same opinion, saying that by listening to English songs,
movies or radios one can increase their listening comprehension (2018, 160). All sources
believe that listening skills can progress by listening to the language of focus, meanwhile, a few

authors question the effectiveness of some aids used for development.

After discussing strategies for learning listening comprehension, the sources focus on the
importance of the discussed skill. Burns and Siegel think that listening comprehension should
be perceived as a fundamental part of human life because it supports progression (2017, 14).
Additionally, Sadiku mentions that listening comprehension is important for overall learning as
it enables listeners to obtain new information (2015, 31). Wallace, Stariha and Walberg explore
the same matter, implying that listening skills empower people to attain new knowledge (2004,
13). Sreena and Ilankumaran believe that listening comprehension is crucial for the employment
of speaking skills (2018, 670). Agreeing with Sreena and Ilankumaran, Sadiku asserts that
listening skill is usually connected with speaking skill (2015, 29). In conclusion, sources assert
that listening comprehension has an important role in the world. Moreover, listening skills is

usually connected with speaking skills by the authors.

3.3 Speaking

Speaking is the next examined skill. Powers, considers speaking to be a productive skill (2010,
6). Differently, Sreena and Ilankumaran use the word passive skill to clarify speaking (2018,
670). Characterizing speaking skills from different perspective, Richards observes that speaking
skill is usually spontaneous since most conversations are impulsive (2008, 3). Mentioning the
importance of speaking, Cameron concurs that conveying one’s idea is the main purpose of
speaking skills (2001, 40). Similarly, Riley and Reedy believe that the main purpose of speech
is to convey knowledge (2003, 67). Additionally, Sreena and Ilankumaran assert that speaking
is usually interactive because it provides the opportunity to communicate with other people
(2018, 670). Richards explores the same matter, saying that speaking skills ensure one can
express themselves as well as obtain information from other people (2008, 22). According to

sources, speaking skills are crucial as they promote communication between people.
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Analyzing the topic of speaking skills acquisition, Walsh explores the strategy for learning
the speaking skill while saying that talking about one’s own experience is a common practice
for individuals who practice speaking skills (1985, 10). Sharing Walsh’s opinion, Richards
conveys that speaking skills used to be learned mostly through memorizing and repetition, but
this approach was found to be ineffective as it didn’t bring desired results, the ability to
communicate effectively (2008, 2). According to Burns and Siegel, focusing on training
speaking in different environments is good for the skill’s development (2017, 6). Questioning
the negative aspects of speaking, Richards argues that speaking with other people in English
can be intimidating and therefore it is important to train speaking skills frequently (2008, 24).
Moreover, Riley and Reedy mention that speaking is associated with listening (2003, 67).
Similarly, Sreena and Ilankumaran believe that listening skills are used simultaneously with
speaking skills while expressing the idea that it is not possible to use speaking skills without
listening skills (2018, 670). Being in concord with other sources, Sadiku concludes that
speaking and listening are complementary (2015, 29). In an equal manner, Riley and Reedy
comment that by listening to more experienced speakers one’s level of speaking skills might
progress (2003, 61). In addition, Sreena and Ilankumaran concur that problems with speaking
skill can be solved with the help of listening assignments (2018, 669). Addressing the
importance of speaking skills, Riley and Reedy view the acquisition of speaking skills as
essential for learning both reading and writing skills (2003, 75). Taking everything into
consideration, Sebestova asserts that a big focus is on the enhancement of speaking (2011, 34).
Expressing similar thoughts, sources focus on the methods to enhance speaking skills. The

importance of the targeted language domain is mentioned as well by the authors.

Speaking further about speaking skills, Riley and Reedy assert that language evolves through
experience (2003, 61). Expanding this idea, Al-Zhoubi is convinced that people should speak
in English outside the classroom, to grow their confidence and be able to use speaking skills
comfortably (2018, 153). According to Akram and Malik training speaking in groups or pairs
is the best method to learn this language skill (2010, 235). Delving into this topic, Walsh
mentions the importance of talking to other people while emphasizing that mutual correction
can occur withing a pair or a group conversation (1985, 10). Similarly, Riley and Reedy assert
that feedback represents an important part of learning (2003, 64). Burns and Siegel highlight
the significance of speech evaluations as well (217, 7). Commenting on feedback, Richards says

there is always evaluation in face-to-face interaction while naming facial expressions as an
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example of feedback (2008, 23). Authors observe that participation in conversations is ideal for

learning speaking skills while highlighting the importance of feedback.

3.4 Writing

Concentrating on writing skills, Powers classifies writing as productive skill (2010, 6). In
contrast to Powers, Sreena and Ilankumaran opinion is that writing can be recognized as a
passive skill (2018, 670). In addition, Sadiku mentions that learning writing is difficult because
it consists of a lot of parts including grammar, punctuation or capitalization (2015, 31). Talking
about similar topic, Burns and Siegel assert that there are multiple circumstances influencing
writing (2017, 8). In complementation to previous authors, Walsh mentions that writing is a
complex skill as well (1985, 9). According to the sources, writing can be characterized as
productive or passive skill. Furthermore, the skill is perceived as complex and therefore not

easy to learn.

Further exploring the characterization of the mentioned language skill, Sebestova declares
that writing is the last language skill to be learned as it is not needed for learning other skills,
only for improving or transcribing them (2011, 37-38). Agreeing with this statement, Sreena
and Ilankumaran mention that writing usually functions as an addition to other language skills
(2018, 670). Sadiku is of the opinion that writing is bound to reading comprehension (2015,
29). In like manner, Sreena and I[lankumaran mention that people cannot use writing ability
without learning how to read first (2018, 670). Along with other sources Walsh observes that
reading comprehension is firmly connected with listening comprehension while pointing out
that produced writings are supposed to be read subsequently (1985, 9). Akram and Malik
believe that combining language skills ensures production of more valuable writings (2010,
235). According to Sreena and Ilankumaran listening activities can enhance the writing abilities
of individuals (2018, 669). Additionally, Claudia observes that drills are important when
learning writing (2014, 90). Developing this idea, Wallace, Stariha and Walberg comment that
practicing writing by various methods is helpful while mentioning that training on computers
is good but only if one learns how to write with a keyboard first (2004, 15). Similarly, Sadiku
comments that repetition is very important for the development of writing skills (2015, 31).
Identically, Sreena and Ilankumaran mention that practice is crucial for learning the mentioned
language skill (2018, 670). Developing this idea, Walsh states that individual training of writing

skills is beneficial (1985, 9). Elaborating on this opinion, Sreena and Ilankumaran say that
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writings depict and preserve one’s achievements (2018, 670). The observation that writing skill
is the least important of language skills is implied by several authors, who in addition,

investigate the significance of the skill’s relation to other language skills.
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PRACTICAL PART

4. The context of the research

The overall aim of the thesis was to find out if the activity of playing computer games has the
potential to promote productive and receptive language skills. The theoretical part of the thesis
introduced and explained the term informal education as well as computer games. Additionally,
the impact of computer games on overall learning was investigated in the first part of the thesis.
The practical part is focusing on whether language skills can progress through video games
playing. It was decided that qualitative research will be implemented during the research. The
data for the research will be collected from three players who will be interviewed about their
own experience with learning language skills while playing computer games. The second aim
of the research is to answer the research questions; How does playing English computer games
promote reading skills? How does playing English computer games promote writing skills?
How does playing computer games promote speaking skills? How does playing computer
games promote listening skills? The answers to the questions will be preserved and
subsequently sorted out into units by coding. Lastly, the outcomes of the research will be

presented after analysis.

4.1 The planning phase
The objectives of the planning phase are to find suitable participants for the interviews, create
open-ended questions based on the theoretical part of the thesis, perform the interviews, collect

valuable data, and finally, analyze information collected during the interviews.

Firstly, it is essential to determine the appropriate type of research to collect specific
information for the main objective. Fontana and Frey declare interview to be the best tool for
collecting information (2005, 646). Similarly, DiCicco-Bloom and Crabtree mention that
interviews are commonly used strategies for gathering information (2006, 314). Moreover, it is
indicated that the most used technique during interviews is called individual, also known as
face-to-face conversation (Fontana and Frey 2005, 645). DiCicco-Bloom and Crabtree add that
because of interviews it is possible to learn about the experiences of individuals (2006, 314).
Agreeing, Fontana and Frey claim that interview is the most suitable way to understand people
(2005, 645). According to the sources, using conversations known as interviews, especially

individual face-to-face interviews, is the most effective method to achieve the aim of this thesis.
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Mainly, because interviews enable researchers to assemble the personal experience of the

respondents.

Semi-structured interviews are widely used during solo interviews. A semi-structured
interview can be described as a planned meeting consisting of a conversation between the
interviewer and interviewee, this process includes open-ended and unplanned questions
(DiCicco-Bloom and Crabtree 2006, 315). Agreeing with DiCicco-Bloom and Crabtree,
Adeoye-Olatunde and Olenik describe semi structure interviews as natural conversations. Apart
from questions, another important part of the individual interview is called topic, introduced as
the base of the conversation by Stuckey (2013, 57). Similarly, DiCicco-Bloom and Crabtree
believe that interview depends on a specific topic (316) In summary, the authors concur that
semi-structured interviews resemble natural conversations based on a specific topic. Therefore,

individual semi-structured interviews will be used as the main tool of data collecting.

The interview consists of open-ended questions, which must be prepared before the
interview. Stuckey mentions that open-ended questions are used in semi-structured interviews,
adding that they are derived from the most important and structured part of the conversation,
the topic (2013, 57). In addition, Adeoye-Olatunde and Olenik comment that the questions
should be constructed with a specific aim in mind, and they should have foundation in theory
(2021, 1362). DiCicco-Bloom and Crabtree specify that the questions must be open-ended as
they give the respondent an opportunity to answer according to their own experience while
providing the most information (206, 316). According to the authors, semi-structured interviews
include open-ended questions which expand the range of information provided by the
respondents. Moreover, the questions should be established with an objective in mind and their

foundation should emerge from theoretical study. The main research questions:

1. How does playing English computer games promote speaking skills?
How does playing English computer games promote reading skills?

How does playing English computer games promote listening skills?

el

How does playing English computer games promote writing skills?

Even though interviews are among the most frequently used techniques for data collection,
they are not the easiest to construct. Sapsford and Jupp comment that identical questions should

be used for each interview, noting that a diversity of inquiries can still happen by providing
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more detailed explanations of the questions (1996, 100). Fontana and Frey agree that there is
always space for ambiguity in interviews (2005, 645). Another argument presented by Beitin
addresses the issue regarding reliability and freedom of expression in front of the researcher
(2012, 244). Therefore, according to DiCicco-Bloom and Crabtree, an inviting environment is
important during the dialogue because the respondents should feel safe and respected (2006,
316). According to Beitin, this can be ensured by interviewee’s acquaintance with the topic of
focus (2012, 244). Furthermore, DiCicco-Bloom and Crabtree state that the main point of the
interview is to encourage respondents to share their authentic experiences and feelings (2006,
316-317). To prepare an interview, the interviewer must prepare questions suitable for the topic

and create a pleasant environment for the respondents.

The importance of obtaining participant’s consent in research is emphasized by Wedler and
Grady (2008, 203). Another primary consideration previously stated by Beitin, is that the
participants should possess knowledge of the subject of the research (2012, 244). In the same
manner, Manohar, MacMillan, Steiner and Arora advise the investigator to recruit participants
who closely align with the characteristics of the target population (2018, 2). In addition,
Wendler and Grady write about the importance of information disclosure, mentioning it is
important to include candidates in some aspects of the information while withholding specific
details (2008, 206-207). On the contrary, MacMillan, Steiner and Arora insist that research
participants should be provided with detailed information about the research regarding the
nature of their consent (2018, 4). In conclusion, careful consideration of participant selection,
informed consent, and information disclosure is essential to ensure the ethical standards of the

research process.

Preserving the respondents’ answers is paramount, therefore, there are many approaches
researchers can use for successful data collection. Adeoye-Olatunde and Olenik say that the
best method of collecting data during interview is audio-recording (2021, 1363). Sapsford and
Jupp have the same opinion, commenting that conversations are usually recorded, since taking
notes during the dialogue would take too much time and concentration (1996, 94). DiCicco-
Bloom and Crabtree agree that recording is a good way of capturing the information while
mentioning that the quality of the recording device is crucial (2006, 318). For Rosenthal it is
important to use an audio-recorder to be able to transcript the interviews later (2016, 512).

According to the sources, the easiest and most efficient way to collect information is by

33



recording the interviews. As a result, all information presented during the interviews will be

assembled by audio-recorder.

The next step of collecting and preserving data is transcribing the recordings. Transcription
is an activity during which the spoken text is converted into a written text (Widodo 2014, 101-
102). Examining the topic in more detail, Rosenthal writes about the necessity of a transcription,
deciding that accuracy is essential for further research (2016, 512-513). Moreover, Widodo
mentions it is vital to transcript the recording carefully as well as to organize the information
(2014, 102-107). Simultaneously, DiCicco-Bloom and Crabtree comment that the meaning of
one sentence can change because of transcription (2006, 318). Additionally, Hendl asserts that
computers are one of the tools used for transcription (2012, 220). Taking everything into
consideration, transcription is not easy to execute. The researcher must rewrite the recording
carefully to avoid any ambiguity or inaccuracy. During the research, all interviews assembled

by audio-recorder will be converted into a written language.

After transcription, the next part of the research is called coding. In the coding part of the
thesis, the researcher introduces and summarizes the respondents’ opinions (Svafi¢ek and
Sed’ova 2007, 252). Speaking about coding, Hendl proclaims that the obtained data is divided
into small units known as codes which consist of similar themes (2012, 228. In equal manner,
Auerbach describes coding as comparing the interviews transcriptions and looking for
similarities and differences within them, he names the similarities as patterns (2003, 31). The
process of identifying corresponding themes from different participants’ answers is another
description for coding used by Williams and Moser (2019, 48). On the other hand, Gibbs depicts
coding as finding the main ideas that arise from the interviews (2007, 2). From a different
perspective, coding could be viewed as an act of arranging important facts from a broad amount
of information (Auerbach 2003, 31-32). Likewise, Gibbs indicates the immense amount of
information collected from all the participants and the difficulty of processing it (2007, 48).
Sources use different ways of describing coding, mostly agreeing it is an act of sorting
information while classifying similar or contrasting themes from different interviews into

relevant classes, for further research.

The following part of the research is called analysis, and it is described as the final and most

important part of the thesis (Svafi¢ek and Sed’ova 2007, 253). Hendl characterizes analysis as
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a division of units in smaller groups which are contrasted (2012, 33). Similarly, Svafi¢ek and
Sed’ova proclaim that analysis is the activity of comparing collected information from the
practical research with data provided by literary sources which were assembled in the
theoretical part of the thesis (2007, 253). In the final part of the research, the collected
information from the interviews will be analyzed and compared with the help of the theoretical
part of the thesis where various statements and proclaims about the development of English

language skills through computer games were made, by several authors.

Overall, the strategy chosen for the study matches one type of research, the qualitative
research. Qualitative research is described as a method that is built around the aim and questions
of the research (Hendl, 2008, 48). Similarly, Svaii¢ek and Sed’ova comment that the qualitative
research focuses on one aim (2007, 24). Delving further into the matter, Hendl concurs that
during this type of research strategy, the researcher analyzes all information that is presented to
them by individuals participating in the interviews (2008, 48). Agreeing, Svaii¢ek and Sed'ova
believe that by using this strategy the researcher obtains subjective answers to the research
questions (2007, 15). Additionally, Hendl says that during the mentioned type of research, the
researcher uses citations provided by the respondents during the interview (2008, 49). Focusing
on the features of qualitative research, Svati¢ek and Sed’'ové introduce multiple features of the
method, for example, the small number of individuals participating in the research, the usage
of words instead of numbers or the most distinctive feature, the strategy of interview that is
used for data collection (2007, 13-15). In conclusion, qualitative research was chosen as the

main strategy for the research because of its features.

4.2 The interviews

For the research purposes, three players playing computer games were interviewed. They were
chosen because they play computer games in English. They were contacted through social
media, Messenger, WhatsApp and Discord, to join an interview for research. Two interviews
happened in person and the last one occurred via an online platform called Discord. The topic
of the research was shared with the participants as well as the means which would be used
during the interview. Selected individuals knew the conversation would be recorded for
transcription and analysis purposes. All participants were assured of their anonymity and the

researcher’s confidentiality.
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The interviews were performed in the first two weeks of February 2025. Each participant
decided the date and time of their individual interview as well as the language of the interview.
Czech language was selected by two players. The third player didn’t know Czech and chose
English. Each discussion varied in length, but most were from thirty minutes to forty-five
minutes long. Every interview was recorded. The two face-to-face conversations were
preserved by recorder, an application on a mobile phone. The remaining interview occurred on
Discord, an online environment that enables communication, and it was recorded by Audacity,
an application specifically developed for audio recording. Since recording is perceived as the
best method for data collection, it was implemented during the research (Adeoye-Olatunde and
Olenik 2021, 1363). Additionally, the mentioned method was used because it is considered
crucial for further research (Rosenthal 2016, 512-513). In other words, the recordings are
transcribed for a better understanding of the assembled information. The interview is
transcribed into a word document and stored on a computer. Furthermore, the saved data will

be used in the following part of the research for further analysis.

4.3 Coding

The strategy used during the research for data classification is called coding. Gibbs describes
coding as the interpretation of the collected information (2007, 48). The information can be
collected by various means, but transcription of the recorded conversations is recommended by
multiple sources (Rosenthal 2016, 512-513). The reason why this part of the research is
essential is because the transcriptions enable the researcher to compare the experience of
different players (Hendl 2012, 221). Overall, the authors describe coding in various ways while

agreeing that this part of the research is important.

During the process of coding, the transcribed interviews are compared while the procedure
of finding similar perceptions and contrasting ideas is highlighted by Williams and Moser
(2019, 48). In this process, the interviewer’s task is to sort crucial information into themes and
subsequently organized found themes into groups (Auerbach 2003, 31-32). Exploring the
importance of the researcher’s data perception, the sources assert organization of the preserved
information is paramount, therefore it should be carried out with utmost care (Widodo 2014,
102-107). Similarly, Gibbs elaborates on the same subject, mentioning that a large amount of
data must be carefully processed during the mentioned procedure (2007, 48). Coding is

characterized as an activity of organizing information provided by the interview participants.
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The next part of the research is called analysis. Svati¢ek and Sed’ové believe that analysis is
the final and most important part of the thesis (2007, 253). Delving deeper into the topic, Hendl
identifies analysis as an activity that enables the researcher to categorize information into
groups and compare the information (2012, 33). Similarly, Svafi¢ek and Sed’ova perceive
analysis as a tool that promotes the categorization of data as well while adding that information
obtained during the interviews is compared with data collected in the theoretical part of the
thesis (2007, 253). The sources assemble that analysis is about comparing and categorizing both

theoretical and practical data.

4.4 Data and their interpretation

The preserved information about players’ own experience of learning English language by
playing computer games revealed some similarities and differences. The players’ answers differ
in the way they perceive the process of informal learning as well as the contributions computer
games have to language learning. All the data collected were classified into two groups:

Understanding and Applying.

The first group named “understanding” focuses on respondents’ opinions on several matters.
Firstly, the individuals’ perception of informal learning is explored together with the
disadvantages and advantages of both formal and informal learning. Subsequently, the subject
of failure in different environments like at school or in games was examined. Another subject
discussed during the interviews was whether games provide ideal environments for learning.
The last subject mentioned in the understanding code is motivation. During the final question,

the players express their opinion on whether games motivate people to learn English.

Secondly, the code called “applying” provides insight into the players’ own experience. All
questions connected with this theme are revolving around the topic of learning language skills
by playing computer games. Providing their experience, individuals chosen for the research talk
about the video games they play in their leisure time. Firstly, the dialogues focus on multiplayer
games and how they promote English language skills. Subsequently, single player games and
their effect on the promotion of language skills are assessed. Another subject explored in the
“Applying” code is how the promoted games affect the chosen player’s motivation to enhance

English language skills.
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The next chapter will introduce the two groups in more detail by analysis, consisting of the
respondents’ authentic quotes. The players’ quotes should be included in the whole process of
data analysis to ensure more reliable interpretation of the information (Hendl 2012, 223). The
players’ statements will be compared with the information provided by the sources in the

theoretical part of the thesis.

As mentioned earlier, the participants were informed their identities will be kept
confidential. To ensure that these conditions are met, the players will be recognized by
following abbreviations, P1, P2 and P3. These contracted forms represent Player 1, Player 2
and Player 3. Since two of the interviews were carried out in the Czech language, the

participants’ quotes were translated into English by the researcher.

A. Understanding

Participants were first asked how they perceive informal education. All three agreed that
informal learning is important and, in some aspects, beneficial. P2 believes that informal
learning is “generally good” because “it is a voluntary activity, connected to individual’s
interests.” Similarly, P1 concurs that “people both relax end educate themselves while they
engage in various, leisure activities.” According to P2, the mentioned activities “make people
happier” since they occur in the free time. P3 complements other respondents by viewing
informal education as “an addition to formal learning that should be perceived positively.”
Exploring the matter further, P1 characterizes informal education as an “easiest activity to do
nowadays” because “people spend a lot of time on the internet, mainly to search information
on platforms like Google, YouTube and ChatGPT.” P2 mentions “YouTube” as an informal,
educational tool as well. In contrast to other players, P3 warns “there is the possibility of

incorrect facts being spread on the online platforms.”

Subsequently the players were asked about their opinion on the advantages and
disadvantages of informal learning. Focusing on advantages, P3 asserts that people can benefit
from the “variety of activities they may use for informal learning.” P1 implies that the
“independence to choose activities” is important as well as the setting of informal education
while observing that “learning in comfortable environments like at home” is another positive

feature of informal learning. P2 also shared their opinion, commenting on the fact that this type
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of learning is “entertaining” and therefore it can lead to “faster acquisition of knowledge.”
Examining the disadvantages, P1 mentions that “people do not socialize as much during the
informal learning” as they socialize at school. P2 posits that during this type of learning,
“individuals delve into a certain topic only on the surface level” and “if they want to explore
the theme further, they need to read a lot of literature.” Investigating the same matter, P3 agrees
that reading books about themes people are interested in is paramount for further learning,

adding that finding an ideal book is often challenging.

Another question used in the research was what players see as the advantages and
disadvantages of traditional school learning. Starting with advantages, P1 depicts
“socialization” as one of the positive features of formal learning. P3 shares an opinion with P3,
describing the “opportunity of conversation between peers as paramount.” Talking about
knowledge, P3 includes teachers as a positive part of formal education, sharing the belief that
“teachers learn the information before they pass it on to the students.” P2 shares the opinion of
Player 3 while adding that the teacher’s involvement in the learning process “enables
individuals to learn the topics in more detail.” Both P3 and P2 mention the significance of
“structure.” P3 is of the opinion that “structure should be used in formal as well as informal
education.” P2 characterizes school learning plan as crucial because it “gives individuals
opportunity to explore multiple subjects.” On the other hand, P2 classifies structure as a
disadvantage by claiming that “the structure is the same for every student and therefore there is
no opportunity for diversity.” Moreover, the teachers have duties they need to fulfill as well,
and as a consequence, “the teachers do not have enough time to give individual attention to
each student” which is something both P3 and P1 agree on. The necessity of an individual
approach is introduced by P1 who explains that “each student needs a different condition for
learning.” P2 and P3 are in concord with P1, claiming that “individuality is necessary but often
unintentionally neglected.” In addition, P2 elaborated that sometimes “students can’t imagine

how they will use the theoretical knowledge they learn at school in the real life.”

Accordingly, experiencing failure in video games and at school was compared, since all
players concluded that computer games can be classified as informal learning tools in some
aspects. Both P1 and P3 conclude that failures in games are easier to overcome since there are
so called “checkpoints” which enable players to save and reopen “their progress in games.” P1
mentions that failures in games are not fundamental, because “in games people can try again to

succeed in the failed task.” Agreeing P3 asserts that “mistakes in games can be faced later, after
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a month, two months or a year.” On the other hand, failures at school should be dealt with
immediately.” P2 expands this idea by saying that “failure in games can be motivational”
because some people welcome the challenge “as they prefer to maximize their difficulty
settings.” On the contrary, P1 believes that failure can be “demotivational” if someone plays
“multiplayer games” in team and “ruins the task for the whole group.” In addition, P3 mentions
that there are a lot of factors affecting failure like the individual’s conditions at the specific
moment. Overall, P2 and P3 agree that failure at school is more serious than failure in games.
P2 describes failures at school as “consequential and final.” P3 focuses on the things that people
learn at school like “writing or reading comprehension” while assuming there are a lot of

negative “consequences” if one fails to acquire these basic skills.

Next, the players were presented with the theory that suggests that games are ideal learning
environments. P3 and P1 are not completely sure if games represent “an ideal learning domain.”
Even though P1 is not fully convinced about this theory, they believe it is “not completely bad
to learn while playing games* because “playing computer games is a common activity in
today’s world.” P3 focuses on the “features and types of the games,” saying that “not all video
games are realistic” enough to be considered as good educational tools. Differently P2 does not
investigate the type of games but says that certain “aspects” make games good educational
tools. For example, “realistic conversations” and the individual’s participation in them is
perceived as a paramount aspect affecting the game setting’s value by P2. Similarly, P1
mentions “socializing” of gamers withing the games as a crucial feature of real-life like
environment which is important for learning. P3 posits “simulator” games as the type of a games

that usually try to be as identical to real life as possible.

The question whether games motivate game players to promote their English language is the
last discussion of the understanding chapter in the practical part of the thesis. All players are in
agreement while saying that computer games motivate them to learn English language. P2
mentions that sometimes, the games are “not in the player’s native language,” therefore, the
individual “has to play the games in English.” Discussing the same subject, P1 declares that a
lot of games are in English because the game creators want the games to be “successful in the
world marked.” Furthermore, P1 presents the game “Gray Zone Warfare” as an example
because the game is of “Czech origin,” but Czech language is not represented in the game at
all. Understanding the conversations between the characters is also a crucial part of the

gameplay and P2 concludes that “people are motivated to learn the language of the game to
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understand characters’ conversations.” P3 did not have as detailed answer about this matter as
the other two respondents. P3 only mentioned that games do motivate people who enjoy playing
games because “everyone has different hobbies.” P2 has a strong opinion about this subject,
adding that “playing the game in English can ensure a better experience. Overall, just for the
immersion it is better to play games in English as the scenario feels more real and therefore is

more engaging.”

B. Applying

Firstly, this subchapter starts with a question about informal learning. The players are asked
about the materials and aids they use for informal learning. All the sources use “books” during
the process of informal learning. P1 and P2 do not mention only physical books, but also
“audiobooks” that are available on the internet. P1 likes to “read books during the evenings or
listen to audiobooks or podcasts at work.” Differently, P2 enjoyed “listening to audiobooks” in
the previous years.” P2 also admit that they “read less and wish to return to reading” like in
previous years. Even though P3 mentions “internet” and its aspects as an informal learning tool
the individual focuses on more traditional methods. For example, “playing board games or
solving crosswords” are the activities P3 enjoys and uses for informal learning. Concentrating
on technology-based strategies, P1 perceives “listening to music” as one of the methods used

3

for learning in the leisure time. P2 follows Pl and concentrates on “videos” especially
“documentaries,” preserved on the online platform called “YouTube.” Briefly speaking about
“educational videos” as well, P3 categorizes them as instruments used for informal learning.
Delving further into the subject of “documentaries,” P2 clarifies that each “channel on
YouTube” focuses on different topic while naming the themes of “politics and economics” as
their favorite. Moreover, both P1 and P2 perceive video games as an educational tool they use
during free time. Being more hesitant about the subject, P3 does see a “few advantages of
learning by playing computer games” while remaining very strict with the “genre of games”

that are suitable for learning. Exploring the matter in more detail, P2 asserts there are some

valuable “educational aspects within video games.”

Another question was centered around multiplayer games, and the participants were asked
what type of multiplayer games they play. Followed by a question about how the specific games
promote the individual’s English language skills. The players are of the same opinion that games
for more players do promote English Language in some aspects. For instance, P1 introduces

games like “Hell Let Loose, a realistic game set in the time of the Second World War, and Arma
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Reforger.” Going into detail, P1 observes that “listening skills and speaking skills are the most
promoted language skills” in these types of games because “they occur on foreign servers where
everyone needs to speak English to be able to work as a team.” Similarly, P3 mentions the game
Arma Reforger as well, explaining that “the game is about a war conflict between multiple
warring parties.” P3 agrees with P1 by saying that “communication is crucial for the gameplay,
therefore the speaking and listening skills are the most promoted skills in this particular
computer game.” Exploring both speaking and listening skills, P2 introduces a different game
named “CSGO which is a tactical team shooting game that enables teammates to communicate
through a voice chat.” In games like CSGO the players are forced to communicate and
according to P2 “that is the most effective way to learn English language.” Writing skills were
also brought up during the interviews. The three participants admitted that all previously
mentioned games share one feature a chatting window. In this window, the players can text each
other. P1 and P3 share the thought that most “people who text in the chat are people who don’t
have a microphone, are scared to speak in English or think they have a bad pronunciation.”
Investigating the subject of pronunciation further, P1 admits their “pronunciation is not the best,
but that fact had never stopped them to communicate with others in games” since it is essential
for the gameplay. Likewise, P3 comments that “some players are too shy to speak in the game,
but the chat is not an effective way of communication during the fights,” therefore “the chat
should be used only at the right time and for the right purposes.” Overall, P1 believes that
“important information” might be shared in the chat widow between the teammates and that by
using the function, the individuals practice their reading comprehension. P2 has a completely
different experience with the chatting window in CSGO, depicting it as “a little bit helpful but
mostly ineffective for the progression of reading comprehension.” Additionally, P2 suggests
that the chat in CSGO consists of “short messages full of grammatical mistakes along with
occasional insults.” Focusing on reading comprehension, P3 is of the conviction that the “ability
to read enables players to explore the world and game mechanics.” P1 explores the promotion
of the reading skills with the help of different game called “Grey Zone” because “all the

instructions in this game are in the form of English text.”

Along with multiplayer games, the chosen individuals were questioned about single player
games during the interview. Additionally, the potential of single player games on language skills
promotion was explored during the discussion. P3 focuses on games like “Frostbite, Cyberpunk
or Baldur’s game”. P2 lists “Cyberpunk 2077 and Witcher III”” as the games they play in their

leisure time. Both games are characterized by P2 as an “open world games with a lot of
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characters that indulge in various dialogues” while adding that the “character’s expressions”
are usually acquired by the players. Identically, P3 mentions that they “make laws” in one of
the mentioned single players games and the “citizens of the specific town can express their
opinion about each law”. P3 views this factor as important for “speaking acquisition.” Delving
into the topic of singleplayer games, P1 described “Red Dead Redemption II” as a game full of
“diverse conversations between the characters.” P1 talked about ‘“conversations and
instructions” provided to the main character by other people depicted in the game, while saying
that “communication” occurring in the game can enhance one’s speaking skills. Furthermore,
P2 along with P1, observe that the players who play these games need to be familiar with
English to understand the conversations and therefore the whole context of the games. When
talking about dialogues, P2 believes that individuals playing the mentioned games practice their
listening comprehension when they “hear the characters speak.” P1 asserts there is an “audio
accompanying” the dialogues in “Red Dead Redemption II” as well. Despite mentioning
conversations, P3 comments that “there are not many listening opportunities” in the game they
are describing while indicating that only “informal or slang English” is presented in the game.
In the end, P3 advises other players to “use different games to enhance” their “listening

2

comprehension.” According to P1, there is no focus on developing writing skills in single
player games. Delving further into the matter, P3 posits that “texts” in games “can enhance”
writing skills or provide the individuals with “inspiration” for their own texts, since the structure

of the sentences is important.

The question of whether the previously mentioned games provide real-life-like
environments ideal for learning was presented to the research participants. P1 concurs that all
games they previously described are based on “real life environments or historical events” and
have some “realistic features” important for learning. Equivalently, P2 supports the thought that
games consist of certain “realistic features” that can enhance language skills. P3 comprehends

that “simulators” like the “mechanic simulator game” they played are the most realistic games.

4.5 Analysis

The previous chapter concentrated on the data collected during the interviews. Similarly, this
part of the thesis will use the same data, the quotes from the interviewed individuals while

adding the information from the theoretical part of the thesis. In the theoretical part, multiple
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conclusions were made by numerous sources and the authors’ opinions will be compared with

the players’ experience.

In the beginning of the theoretical part of the thesis, the topic of informal learning was
investigated by the sources. In chapter one the authors believe that informal learning is
beneficial for learning English languages (Al-Zhoubi, 2018, 155). All the players included in
the research agree with this statement, saying that informal learning is paramount. Additionally,
P1 concurs that informal learning is useful because it happens during one’s leisure time and
therefore it is a voluntary activity. Equally, Callanan, Cervantes and Loomis perceive informal
learning as connected with interests (2011, 647). The subject of advantages and disadvantages
in both formal and informal learning is severally discussed by the authors. Sources view the
school environment and especially teachers in a more negative way while saying that school is
not engaging (Hamlen 2011, 532). Delving into the same matter, P2 mentions that entertainment
ensures quicker acquisition of knowledge. Another discussed topic is that teachers are not
prepared to construct valuable lessons (Eshach 2007, 175). Disagreeing, P2 and P3 are of the
opinion that teachers are diligent in preparations which results in easier acquisition of
knowledge of the learners. Furthermore, Riley and Reedy conclude that it is not in the teacher’s
ability to provide each student with individual attention (2003, 70). P1 is in concord with this
statement, highlighting that teachers do not have enough time to focus on each student

individually due to all their duties and strict schedules.

The next chapter focuses on computer games. Ma, Oikonomou and Lakhmi declare that
computer games should be classified as means used for informal learning (2011, 3). Similarly,
all three players questioned during the interviews categorize playing video games as a strategy
used for informal learning. The question whether games motivate players to learn English was
introduced, P3, P2 and P1 agree that games can motivate individuals to learn English language
to understand the game and its characters. In contrast, the sources explore this matter from a
different angle centering their attention on multiple beneficial features games consist of,

motivation being one of them (Banditvilai and Cullen 2018, 293).

The subject of the computer games environment was also portrayed in the practical part of
the thesis. Hamlen believes that games provide a real-life-like environment ideal for learning
(2011, 534). P2 and P3 concur that realistic conversations may appear in video games. Implying

the same idea, Khajloo posits that real-life like environments are crucial for learning a language
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(2013, 58). Differently, P3 elaborates on their experience further by saying that not all games

are ideal for learning as they do not incorporate real-life environments.

Failure is also portrayed as an important part of learning by both sources and players.
McGonigal proclaims that failure in real life is demotivational and failures in games are
encouraging (2011, 45). P1 disagrees with this statement because when they play multiplayer
games with friends, and they fail a mission for the whole team, it can be demotivational. P2 and
P3 are in agreement that failure at school is more consequential than failing at games therefore
it can be perceived as less demotivational. Additionally, P2 believes that failure in games can
be motivational because people want to be challenged by games. In the last subchapter of the
second chapter, Hamlen states that some individuals want to be challenged by games because

they enjoy difficult gameplays (2011, 538).

The last chapter of the theoretical part of the thesis is about language skills. The skills will
be introduced together with the topic of two types of games, single player and multiplayer
games. The types of games were introduced in the second chapter, specifically in the second
and third subchapters. The theoretical information concerning these topics was compared with
the experience of promoting English language skills through playing video games. All players
conclude that Language skills can be promoted with the help of computer games. Similarly,
Ma, Oikonomou and Lakhmi, assert that both knowledge and skills can be acquired during
video game playing (2011, 3).

Multiplayer games and single player games represent the two basic types of games. Both
types were introduced in the theoretical part of the thesis. The main distinction between these
two games is that single player games can be played individually, on the other hand, multiplayer
games were designed to accommodate multiple players in one, shared environment (McGonigal
2011, 21-180). Firstly, multiplayer games were observed and described as online platforms that
enable people to cooperate in the specific environment (Camilleri, Busuttil and Montebello
2011, 486). Delving further into the topic, Sercea et all add that games give players a lot of
opportunities to communicate (2011, 490). Drawing on personal experience, P1 introduces
multiplayer games that are located on foreign servers and in order to play the games efficiently,
they need to speak English. Similarly, Callanan, Cervantes and Loomis say that individuals
need to be exposed to language they wish to acquire because using the language is the best

strategy to learn it (2011, 649). Furthermore, conversations are perceived as ideal learning
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activities by Al-Zhoubi (2018, 154). P2 shares this opinion saying that one learns language best
if they use it.

P1 prefers multiplayer games which require the participation of various people. Addressing
this matter, Black and Sykes mention that a lot of multiplayers games can be played solo but to
complete harder tasks, individuals need to cooperate (2009, 810). P3 mentions playing with
their friends as well while Reeves and Read highlight the importance of cooperation between
teammates because it ensures the establishment of informal learning (2009, 84). According to
P1 listening and speaking skills are the most trained language skills while playing multiplayer
games. Uniting listening and speaking skills, a lot of sources believe that speaking and listening
skills are complementary (Sadiku, 2003, 61). P2 concurs that both listening and speaking skills

are promoted by communication between the players.

Exploring the subject of speaking from different perspective, Richards posits that speaking
in English is sometimes intimidating (2008, 24). Commenting on the same topic, P1 and P3
observe that a lot of players do not want to speak in English because of various reasons like

being shy, so they communicate by the chatting window.

P1 and P3 believe that some multiplayer games may enhance both reading comprehension
and writing skills, but they need to have a certain features, for example, a lot of text. Mentioning
texts, Sadiku marks texts as the main and the most efficient materials for learning reading
comprehension (2015, 30). P2 concludes that the multiplayer games they play do not enhance

reading or writing skills.

Focusing on single player games, all three interview participants agree that single player
games promote speaking skills because the story of the games revolves around multiple
conversations. In the subchapter focusing on speaking, Riley and Reedy indicate that one’s
speaking skills can develop by the activity of listening to a better speaker (2003, 61). Explaining
single player game features P1 comprehends that the game makes use of audio as well as
subtitles in English during characters’ conversations. Correspondingly, Sadiku mentions that
using various audio-visual materials both in formal and informal learning is beneficial for
learning (2015, 29). Similarly, Gower, Philips and Walter assert that recordings about
individual’s interests are positively influencing the acquisition of listening skills. Talking about

how audio recordings influence writing skills, Sreena and Ilankumaran state that listening

46



activities can enhance the writing abilities of individuals (2018, 669). Moreover, having the
opportunity to listen to English in the free time is important for the development of listening
skills (Wallace, Stariha and Walberg 2004, 13). In similar manner, P2 implies the ability to hear

the characters talks enables the player to enhance their listening skills.

Additionally, Walsh focuses on the strong connection between writing and reading skills in
the writing subchapter (1985, 9). Observing the connection, P3 believes that some texts in
specific games can promote writing skills because they may provide inspiration for creating
one’s own text. Moreover, all three players believe that reading skills can be promoted by texts
provided by the game. Riley and Reedy are of the same opinion while declaring that multiple
engaging texts should be used for the promotion of reading skills (2003, 81).

4.6 The summary and outcome of the research

The conclusion of the research is that the respondents describe informal learning as
essential because it both entertains and educates people at the same time. Therefore, the
informal learning activities should be perceived as complementary to the process of
formal learning. Moreover, the question whether computer games promote English
language skills or not was answered. According to the players, computer games possess
the right features to enhance English language skills. Exploring the matter thoroughly,
respondents assert that both single player games and multiplayer games promote English
language skills to some degree. Additionally, multiplayer games were characterized as
important for the practice of speaking and listening skills. On the other hand, single
player games were perceived as less useful for training the speaking skills. Furthermore,
writing skills were declared to be the least promoted skills by the activity of computer
game playing. Both listening skills and speaking skills were highlighted as the most
practiced skills by the act of game playing. Players commented that real-life-like
conversations provided by the games have a crucial impact on the promotion of the two
language skills. While seeing the positive aspects of practicing English language by
playing video games, the interview participants declare that not all games can enhance
English language skills or provide an ideal learning environment for the individuals.
Furthermore, the respondents listed multiple advantages games provide. For example,
motivation or entertainment were mentioned. Similarly, the perception of failure in
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games was proclaimed to be less consequential than failure at school. In addition, P2

concurs that some players seek challenges while playing video games.
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CONCLUSION

The overall aim of the thesis was to find out if the activity of playing computer games has a

potential to promote English Language skills.

In the theoretical part of the thesis, the sources agreed that games provide an ideal
environment for learning both skills and knowledge. The importance of real-life-like
environments and situations was highlighted by the authors. There were also different claims
made about the two basic types of games, single player games and multiplayer games. Single
player games were characterized as games that focus on individual growth whereas multiplayer
games were introduced as platforms which provide gamers with the opportunity to meet and
learn within groups. The cooperation that must occur between teammates during the gameplay
is viewed as essential for English language skills development. In conclusion, the sources mark

computer games as good tools for informal learning.

The outcome of the practical part comes to a similar assumption as all three players
participating in the research conclude that computer games are ideal as materials used for
informal learning. Additionally, the opinion that informal learning should serve the purpose of

complementary studying to formal learning is highlighted by the individuals.

Different aspects of the named games were also explored by the gamers. The importance of
motivation or environment was mentioned as well as the influence of games on failure. The
gamers agree that video games motivate players to learn English because a lot of games are
developed and played in the language. Therefore, to understand the context and mechanics of
the games, individuals need to practice and use English language. Similarly, the conversations
between characters or real players occur in English and so it is paramount to use the language
in order to play the game efficiently. Concentrating on environment, respondents mark some
game environments and situations as identical to real life and for that reason good for English
language practice. Lastly the prospect of failing both in games and at school was compared.
Gamers are mostly in concord, saying that failure in real life is worse than failure experienced
in games because it is more consequential. Exploring the matter in detail, respondents mention
that failure in games is motivational for some individuals because they accept the challenge it

provides.

49



In conclusion, both players and sources agree that games have features required for the
promotion of English language skills. But there is also the belief that not all games have these
features. Therefore, it is safe to assert that games that possess the essential aspects have positive

affect on the promotion of English language skills.
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RESUME

Tato bakalarska prace se zabyva zkuSenostmi pocitacovych hracl s rozvojem anglického
jazyka za pomoci hrani pocitacovych her v anglickém jazyce. Dlouhy cCas straveny u
technologie je jednim z nejdiskutovanéjSich témat dnesni doby. Na toto téma existuje mnoho
nazord, nékteré nepodporuji Cas straveny u pocitace a jiné jej doporucuji, protoze vidi moznost,
jak jej efektivné vyuzit. Z tohoto diivodu byl cil této prace zjistit potencial hrani anglickych
pocitacovych her pro rozvoj receptivnich a produktivnich feCovych dovednosti v anglickém

jazyce.

Prvni kapitola bakalafské prace je zamétend na neformalni vzdélavani. Jako prvni je termin
neformalni vzdélavani definovan jako u€eni probihajici mimo vzdélavaci instituci, ve volném
case. Zminéné neformalni vzdélavani je charakterizovano jako zabavné, protoze je spjato se
zajmy jedincd, kteti se dobrovolné vzdélavaji ve svém volném case, 1 kdyz si to nékdy piimo
neuvédomuji. Podle zdrojt, neformalni vzdélavani probihd neustdle. Muzea, knihovny nebo
populérni aktivity jsou uvedené jako naucné prostory a ¢innosti ve volném case. Dale jsou
zminéné pocitacové hry, které jsou popsany jako oblibené a celosvétové rozsifené ve
spolecnosti. VSechny zminéné volnocasové aktivity jsou charakterizovany jako zajimavé

¢innosti, které lidé délaji ve svém volném case dobrovolné, protoze je bavi.

Podkapitola v prvni kapitole porovnava vyuziti technologie pro uceni s u¢enim ve skolnim
prostiedi. Piijiméani technologie ve Skole bylo zdroji také rozebrano. Autofi jsou toho nazoru,
ze ne kazdy dokaze zménit styl svého uceni nebo zacit vyuzivat nové, technologické pomiicky.
Zaroven byl ale predstaven nazor, Ze nektefi se aktivné snazi o zaClenéni technologie do vyuky.
Nasledné, vyrazné rozdily v prostfedi ve Skole a ve hrach byly prozkoumany. Nékteti popisuji
prostiedi ve tfid¢ jako nedostacujici, ne velmi motivujici. Na druhu stranu, prostfedi ve hte je
oznaceno za velmi piijjemné a podobné skute¢nému prostredi. Dal§im, velmi ¢astym nézorem
je, Zze dnesni spole¢nost travi az moc €asu u obrazovek, u déti ve Skole tomu neni rozdilem a
néktefi ucitelé a rodice se o své déti boji. Posledni paragraf této podkapitoly je vénovan
ucitelim. U¢itelé jsou popsani jako hlavni planovaci hodin. Podle zdroju jsou dobfii ucitelé
schopni vymyslet zajimavé a podnétné hodiny a materialy uzite¢né pro vyuku. Opaénym
nazorem je, ze ne vSichni ucitelé maji spravné predpoklady potitebné k pripravé kvalitnich
hodin.

Druhé kapitola je vénovana pocitacovym hram. Nejprve jsou hry definovany jako virtudlni

prostiedi, ktera se mohou podobat redlnému svétu. Jejich pozitivni vlastnosti jako poskytovani

51



zébavy pro vSechny vékoveé skupiny, vytvoreni vlastni postavy nebo realné vypadajici prostredi,
které poskytuje vérohodné Zzivotni situace, jsou jednim z hlavnich ryst, které podle zdroji

oznacuji hry jako adekvéatni prosttedky pro neformalni vzdélavani.

Prvni podkapitola druhé kapitoly se zabyva hrami specificky vytvotfenymi k uceni. Zminéné
hry nejsou velmi populérni, jsou velmi repetitivni a nedokazou se vyrovnat modernim hram,

které jsou dostupné Siroké spolecnosti.

Prvni ze dvou zdkladnich typt her je definovana ve druhé podkapitole. Hra pro jednoho hrace
je popséana jako hra, ktera se soustfedi na rozvijeni schopnosti a znalosti jedince. Hra¢ je
vystavovan ukoliim, které jsou specificky nastavené tak, aby odpovidaly a obcas vyzivaly
uroven a naucené dovednosti jedince. Zminéna je i vlastnost tohoto typu her, kterd jedinci
neumoziuje svévolné ovlivitovat pribéh hry, jak se mu chce. Hrajici osoba mé na vybér jen par
drobnych moznosti, které jsou pfedem naprogramované a zadné odchylky od piesné

piedurceného déje nejsou mozné.

Hra pro vice hracu je druhy zakladni typ pocitacovych her, ktery je popsan ve tieti podkapitole
druhé kapitoly. Autofi charakterizuji hru pro vice hract jako uméle vytvoiené prostiedi, kde se
lidé mohou dobrovolné schazet. Tento typ hry ma mnoho vlastnosti, jednou z nich je, Ze ji hrac
muze hrat sam, ale n¢které ukoly jsou velmi tézké, a proto je zadouci hrat v tymu s dalSimi
hréci. Tato skutecnost umoziiuje hracim vytvofit komunity se spole¢nym zajmem. Tyto skupiny
se Casto skladaji ze zkuSenéjSich i méné zkuSenych hract. Tato skutecnost podporuje interakci
mezi lidmi, kde jiz zkuSeni hra¢i pomahaji méné znalym spoluhrac¢tim. Tato spolupréace a
vzajemné uceni je zdroji velmi vychvalované. Nasledné€ je moznost rozhodovat o prib¢hu déje
jednim z diskutovanych rysi her pro vice hraci. V tomto typu her maji hrajici osoby vétsi
autonomii vybirat si, jakych aktivit se zG€astni a jakym zpisobem budou hru hrat. Lid¢ tedy
mohou zazit razné herni zazitky podle svého uvazeni a jejich piibéhy nejsou stejné, ale

individualni a osobité.

Tteti kapitola se zaobira fe¢ovymi dovednostmi. V prvni fade se autoii zamétuji na dileZzitost
feCi jako celku. Vyobrazuji ji jako podstatnou pro zivot, protoze umoznuje vzajemnou
komunikaci mezi jednotlivei 1 komunitami. Zminéna je 1 zdsadni potieba jedincti dorozumét se
s ostatnimi lidmi, nebot’ Clovek je tvor spolecensky. Tato potieba predstavuje, podle zdroji,
motivaci pro uc¢eni novych jazykl. Pfi osvojovani nového jazyka, jak autofi poznamenavaji,
jsou rozhovory nejptirozenéjSim a nejefektivnéjSim zptsobem, jak se naucit novy jazyk spolu

s pouzivanim feci v bézném zivote. Také jsou zde piedstaveny Ctyii feCové dovednosti: Ctend,
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poslechu, feci, Cteni a psani. Tyto ¢tyii aspekty jsou oznaceny jako dilezité pro osvojeni jazyka.

Ve tieti kapitole jsou tfi podkapitoly, které¢ se soustfedi na fecové dovednosti.

Prvni podkapitola ve tfeti kapitole se zabyva ¢tenim, které je nejprve definovano ptisluSnymi
zdroji. Cteni je klasifikovano jako aktivni, receptivni dovednost. Dale autofi rozebiraji, pro¢ je
tato fecova dovednost dilezitd, vSichni se shoduji, Ze je podstatnd pro nauceni ostatnich
feCovych dovednosti. Zminény jsou i zptsoby, jakymi se mtize ¢teni zlepSit. Vyuziti riznych

textli nebo zplsobii Cteni je povazovano za prinosné.

Stejné jako cteni je v dal$i podkapitole pfedstaven poslech, ktery je klasifikovan jako
receptivni, aktivni dovednost. Poslech je povazovéan za ptinosny, protoze piinasi informace.
Tato feCova dovednost s pomoci fe¢i umoziuje prenos informaci mezi lidmi. Podle zdrojt je
dilezité trénovat aktivitu pomoci riznych materidlti jako jsou nahravky nebo pisné. Autofi také

uvadi, ze poslech je diilezity pro celkovy proces uceni.

Ve tteti podkapitole je jako dalsi fecova dovednost predstavena fec, ktera je definovana jako
produktivni a zaroveii pasivni dovednost. Re¢ je autory vnimana jako Zivotné diileZita, protoZe
umoziuje komunikaci mezi lidmi. Pouzivani feci je podle zdroji nejefektivnéjsi metodou jak
fe¢ procviCovat. Dlraz je také kladen na prostfedi, podle autort je dulezité pouzivat tfec
v razném prostiedi a kontextu. Také je zminéno, ze Casté trénovani této dovednosti je dilezité,
protoze pouzivani nového jazyka muze byt zastrasujici. Souvislost mezi fe¢ovou dovednosti a
poslechovou dovednosti je pro autory zifejma. Béhem rozhovorl se totiz pouzivaji tyto
dovednosti naraz. Zdroji je nadadle poznamendno, Ze poslech miize mit pozitivni vliv na
zlepSovani fe¢ovych dovednosti. Re¢ova dovednost je také oznadena jako dilleZita pro nauéeni
se Cteni a psani. Jak uz bylo dfive zminéno, nejlepsi osvojeni feci probiha pii konverzacich, kde

konverzace s ostatnimi lidmi mtze poskytnou zpétnou vazbu jedinci, ktery ji potiebuje.

Psani je feCova dovednost, kterd je popsana v této bakalarské praci jako posledni. Autofi ji
klasifikuji jako produktivni a zaroven pasivni dovednost. Podle zdrojt je psani dovednost, ktera
by se méla ucit jako posledni, protoze slouZi spise jako dopln€k pro ostatni dovednosti. Spojeni
mezi psanim a ¢tenim je také dikladné prozkoumano. Autotfi uvadéji, ze bez cteni neni mozno

psat. Daéle je také uvedeno, ze texty byly napsané proto, aby byly nésledné precteny.

V praktické ¢asti je nejprve urc¢eno, jakym zpltisobem bude vyzkum probihat. S pomoci zdroji
byl vybran individualni a polostrukturovany rozhovor jako hlavni vyzkumny prosttedek. Mimo
typu vyzkumu je v této Casti prace popsan popis piipravy na rozhovor, vybér spravnych

kandidatt pro rozhovor, vytvoteni piijemného prostedi pro kandidaty nebo vybér vyzkumnych
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otazek. DalSim postupem popsanym v této Casti je sbér dat. Pro sbér dat byl vybran zdznam

rozhovoru, ktery umoziuje nasledné prepsani zjisténych informaci.

Celkem tfi hraci pocitacovych her se zac¢astnili rozhovort v prvnich dvou tydnech unora 2025.
Jeden z rozhovort probihal online formou pies platformu Discord a zbylé dva se odehravaly
tvari v tvaf. VSichni Gi€astnici rozhovort byli sezndmeni se skutecnosti, Ze budou nahravani za

ucelem prepisu sdilenych informaci a také byli ujisténi o zachovani jejich anonymity.

Nahrané rozhovory byly nésledné ru¢né prepsany do pocitace, presnéji do programu Word.
Nasledné byly vytiStény a pouzity pii kdédovani, které bylo definovano jako rozcélenéni a

porovnani informaci mezi respondenty. Tyto skupiny jsou déle zafazeny pod kody.

Prvnim kédem byl takzvany ,,pochopeni,” které porovnava nazory hraci na rtizna témata.
Neformélni vzdélavani bylo jedno ztémat, které bylo prozkoumano stejn¢ jako vliv her a
Skolniho prostfedi na netuspéch. Herni prostiedi a jeho vliv na potencial pro rozvoj anglického
jazyka byl také zminén. Druhy kod ,,aplikace se zaméiuje na to, jaky potencial maji specifické
hry, které byly hraci pfedstaveny pro rozvoj receptivnich a produktivnich fe€ovych dovednosti

v anglickém jazyce.

Zaveérem vyzkumu je, ze vSichni ti1 hraci jsou presvédcCeni, ze je vhodné vyuzivat hrani her
pfi neformalnim vzdélavani k procvi¢ovani anglického jazyka. Tuto skute¢nost odivodiiuji tim,
ze tyto specifické hry — konkrétné zminéné v nasem vyzkumu - maji funkce a rysy, které
podporuji rozvijeni feCovych dovednosti. Zaroven je ale nutné pii vybéru her mit na paméti

skutecnost, ze ne vSechny hry tyto rysy maji a mohou fe¢ové dovednosti rozvijet.
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APPENDIX — Interview transcripts

Appendix 1 — Interview with player 1

Int.: Jako prvni bych se Vas chtéla zeptat, co si myslite o neformalnim vzdélavani?
Neformélnim vzdélavanim myslim vzdélavani, které probiha mimo Skolu. Muze to byt spousta
riznych aktivit.

P1: Tak neformalni vzdélavani je podle mého nazoru asi jedna z nejjednodussich véci, co mize
dnes$ni mladez d€lat, protoze nejvice Casu travi doma nez kdekoliv jinde, a hlavné travi Cas na
socialnich sitich. Lidé dnes vyhledavaji vS§echno na Googlu, na YouTube nebo na ChatGPT.

Int.: Aha, dobie. Takze byste povazoval tfeba poslech hudby, ¢teni knih a hrani her jako
neformalni vzdélavani?

P1: Rozhodné, protoze to jsou véci, u kterych ¢lovEék relaxuje a zaroven se u nich vzdélava.
Int.: Moje dalsi otazka je, jestli vyuzivate né¢jaké metody neformalniho vzdélavani?

P1: Ano, v praci posloucham hudbu nebo podcasty, odpoledne si zahraji hry a po vecerech ¢tu
knizky.

Int.: Super, moje dalsi otazka byla, které metody vyuzivate. Tak se tedy posuneme dal. Jaké si
myslite, ze jsou vyhody a nevyhody neformalniho vzdélavani?

P1: Tak vyhody vidim v tom, Ze tyto ¢innosti miZze ¢lovék délat v klidu doma sam a viceméné
k tomu nikoho nepotiebuje a nevyhoda je, Ze se lidé tolik nesocializuji.

Int.: A kdybyste mé¢l naopak vyjmenovat vyhody a nevyhody uceni ve Skole?

P1: Vyhody, déti se ve Skole navzajem sdruzuji, mohou si popovidat. Co zazily piredchozi dny,
kdyz se nevidély. Zadné nevyhody mé nenapadaji.

Int.: Kdybyste se mél zaméfit na to, ze ve Skole uci déti ucitelé, byly by zde k nalezeni néjaké
vyhody nebo nevyhody?

vvvvvv

uci pomaleji a potfebovali by latku vice vysvétlit, potiebuji vice pozornosti, ale ucitelé jim ji
nemohou dat, protoze maji nastavené osnovy a ty se snazi plnit.

Int.: Dekuji za Vasi odpoveéd’. Ted’ se zamétime na dalsi téma, selhani. Vnimate néjaky rozdil
mezi selhanim ve Skole a selhanim pii hrani her?

P1: Kdyz selzeme ve hie, nic se ned¢je. Ve hrach u jednoho hrace se hra uklada, a proto neni
problém se vratit a selhani napravit. U her pro vice hract se postavy automaticky znovuzrodi,
ale kdyz Clovék selze v redlném Zivoté tak je to problém.

Int.: Myslite si, Ze tato selhani mohou néjak ovlivnit motivaci?
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P1: Ted budu mluvit z vlastni zkusSenosti. Kdyz jsem selhal ve Skole tak mé to demotivovalo.
U her pro vice hract mtize byt selhani také demotivuji, hlavné, kdyz €lovek hraje s kamarady a
omylem néco pokazi. Na druhou stranu, kdyz se ¢lovéku dafi, tak chce v hrani her pokracovat.

Int.: KdyZ se zamétime na zminéné hry, hrajete néjaké hry v anglickém jazyce? A jestli ano tak
které?

P1: VSechny hry hraji v anglickém jazyce. Za prvé mi to rozviji angli¢tinu a za druhé, moc her
v Ceském jazyce neni.

Int.: A co pfesné si myslite, Ze Vam hrani her v anglictiné piindsi?

P1: Mn¢ osobné¢ to ptinasi to, ze se zlepsuji v anglickém jazyce a rozvijim svou slovni zasobu.
Int.: A rozvijite i néco dal$iho, kromé slovni zasoby?

P1: Hranim rozvijim i prostorové vnimani, periferni vidéni a motoriku.

Int.: A kdybychom se méli zaméfit na rozvijeni feci, poslechu, ¢teni a psani?

P1: Psani moc ne, spi§ Cteni, fec a poslech.

Int.: A jakym zplisobem je ve hie rozvijite?

P1: Mluveni se rozviji hlavné pti hrani riiznych her pro vice hraci, ¢teni a poslech prevazné pii
hrani pfibéhovych her, protoze cela pribéhova hra je zalozena na poslechu a ¢teni. Kdyz si
clovek texty ve hie nepfecte, tak nevi, co ma dal délat anebo by odpoveédél, kdyz nemad a tim
zménil cely ptibch hry.

Int.: TakZe v tomto typu her jsou texty, instrukce?

P1: Ano.

Int.: A kromé instrukci, jsou ve hi'e i rozhovory, n¢jaké interakce?
P1: Ano, v nékterych jsou 1 rozhovory a interakce.

Int.: Dobie, dékuji. Posuneme se na dalsi otazku. Myslite si, ze hry nabizi idedlni prostfedi pro
uceni? Jestli ano tak jakym zpisobem?

P1: Hrani her neni Gpln€ nejlepSi misto na uceni, ale u toho hrani déti stravi hromadu ¢asu,
takZze si nemyslim, Ze by to bylo Gplné Spatné.

Int.: Dokazal byste popsat v ¢em neni toto prostredi Spatné?

P1: Ve hrach se déti sdruzuji s dalSimi lidmi a mohou se dél rozvijet co se ty¢e mysleni a dalSich
veci.

Int.: Kdyz se bavime o hrach, pojd'me se zaméfit na hry pro vice hraca. Které hry pro vice hraca
hrajete a proc?

P1: S kamarady hrajeme Hell Let Loose, protoze je to realistickd hra z druhé svétové valky,
potom z modernich her hrajeme Gray Zone, to je ¢eskd hra, ale kompletné v anglictin€. V této
hie neni Cesky nic, protoze se ji schvalné Cesti vyvojaii snazili udélat pro svétovy trh. Hlavni je
tam angliétina a potom také néméina, $panélitina, francouzitina a dalii jazyky. Cesky jazyk
tam bohuzel neni. Hraji i Red Dead Redeption 2, ale tam se moc nemluvi. Také bych mohl
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zminit Arma Reforger, to je z obdobi studené valky, ale kdyz si ¢loveék koupi mddy, tak mize
hrat i v dnes$ni dobé¢. A to je asi vse.

Int.: Kdybyste si mél vybrat jednu ze zminénych her, dokézal byste mi fict, co u Vas tato hra
rozviji? KdyZ se znovu zamétime na anglicky jazyk, specificky na fecové dovednosti.

P1: V Hell Let Loose se urcité rozviji komunikace, to samé 1 v Arma Reforger, protoze se tam
hraje pfevazné na serverech, kde je nutné mluvit anglicky. Bez toho by nefungovala Zadna
spoluprace. Kazdy by si d¢€lal, co chce a nikdo by pak nevédé€l kde jsou neptatelé a co se déje.
Komunikace a poslech se u téchto her rozviji nejvice.

Int.: A poslech se rozviji ¢im?
P1: Poslech se rozviji, predavanim informaci, kdyz komunikujeme.
Int.: A je mozné se v téchto hrach dorozumivat pomoci psani?

P1: Psat se také da. Nékolik lidi tam jen piSe, protoze se stydi za svijj hlas, nefunguje jim
mikrofon nebo tvrdi, Zze maji Spatnou vyslovnost. Ale to mam ja taky a nevadi mi to, vzdycky
mi kazdy rozumél. A pokud ne, tak me pozadal, abych zopakoval, co fikam a vzdycky jsme se
nakonec pochopili. Na druhou stranu, kdyz na mé nékdo mluvi anglicky a ja to nestiham, tak
se ho zeptam, jestli mtize pomalu zopakovat co fikal. A pak uz nemam problém.

Int.: Nachdzi se v téchto hrach, o kterych se bavime né&jakéa forma textu? Tieba predtim zminéné
instrukce?

P1: Zrovna v téchto dvou hrach ne, ale ve hie Gray Zone jsou tkoly popsané Cisté pomoci textu.

Int.: Takze ve hie Gray Zone, ¢lovék musi instrukce v anglickém jazyce piecist, protoze jinak
nezjisti, co ma de¢lat?

P1: Ano, pfesné, jind moZznost neni.

Int.: TakzZe to byly hry pro vice hrac¢t. Ted’ se pfesuneme ke hram pro jednoho hrace. Které hry
pro jednoho hrace hrajete v anglickém jazyce a proc?

P1: Hraji Red Dead Redemption 2, tam je piib¢h Gzasny, vtahne hra¢e do obdobi divokého
zapadu. To se mi na tom velmi libi, ta pfiroda a celd ta doba mé fascinuje, jak nikdo nikam
nespéchal. VSechno ma své pro a proti, ale kdybych mohl cestovat v ¢ase, chtél bych se tam
podivat.

Int.: Takze to, co jste u predeslych her fikal, ze vyobrazuji realistické prostiedi nebo dobu plati
iu této hry?

P1: Ano, vSechny hry, které jsem zatim zmifioval jsou velmi podobné realité nebo v sobé nesou
realistické aspekty.

Int.: A jak Vam tato hra, Red Dead Redeption 2, pomaha s rozvojem anglického jazyka?

P1: Ve hie pro jednoho hrace (ptibéhova hra) jsou dialogy, které musi ¢lovék Cist, aby rozumél
piibéhu a instrukcim. Tyto texty jsou samoziejmé v anglictin€. V této hie si Clovek rozviji spis
slovni zasobu nez komunikaci. Cteni a poslech se také rozviji a jsou zde rozhovory, které jsou
slySet a jsou u nich anglické titulky. Moznost psani zde neni.
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Int.: Mam na Vas posledni otdzku. Myslite si, Ze Vas hry motivuji ke zlepSeni Vasi anglictiny?
Jestli ano, tak proc?

P1: Ano, protoze mé zajima, o ¢em se ve hie bavi postavy, o c¢em jsou mise a dokumenty, které
nachazim. Myslim si, Ze bez pouziti anglického jazyka by €lovek pfisel o polovinu prozitka ze
hry.

Int.: Dékuji Vam za vase odpovédi.

Appendix 2 — Interview with player 2

In.: Firstly, I would like to thank you for doing the interview.

P2: Of course. I am gladly answering all your questions.

Int.: My first questions is, what do you think about informal education?

P2: Do you mean learning in your free time? Like passive learning kind of?
Int.: Yes, you can interpret it like that.

P2: I think it is a good thing because at school, learning is often direct from teacher, so it is not
interactive, and you are kind of forced to learn what they give you to learn. And if you can
design studying in a way people would do it voluntarily as their hobby, I think that is generally
a good thing because you learn faster if you want to learn it, the results are better, and the people
are happier. | mean the best thing that can happen is that you are learning something that you
actually like and are interested in so that is a good thing.

Int.: My next question is, do you use any informal educational methods?

P2: Yes, I think so. [ used to listen to a lot of audiobooks but in the past few months it had gotten
less. Mainly because of work, I used to listen to them on my way to and from school. I still do
it from time to time. Additionally, I still like to watch educational content on YouTube or
documentaries in general. I don’t know, should I name examples?

Int.: You can, if you want.

P2: I enjoy watching documentaries from Kurzgesagt, Simplicissmus, ZDF or watching videos
from Arte, although some of them are often entertainment focused because of their animation.
And I also watch more YouTube channels, focusing on economics or politics, I enjoy that. |
also like to read from time to time. But not as much as I would like to. And I play video games
which most of the time, has some educational aspects.

Int.: Okay, thank you. Let’s delve more into the subject of informal learning. What do you think
are the advantages and disadvantages of non-formal education?

P2: Well, and advantage is that it can make learning entertaining, it keeps you more engaged
and it is able to spark an interest in a topic that maybe a classic, direct teacher to student
education is not always able to. You can have a better benefits, like how quick you learn and
you have the ability to choose what you will learn. Maybe one disadvantage could be that it is
more surface level and less of a deep dive into a topic. Like if you learn something theoretically
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at university you get way deeper into the topic but if you learn trough games or videos, most of
the time they only scratch the surface. You don’t go really deep into the topic. To go deeper into
the topic, you usually need to read a lot of literature and things like that to really get into it.

Int.: You talked a little bit about this, but could you elaborate on advantages and disadvantages
of learning at school?

P2: I will start with advantages. One is structure. You must plan what are you supposed to learn
and when you are supposed to learn it. Additionally, you go to the school, and you have sit in
the classroom and listen to the teacher who will sometimes teach you an essential things for
life. Moreover, you have to learn things that not everyone likes. For example, math or I don’t
know, some people are more into arts or natural sciences, but still I think getting a surface level
knowledge or being forced to dive into these kinds of topics can be beneficial. Also, sometimes
you find out your passion through this because it is hard to find a passion without having a
structure it is hard to find out what you actually want to learn. School is usually able to delve
deeper into the topics.

Int.: And do you see any disadvantages?

P2: Yes, a disadvantage would be less interaction. It is usually very theoretical so it is sometimes
hard to think about the scenarios where you could use what you learn at school in the real life.
And connected to one of the advantages I talked about, often you can’t really choose what you
learn at school especially at university. From a certain age, when you find your interest, you
would maybe want to learn more about one subject and less about another one, but you are
forced to do all the subjects. And sometimes when you are bad in a subject it can also be quite
discouraging because you are still forced to learn about it at school, write tests about it and most
of the time, the structure is the same for each student, but some people can be faster learners in
some areas and some slower in some other areas. I would also classify this as one of the
disadvantages, because school is usually not that good at adapting to the speed of each student.

Int.: What an interesting answer. Okay, let’s move on to the next question. Do you see any
difference between failing in school and failing in computer games?

P2: Differences? Well, in games it is not as consequential as in school because in school you
don’t get a second chance at task. All your failures are kind of final. Sometimes, you can’t retake
the test and at my university you have to wait half a year to retake a test, and you have a limited
amount of tries. These failures at school are way more consequential. And in games you are
usually able to try again and do the same thing over and over again until you are good enough
to win. That is definitely a difference, and it can be motivational. For example, there are people
who play the games at maximal difficulty just for the challenge.

Int.: Thank you for the comparison. So previously you talked about some informal educational
methods you use for informal learning, so my question is, what specific methods do you use to
improve English?

P2: When [ started learning English, I used only materials that my school provided and I wasn’t
really that good at English, I wasn’t bad, but I wasn’t excelling either and I wasn’t really able
to speak fluently. I started watching YouTube videos in English as well as movies and series
and listening to more English music. By doing this I learned many sentences as well as structure.
I think that through this I improved my English a lot because before that I was focused too

63



much on the grammar and structure, like you learn it at school, and sometimes, because of that
I started overthinking what I was saying. I started with relying on media after my brother
recommended it because I was really struggling with the grammar, and his advice was to not
care about the grammar and just go by the feeling and use media as orientation. So, I think this
helped me a lot to improve my English.

Int.: Thank you for your answer. Another question I would like to ask you is what games do
you play in English?

P2: When I first started playing games I didn’t play in English because I played on PlayStation
and not on computer. Every game I bought for the PlayStation was in German. When I got my
PC, I was able to play games in English and I started with games like Overwatch which is a
multiplayer team shooting game with heroes that have different abilities, similar to League of
Legends, CSGO or Call of Duty but I stopped that. From then I started to play only singleplayer
games in English like Cyberpunk 2077 or Dishonoured. But I started with multiplayer games
and Rocket League, also a multiplayer game I started playing in English.

Int.: Would you think that playing computer games can promote your language skills? And by
language skills I mean speaking, reading, writing and listening.

P2: It depends on the game. Many games have a lot of language in them. In some games there
is more reading as there are games which have no voiceover at all, they consist of only text and
on the other hand there are some which are all about speaking. Few games have nothing at all.
For example, in overwatch they use English, they speak but there is no story. Usually, the heroes
say only their slogans so there is not much happening. As I mentioned, it all depends on the
type of game people are playing. Singleplayer games are able to improve your English more
directly whereas multiplayer games may not be able to give you the reading skills or listening
to a dialog but if you play them and decide to play with other people then you are forced to
speak with them in English and that can really improve your English, not everyone does that,
but if they do, it can really help more than playing singleplayer games. Because the best way to
learn English, in my opinion, is when you are forced to use it.

Int.: Okay, so what multiplayer games do you play?

P2: Since I came here, I didn’t really play a lot of games, but CSGO and Rocket League would
be the most recent ones.

Int.: Can you choose one of them and tell me how do you think that specific game promotes
your English language?

P2: I don’t think that in Rocket League, English can’t be really enhanced. The language is used
only for the buttons because the game is about futuristic cars playing football and the cars can’t
speak so there is only a minimal chat with other people. On the other hand, CSGO is a tactical
team shooting game. In this game it is more common for players to interact by the voice chat
in the game, even if they are strangers and that can improve English and there is way more
information given to the players by the game.

Int.: And is there a chat where the players can chat with each other?
P2: There is also a chat yes.

Int.: Do you think that the chat can promote writing and reading comprehension?
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P2: 1 guess it can help a little bit, but I have this experience with CSGO that the chat consists
of super short messages, and most are not grammatically correct. Sometimes there are lots of
insults. So, I don’t know if it is really helpful but if you are coordinating with your team, it can
definitely help.

Int.: And could you give me an example of a singleplayer game you play and how it can enhance
language skills?

P2: The most recent would be Cyberpunk 2077 or Witcher III. Both are open world games
which provide a lot of dialogue. You hear a lot of people speak, characters speak differently,
and they use various expressions the player may never heard before. So, the game can teach
people these expressions that are not usually learnt in school.

Int.: Well, you started talking about it a little bit so, I am curious about your opinion. Some
authors comment that games provide ideal, real-life like environments. Do you think it is true?
If yes, how would you describe the environment?

P2: Yeah, I guess so, in certain aspects. For example, multiplayer games provide real
conversations. On the other hand, role-playing games have dialogues with characters and the
gamer has options to influence the dialogue. The player can choose good or bad answer, and
the story can go very differently, depending on what the player decides to choose. This can
really help with reading comprehension, understanding what people say and what you want to
say, and you can interact with a different characters which is quite realistic.

Int.: My last question is, do you think games motivate you to improve your English? If so, how
and why?

P2: Yeah, in certain way. I think that either the game is not in the players’ language, so they
are forced to use English, maybe with a subtitles or they want to learn English because they
want to have a better experience. They want to know what the people in game are talking
about, is what mostly motivates people to play games in English. In German, games are not
always good so sometimes you want to have a better experience, and you play games in
English, for example, games like Assassin Creed Syndicate, which is also a singleplayer, open
world game. This game is set in Victorian London, and it feels weird to play it with German
dabbing because they speak like a high German or a standard German, so there is not a really
big accent. Overall, just for the immersion it is better to play in English. The scenario feels
more real therefore it is more engaging.

Int.: That is all, thank you.

Appendix 3 — Interview with player 3

Int.: Moje prvni otazka je, co si myslite o neformalnim vzdélavani?

P3: Neformalni vzdélavani by nemélo byt zakazovano spis§ podporovano i v ramci formalniho
vzdélavani, coz je Skola a jiné vzdélavaci instituce. Mélo by se to v jistém okruhu porovnavat
s formalni vzdélavanim, protoze kazdému vyhovuje néco jiného a mélo by se to zminit a
jistym zptisobem doplilovat a podporovat.

Int.: Moje dalsi otdzka je, jestli vyuzivate n¢jaké metody neformélniho vzdélavani?
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P3: Tak jsou to v dneSni dobé¢... Kdyz vezmeme v potaz technologii, internet, ktery pomohl
hodné¢, co se ty¢e informaci, ale mohou tam byt i nepfesné udaje. Déle potom vnimam jako
neformalni matrily knizky nebo také kiizovky, osmismérky, stolni hry a rtizna procviovani.

Int.: A myslite si, Ze se mohou hry stat prostfedkem pro neformalni vzdélavani?

P3: Mohou byt, do jisté miry. Ale je potieba se na to divat z pohledu cel¢ té hry, jaky je to
zénr, o ¢em tato hra je, fantazy nebo podle realnych udalosti. TakZe to mlize podpofit uceni,
ale neméla by to byt jedind metoda.

Int.: A jaké si myslite, Ze mohou byt vyhody a nevyhody neformalniho vzdélavani?
P3: Formalniho a neformalniho?
Int.: Neformalniho, nejdiiv se miizeme zaméfit na neformalni vzdélavani.

P3: Nevyhoda je asi to, ze ¢lovek si musi najit zdroj nebo knizku k tématu, které ho zajima.
KdyZ to porovnam s formalnim vzdélavanim, ve Skole se ucitel nauci latku, o které bude
zaktim povidat, a to je podle mé dobry zacatek. Dale se mohou vzdélavat klidn€ neformalné.
V neformalnim u¢eni mohou lidé vyuzit knizky nebo vzdé€lavaci videa, poptipadé bych uvedl,
kdyz si vezmeme druhou svétovou valku, ze pamétnici ziji, neziji, ale toto je 1 druh poznani té
historie. Lidé, ktefi néco zazili jsou zdrojem informaci. A vyhoda neformalniho vzdé€lavani je,
ze muzou lidé pouzivat rizné materialy.

Int.: Mohl byste se ted’ zamétit na vyhody a nevyhody uceni ve skole?
P3: Do skoly se musi chodit.
Int.: A to je vyhoda nebo nevyhoda?

P3: No, to je takové dvojsecné. Je to néjaky fad, ktery se musi dodrzovat a ten by mél byt i

v neformalnim vzdélavani. Dat si chvili pauzu, potom se na néco zaméfit. Vyhoda je také, ze
se ¢lovek socializuje, spoluzaci si mohou povidat o riznych tématech, vyménovat si nazory.
Skoly jsou na nasi krajinu rozsifené, takze nevidim moc nevyhod, nikdo nemusi dojizdét
nikam daleko, do skoly. Bud'me radi, ze tu Skoly mame, protoze ne vSude ve svéte jsou
rozsifené.

Int.: To je pravda, tak se posuneme dal. Vnimate n¢jaky rozdil mezi selhanim ve Skole a
selhanim ve hrach?

N4

nenaucime se psat nebo Cist tak to ma vétsi disledek nez selhani ve hie. Je potieba si z toho
vzit ponauéeni a zlep3ovat se. Clovék nemusi znat viechno, to je nemozné, ale m&l by mit
néjaké zakladni znalosti a schopnosti, aby se mohl rozvijet. Co se ty¢e selhani ve hie, tam je
to specifické od hry, naptiklad ve hie pro jednu hru jsou checkpointy, kdyZ se ndm néco
nepovede tak se mtizeme vratit. Kazda hra je jedinecna. Jesté bych chtél dodat, Ze selhani ve
hie rozlisuje vice faktort at’ uz to je technické selhani hry nebo internetové pfipojeni, co se
tyce her pro vice hract. Aktualni stav ¢loveka, jak se citi a jak ke hie pfistupuje to taky
ovliviiuje tu danou ¢innost. Jesté bych také uvedl rozdil, ze kdyz néco pokazime ve hie
muzeme se k tomu vratit pozd¢€ji at’ uz je to za mésic za dva, za rok. Ale ve Skole by se m¢l
ten neuspéch vyfiesit aktualné, s prestavkami, ale v ten dany moment.

Int.: Moje dalsi otdzka je zamétend na hry. Jaké hry hrajete v anglickém jazyce?
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P3: Kdyz méam cas a naladu tak hraji pocitacové hry. Preferuji hry pro vice hraca jako Arma
Reforger, Warno nebo Forst Punk.

Int.: KdyZ se zam¢tfime na tyto hry, pro vice hraci, myslite si, Ze mohou rozvijet fecové
dovednosti? Tim myslim fec¢, poslech, ¢teni a psani.

P3: Urcité, v jistém zptsobu ano. Ale musime rozliSovat anglictinu z Britanie a v Americké
anglictin€. Jsou zde rozdily, ale to se asi uci spis na skole. Urcité, to podpoti slovni zasobu,
poslech, kdyz je dobry ptizvuk. Kdyz si vzpomenu na své skolni 1éta, ucitelky pouzivaly
kazetovy prehravac a zvuk nebyl velmi kvalitni, jesté kdyz ti lidé mluvili rychle. Ale to je
problém v kazdém jazyce, tfeba ve francouzsting, Spanélstiné nebo pro m¢ momentéalné

v mad’arsting.

Int.: KdyZ se zaméfite na jednu z téchto her, dokéazal byste mi fict, jak ta specificka hra
dokaze rozvijet fec?

P3: Tak v Arma Reforger jde o vale¢ny konflikt, kde je vice valecnych stran. Jde zde o
komunikaci, informace. Pokud se nekomunikuje, tak je to neprospésné. Nékteti nemaji
mikrofon nebo se stydi mluvit, ale aspon by byla snaha od téch lidi, aby se domluvili a nékam
se ta hra pohnula.

Int.: A pro lidi, ktefi nemluvi, je tu néjaka moznost, Ze by do té hry mohli psat? Do n¢jakého
chatu?

P3: Ano, je tu moZnost psat do okynka, ale nez ¢loveék néco napise ubéhne par minut. Je to
nepraktické, psani 1 mluveni mé vyhody i nevyhody. V textu mohou byt i diilezité informace
a je na lidech, aby to pouzivali ve spravnou dobu, ve spravném vyuziti.

Int.: Dobfe tak se posuneme dal. Je tam moznost si procvicit ¢teni? Tieba pomoci toho
chatovaciho okénka nebo né&jak jinak?

P3: Mohou tam byt vozidla s anglickymi nazvy, stejné jako v realitd. Clovék si to miZe napsat
a vyhledat si to slovicko. Beru to tak Ze s pomoci ¢teni miize clovek objevovat herni svét.
Jsou tam rizné pomucky na mapé jako pravitko nebo kompas nebo napovedy, jak fungu;i
tlacitka.

Int.: Ted’ se zamé&fime na poslech. Je né¢jakd moznost poslechu ve hie?

P3: Ano, kdyz nékdo mluvi do radia, pii komunikace. Kdyz se hra vyskytuje v anglické zemi
tak 1 rozhlasy ve hie. Dale i rozhovory postav ve hte.

Int.: Ted’ se zamé&fime na hry pro jednoho hrace. Jaké hry pro jednoho hrace hrajete?
P3: Hraji Cyberpunk, Frostbite nebo Baldur’s gate.
Int.: A rozviji tyto hry ¢teni v anglickém jazyce?

P3: Tak ve hte Frostbite, clovek zde sbird energetické zdroje a jsou zde rizné komunity. Také
razné udalosti, kdyz clovek najde vrak lodi tak mu to hra oznami a také technologické stroje
jsou v této hie predstaveny.

Int.: Tak to zni, Ze tato hra ma spoustu moznosti ke cteni. Vyskytuje se ve hie néco spojené s
poslechem?

67



P3: Lidé tam cas od Casu néco fikaji, dalsi ptipad miize byt, ze kdyZz hra¢ vytvoii zakon,
postavy se k nému vyjadiuji. Poslechu v této hfe moc neni, ale da se zde néco najit.

Int.: A rozviji tato hra fe¢?

P3: Urcité se tam rozviji neformalni anglictina, slangova az nespisovna. Na poslech bych
doporucil moznost jiné hry.

Int.: A rozviji se fe€ v této hie?

P3: Ano, urcité, kdyz lidé tikaji sviij nazor tak se da rozvijet fe¢. Kdybych fekl, ze ne tak bych
lhal. Urc¢ité se tam da néco najit.

Int.: A jak se dé rozvijet psani v této hie?
P3: Psani? To je docela slozité. Ted’ asi nevim.

Int.: Podle zdrojii maze Cteni texth pomahat rozvijet dovednost psani, protoze lidé vidi
strukturu véty a fraze, které mohou pouzit. Co si o tom myslite?

P3: Mtize to pomoct, dava to inspiraci, ale musime si dat pozor na to, jestli jsou texty
gramaticky spravné. Ale urcité se da takto inspirovat, textem.

Int.: Myslite si, ze hry ptedstavuji idedlni prosttedi pro u¢eni? Myslim tim, jestli davaji
hracim vérohodné momenty a interakce.

P3: Do jisté miry ano. Zase to musi byt konkrétni piiklad her, které mohou byt vérohodné
realité. Nemohou byt moc vymyslené. Tteba hra Play Mechanics Simulator je o tom, ze
¢lovek opravuje letadla na Britskych ostrovech. A v této hite jsou rtizné technické pojmy, které
se daji vyuzit v redlném zivoté.

Int.: Jak si myslite, Ze hrani her ovliviiuje vasi angli¢tinu?

P3: Ovliviiyje v tom smyslu, Ze se cloveék dozvi nova slovicka. Je to jedna z metod, ktera
podpofti mluveni. Hry mohou, do jisté miry podpofit uceni. Myslim, ze mi hry pomohli lehce
se v§im, co jsme probirali. VZdy bylo ve hrach néco, co jsem si odnesl.

Int.: Moje posledni otazka je, jestli si myslite, ze Vas hry motivuji ke zlepSeni anglictiny a
jestli ano tak proc¢?

P3: Motivuji, do jisté miry. Kazdy jsme jedinecny a na kazdého plati néco jiného. Mn¢ hry
piirostly k srdci, snazim se k nim vracet, abych trénoval angli¢tinu. Ale mohou to byt i filmy,
s titulky. Kazdy ¢lovék ma rad rizné zZanry a musi v nich vyhledat co zlepsit a rozvijet dal.

Int.: D€kuji za vase odpovédi, to je vse.
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