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Tutkielman tarkoituksena on kuvata miten englanieiidta tietokonepelia pelaavat
pojat kayttavat englannin kieltd keskindisessd opwohelussaan. Lahtdkohtana
tutkielmassa on, ettd tietokonepelin englanningysis vaikuttaa pelaajien
puhekayttaytymiseen ja kielivalintoihin. Syyta tahétsitaan pelien tutkimuksesta,
jonka mukaan pelien immersiivisyys eli mukaansap@avuus vaikuttaa pelaajien
kayttaytymiseen. Tutkimusaineistona on Kkaytetty ewvithateriaalia, jossa on
samanaikaisesti kahdella kameralla kuvattu sekaapeh vuoropuhelua etta pelin
tapahtumia ruudulta. Aineiston pohjalta on mahdtdliverrata miten puhevuorot
littyvat pelin tapahtumiin.

Tutkimuskysymykset kasittelevat kolmea osa-aluetta: Millaisia
englanninkielisia elementteja pelaajien puheesgty¥) 2) miten pelaajat kayttavat
naitd elementteja ja 3) miksi englantia kaytetdantyistda huomiota kiinnitetaan
koodinvaihtoon, eli tilanteisiin joissa pelaajatihtavat hetkellisesti (tai pysyvasti)
puhekielensa kokonaan englantiin. Tarkoituksenasaada selville mita erityisia
merkityksid pelaajat voivat koodinvaihdolla viestd. Tutkimusmenetelmina
kaytetddn sekad lingvistista analyysia ettda keskumtalyysin periaatteita.
Lingvistinen analyysi antaa hyvan kuvauksen siitédillaisia englanninkielisia
elementtejd pelaajien puheessa esiintyy. Keskwstalyyttisten periaatteiden avulla
saadaan selville millaisia kielen vaihtelun mekar@gm pelaajat kayttavat, ja mihin
tarkoituksiin naitd mekanismeja kaytettaan.

Tuloksista kay ilmi, ettd pelaajien vuoropuhelussalanninkielisia
elementtejad esiintyy runsaasti. Suurin osa engikiglisista elementeistd on ns.
insertioita, joissa englanninkielinen sana tai éaakenne on lisatty suomenkielisen
keskustelun lomaan. Aineistosta |0ytyy myds suurddrd lainasanoja, jotka
suurimmaksi osaksi liittyvat pelissa esiintyvaanneistoon. Lisdksi aineistosta
[6ytyy myOs useita koodinvaihtotilanteita, joissaihpkieli vaihtuu hetkellisesti
englanniksi. Nama vaihdot liittyvat useimmiten nilaisiin, joissa pelaajat haluavat
viestittad omia tulkintojaan pelitilanteen aseteshaitai viittaavat pelin menneisiin tai
tuleviin tapahtumiin. Lisaksi analyysin perusteelei todeta, ettd kyseinen
pelaajalta seka hyvaa ongelmanratkaisukykya etgkaeninkielen taitoa.

Tutkielman loppupdatelma on, ettd interaktiivinemglanninkielisen
tietokonepelin pelaaminen stimuloi monipuoliseemlanninkielen kayttéon. Pelin
tapahtumat ja vuorovaikutteisuus luovat tilantessa pelaajilla on luontainen
taipumus hyddyntaa englanninkielentaitoaan.

Asiasanat: language alternation, code-switching,oming, conversation analysis,
immersion, video games.
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1. Introduction

In modern Finland the majority of people are infloed by English through the
media. According to Leppanen and Nikula (forthcag)jrparticularly young people
who watch MTV, play electronic games, read youthure magazines or/and use the
Internet are constantly in an environment that exds English as the universal
language of communication. Together with extengorenal training from school,
these domains of language use create a situatibmiand where young people not
only acquire elaborate English skills but also limean environment that creates a
growing requirement for the active use of thes#isskin terms of bilingualism, Auer
(1998: 4) has said that for a person to be caliikaiybal they have to display regular
use of two languages in their everyday lives. Aten@sting question is, whether it
can be said that adolescents who are associatdd thét above domains are
functionally bilingual, that is, their use of Erghi has become a habitual part of their

day-to-day lives.

This study is interested particularly in the ca$eadolescents playing electronic
games. These games are predominantly English, laumgl treate many kinds of
environments where players need to use varyingegsgof functional English skills.

From a linguistic point of view these environmemigate interesting situations
where Finnish and English are in contact. In thes#act situations the use of both
languages involved tends to change. These changegatled language contact
phenomena. As a language contact phenomenon tigig directs its attention to the
act of code-switching, or in other words the alatimg use of two languages within a
speech event. More precisely, the main focus &f shidy is on investigating code-
switching in a particular conversational event ihieh two adolescent boys are

communicating with each other while playing an ksigkelectronic game.

In this particular speech event the participants @laying a single player action-
adventure game where one of the boys is the aptagér and the other one assists
by giving advice and commenting on the progressiaiie game. The game features
an elaborate storyline and extensive use of Engligslogue, thus it takes relatively
good English skills for the players to be able tdlofv the progression of the

narrative and to operate the within the game enurent. The participants in this



study do this fascinatingly well: they follow theeyall storyline, participate in the
dialogue and manage the progression of the gamle ewpertise. Indeed, they
display good skills in not only understating writtand spoken English, but also in

producing English verbally.

Since this thesis is grounded in the study of giimism, chapter two will be devoted
to illustrating how bilingualism has been definaidahow the participants in this
study can be categorized according to differenbltygies of bilingualism. The

ultimate goal will be to establish good groundstfa argument that the participants
in the study can be called bilinguals. This is aatimple task because bilingualism
has been defined in so many different ways. Howdwetooking at the more recent
approaches to bilingualism it is possible to ardhat the participants can be
identified as such, not only because of their fdrinaining, but because of their

regular use of bilingual skills.

The third chapter will focus on the main purposéhid study which is to investigate
the act of code-switching as an illustration ofifgual competence in the given
conversational situation. First some examples @f bode-switching is and has been
defined will be presented and also some guidelmeshow to tell apart code-

switching from other language contact phenomenbbgiloffered. Next some of the
most important approaches to code-switching rebeailt be evaluated in order to

show that the one chosen for this study is weltesliiThe analysis of the code-
switching data will be done according to the framswof the conversational

approach to code-switching. This approach was sirsictured by Peter Auer (1984)
and has been since endorsed by several prominsearahers of code-switching.
Using this approach provides three great advantaes presents a solid way of
identifying code-switching from other language @mitphenomena, b) it views
code-switching as a conversational tool and focasess interactional value and c)
it provides an analytical system to answer the tipesof to what purpose code-

switching is used.

Additionally, some ideas from game studies arerpoated into this study in order
to gain a better understanding of the type of adgon that is going on between the

game and its players. More precisely, the conceptmme-player interaction and



immersivity are introduced. These concepts wiliile some insight into what kind
of a role can be assigned to the input given by é¢lectronic game in the
conversational event. This role is no doubt sigaifit because the game provides
strong visual and auditory output which the playsgact to and interact with.
Although the verbal interaction in a gaming sesssoprimarily between the players
there are numerous other actions that are perfoimextder to interact with the

game.

In conclusion, this study aims at both describimg tode-switching phenomenon as
it is presented in the spoken discourse of thegiaants in this particular discourse
event and at the same time describing one of treegic ways in which the

participants use their bilingual skills. Moreovtre aim is to give a coherent picture
of the discourse event by incorporating some asgeaitn studies on how games and

their players interact.



2. Bilingualism

Although code-switching is the main focus of thisdy, it is important to take a look
at the field of bilingualism, since code-switchiag a linguistic phenomenon has
been defined in bilingual studies. Bilingualisraislifficult term to handle because it
has not yet been defined in a way that most resees@ould agree upon. One reason
for this is that bilingualism has been, and isd&d from so many perspectives that
it has become impossible to conjure up a compdinitien that would cover all its
interdisciplinary characteristics. According to Raime (1995: 7-11) the fields of
linguistics, psychology, sociology and educationoam others have all been
involved in the study of bilingualism, all from theown distinctive perspectives.
Baker (1996: 4) goes on to add politics and gedyrap the mixture.

Nevertheless, linguists have often claimed bilingna as their turf, although many
linguistic theories have proven to be too narroweaable to capture the true essence
of the subject matter. Baetens Beardsmore (198@&v8h suggests that linguistic
theories that have been imposed to bilingualisntteeeason for the state of flux in
the field. Linguistic theorists who take definingueture as their ultimate goal have
not been able to agree upon the functioning ohglsilanguage, not to mention the
co-functioning of two or more languages. The ordjuson according to Romaine
(1995), Baker (1996) and Baetens Beardsmore (1BS8@&)at one has to take an
interdisciplinary view on bilingualism which comieim the findings in the fields of

linguistics, psychology, sociology and education.

Furthermore, Romaine (1995: 8) points out a probk&mnsituation in bilingual
studies: bilingualism is often approached througbnatingual standards although
when looking at the language situations in the evtobay, it is easy to see that it is
actually monolingualism that represents an excaptiothe rule and not the other
way around. Thus, the sociolinguistic approach itmdualism has become more
dominant as the main focus has shifted away froutstral definitions to portraying

how languages co-exist and function in a sociatexdn
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2.1. Defining bilingualism

As mentioned above, bilingualism has been defimeth fnumerous points of view
and no single universal definition exists. The s here is to gather guiding
principles from bilingual studies that will be reset to the present study. The initial
distinction to be made is one that is supportedrogt researchers in the field of
bilingualism (Baker 1996, Baetens Beardsmore 1886naine 1995), and that is the
distinction betweerbilingualism multilingualism and plurilingualism In reality,
there is actually no distinction, because the téihmgualism is commonly used
when referring to all three. Baetens Beardsmor&§13) states that: “There is no
evidence to suggest that the fundamental princigffesting language usage are any
different whether two, three or more languagesha&iag used by one and the same
speaker...” Therefore, in this study | will use tieem bilingualism to cover all the
above phenomena. Next we will take a look at hosvtdrm bilingualism is, in fact,
defined.

Baker (1996: 4) states that the first distinctidmew defining the term bilingualism is
to be made betweesocietalandindividual bilingualism. Societal bilingualism is the
possession of a group of people whereas individuihgualism is a language
property possessed by an individual person. Ba&8easdsmore (1986: 4) describes
societal aspects of bilingualism as forming a “lgaokind canvas” for any bilingual
study, even in the case study of only one bilingpdaker. Additionally, according
to both Baker (1996: 4) and Romaine (1995: 12)etatand individual bilingualism
are strongly interrelated and one is bound to affee other. Thus, although in the
present study there will be little focus on sodidiingualism, | feel it is important
to describe the position of English in the Finnsitiety, because the data that is
analyzed represents a new type of situation whieneigh and English are in contact.
This description will be given in chapter 5 whelne specifications of this study are

discussed.

As an individual possession bilingualism has beefindd in a wide spectrum of
ways beginning with Bloomfield’s (as quoted in Roneal1995: 11) definition of a
person who has “native-like control of two langusigall the way to Diebold’s (as
cited in Romaine 1995: 11) notion of an individw#ho has bilingual skills even

though they cannot produce complete meaningfuraritees. Diebold (in Romaine
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1995: 11) argues that a person may have good reeepdntrol over a language
although not having productive control. These degfins can be said to form a
continuum within which the possible bilingual dttites are being evaluated.
According to Baker (1996: 7) Bloomfield’s definitiorepresents a maximalist
interpretation of bilingualism and Diebold’s a nmralist approach, both of which
are, in Baker’s opinion, too extreme. This raides question whether some middle
ground should be defined in order for researchetset able to make some kind of

classification of who is bilingual and who is not.

According to Baker (1996: ) establishing critea @lefining a minimal condition for
a person to be called bilingual is not possiblewauld only lead to arbitrary cut-off
points”), and according to Mackey (as quoted in R 1995: 11) it is not even
necessary. Mackey says that bilingualism has toobsidered as an entirely relative
concept, and thus defines bilingualism as vaguslytlae alternate use of two or
more languages”. As a solution to the ambiguousaighe terms “bilingual” and
“bilingualism”, many researchers, according to BastBeardsmore (1986: 4), have
started to use typologies to delimitate their pattir area of investigation from a
larger field of studies. This has helped to avoi@regeneralizations in a field of

study that has become very inclusive.

However, the use of typologies requires the useoofs to describe individual
bilingualism in order to form a foundation for typgical labeling. According to
Mackey (as quoted in Romaine 1995: 12) there ame &ements which must be
addressed when forming a description of a bilinguaptitude. These elements are:
degree, function, alternation and interference. Miost interesting element, in terms
of this study, is naturally language alternationickhinvolves code-switching.
However, | will take a brief look at all the memted elements in the following to
form a concluding perspective on the situation mol the data in this study exists. |

will begin by looking at degrees of bilingualism.

2.2. Degrees of Bilingualism

To begin with, defining an individual’'s degree dlirigualism relies to a great extent

on terms which are used to represent a person’®lngnal language ability. The
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terms are numerous: language skills, language cempe, language performance,
language ability, language proficiency and languagfgevement are all used. Baker
(1996: 5) distinguishes specific meanings for ladlse terms, but | will use the term
language proficiencyecause it withholds the notion of both formaldanformally
acquired language skills as well as individual elkgeristics. Additionally, since
many writers use the term language proficiency synmusly with language
competence when describing bilingual aptitude, Il also consider them identical

although persist in using the former term.

Romaine (1995: 15) lists types of tests that ha@enbused to measure bilingual
proficiency, and thus help determine an individsiaégree of bilingualism. The tests
fit into four categories as follows: rating scalélsency tests, flexibility tests and
dominance tests. These test groups all comprisifigirent instruments of testing
that will not be discussed here. However, it isamant to look into the methods of
assessment used as a basis for these tests. n@akesess bilingual proficiency one
needs to take into account the categories of laggwbilities in which language
proficiency is measured. However, there are spatiginctions to be made when
applying these categories to bilingual languagdig@emcy. First of all, a common
problem is that when bilingual language skills areasured, monoglot norms are
used. According to Romaine (1995: 19) this posdhlreat to assessing bilingual
skills because the very essence of bilingualismwis (or more) languages existing
and functioning in relation to each other. Secondéiycontinuation to the former,
when assessing bilingual skills one should alwagysagsessing two languages and

not one.

The basic, most common categorization of languagdigency is illustrated in
Baker (1996) as follows:

Table 1. Language abilities (Baker 1996: 6)

Oracy Literacy

Receptive Skills Listening Reading

Productive Skills Speaking Writing




13

The division in Table 1.1. is between receptiveductive skills and oracy/ literacy.

These four variables form an array of the four ddanguage skills: listening,

reading, speaking and writing. However, when apyythis categorization to

bilingual abilities one must remember that proficg levels are measured in both/
all the languages at an individual's disposal. Beitamay, it is evident that even
when using merely these four variables, languagégency is not a clear-cut case
but rather forms a multi-colored landscape of défeé language proficiency

combinations: individual people can posses cosstleariations of these skills.
Nevertheless, the above categorization is quitétdonin terms of distinguishing

abilities in different levels of language, suchgaammatical and phonological levels.
In the following a more precise illustration is pemted to focus on language
abilities/ skills at different levels of language.

Romaine (1995) presents another type of categarizdly Mackey, in which these
basic language skills are applied to different lee# language use. The illustrated
categorization presented by Romaine is somewhat ncomplex and goes as

follows:

Table 2. Measuring degree of bilingualism (Romdif85: 13)

Levels
Skills . . . — .
Phonological/| Lexical | Semantic| Stylistic | Graphic
Grammatical AB AB AB AB
AB

Listening

Reading

Speaking

Writing

In Mackey’s categorization language skills in boétall languages are measured in
five different linguistic levels. According to Mieey (as quoted in Romaine 1995:
12) assessing language skills (listening, readirgpeaking, writing) at

phonological/grammatical, lexical, semantic, stidisnd graphic levels will create a

series of continua that will be efficient in measgrbilingual proficiency. Romaine
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(1995: 18) would add communicative competence edi#t of linguistic levels since
it has become a major topic in the second langaagaisition discussion. In essence
communicative competence can be seen as differomg the use of styles in the
sense that it is not enough to know different stydé a language, you also need to

know when and where to use a particular style.

Needless to say, there are always problems whengtp assess something as
abstract as language proficiency. Romaine (199%:sfaies that many researchers
have come to the conclusion that language profigiecannot be divided into
isolated components, but has to be measured asotewtonsisting of certain
variables, such as the ones illustrated above. ,Tthgs focus is on the fact that

different language skills at different linguist&vels are always strongly interrelated.

Nevertheless, however problematic the field of leage assessment may be,
researchers have made typologies that characteifzrent levels of bilingual
proficiency. The following typologies are commoniged in the field of bilingual
studies to help researchers focus on a certaincagpebilingualism and to apply

bilingual theories to specific cases of bilinguiais

2.2.1. Typologies according to degree of bilinguaiin

The two most extreme measures of bilingualism lageonhes introduced earlier when
first defining bilingualism. Bloomfield’s descripin of a bilingual having “native-
like control of two languages” was labeled maxistalbecause it raised the bar of an
individual to be recognized as bilingual extremieigh. Other researchers, as well,
have put forward maximalist views on bilingualisdalliday, McKintosh & Stevens
(as cited in Baetens Beardsmore 1986: 7) give fibthnotion ofambilingualismto
define a person “who is capable of functioning diguaell in either of his languages
in all domains of activity without any traces ofeclanguage in his use of the other”.
This definition is strict indeed and chances awd there are not many people like
this. It would be remarkable to find a person whauld function in all areas of life
equally well in two languages. Most likely he/sheuld have certain areas of life

within which one language would be stronger thandther.
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The other extreme is Diebold’s notion that a perdoes not even have to be able to
produce complete meaningful utterances in the skdanguage to be called
bilingual. Diebold calls this type of bilingualisnmcipient bilingualism This
category allows people with virtually no bilinguampetence to be included into the
bilingual category. However, between these twoeswtrs there are more reasonable
typologies that help group bilinguals into moreidigiive categories.

Baetens Beardsmore (1986: 8-10) lists three typesoof bilingualism that have
proven to be of value in research and discussidme Tirst one isnatural
bilingualism which is used to describe a person who has gaineid bilingual
competence naturally without any formal instructidinis type of bilingualism is
very common in bilingual communities, where thegiaamge of the home may be
different from that of the surrounding community; m situations where the
community itself requires or induces functioningtimo or more languages. The
second type of bilingualism that Baetens Beardsmadescribes issecondary
bilingualism which differs from natural bilingualism by the yvan which the
bilingual proficiency has been acquired. In secoyndailingualism the second
language has been added alongside the first larghagugh formal instruction.

The third type of bilingualism discussed here @sely related to ambilingualism in
the sense that it focuses on an individual's equaficiency in both/all languages. It

is calledbalanced bilingualismand as the term suggests, it covers bilinguals who
master two languages equally well. However, BaetBesardsmore says that
balanced bilingualism also withholds the notionhaiving a proficiency level of
close to monoglot norms, whereas Baker (1996: ¥ #aat the term lacks the notion
how proficient the bilingual is. According to Bakehe point of proficiency is the
fact that it differentiates balanced bilingualisrarfh ambilingualism. A young child

with low proficiency in two languages can be stdlled a balanced bilingual.

Nevertheless, the concept of balanced bilinguals® been strongly criticized for
being too ideal, since once again it would be enxély difficult to find a person who
would be equally proficient in two languages in afkeas of life in all possible
circumstances. Additionally, the notion of balandalingualism excludes a huge

number of bilinguals whose bilingual competenceandalanced and one language
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dominates over the other. This phenomenon is appeshinlanguage dominance
tests where the focus is on identifying which leexges dominates over the other, to

what degree and in which domains (Romaine 1995: 15)

There are also typologies of bilinguals whose bilial proficiency is low in either
one of their languages or in both. Baetens Bearosifi®86: 10-14) introduces the
controversial issue afemilingualismSemilingualism refers to bilinguals, who have
acquired both of the languages they use poorlynair according to monoglot
standards. In other words a person whose origir@hen tongue has deteriorated
after living in a foreign society and whose sectarmjuage has not developed up to
the norms of the surrounding monoglot society wobdl called a semilingual.
According to many critics semilingualism is notustj term because bilingual people
should not be rated against monoglot norms. Moneawany other features of this
typology have been criticized and the term semilaighas been determined too
negative (see e.g. Baetens Beardsmore 1986, BaRéralhd Romaine 1995).

However, Baetens Beardsmore (1986: 14-15) als@pteswo typologies that have
proven to be refined and useful. These typologesd dith bilinguals with relatively
low proficiency in their second language. Thes@bilals are referred to a&&mi-
speakersandnear-passive bilinguald_ow-proficiency semi-speakers are capable of
manipulating words in sentences to suit their owmrppses, whereas high-
proficiency semi-speakers can use the languagéy fllirently. However, high-
proficiency semi-speakers can be distinguished fiwdiy fluent speakers because of
their occasional deviations from the local gramuowti forms. Near-passive
bilinguals may know many lexical items and shomgsles, but cannot manipulate the
language according to their own needs as profigieast semi-speakers. These two
typologies raise the question of how bilinguals thh&dr languages in the society they

live in, which leads to the idea fafnctional bilingualisnthat will be dealt with next.

2.3. Functional bilingualism

Defining bilingualism through bilingual competenageasuring has proven to be
difficult, therefore many researchers have turreetbok at language use in order to
identify distinct types of bilinguals and bilingish. Baker (1996: 11) defines
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functional bilingualism as “an individual's use tifeir bilingual ability”. Baetens
Beardsmore (1986: 15-16) presents the minimalidtraaximalist interpretations of
functional bilingualism which are somewhat similarthe ones presented when first
defining bilingualism. According to the minimaligiew, a person who can perform
some activities i.e. go to the store, bank, pofitafin a second language can be
called functionally bilingual. According to the mealist interpretation a person “is
able to conduct all of his activities in a givenatldinguistic environment
satisfactorily”. The maximalist interpretation i®se to what people commonly think
of as bilingual competence. This definition is gugeneral in nature, however it does
concentrate on the fact that a person should béaadn) able to use the language
competence he/she has. Contrary to the terms llasrcfluent bilingual, this view
does not set any monoglot standards for secondigaygycompetence, but rather the

standard of being able to function in two languages

Functional bilingualism can also be divided intonpaubcategories but here we will
only take a look at two main categoriggceptive and productive bilingualism.
According to Baetens Beardsmore (1986: 16-18) taeepilingualism refers to a
person who can understand a second language hubtca@cessarily speak or write
it. Another term for this type of bilingualism fgssive bilingualismhowever the
term has been much criticized because receptiguage competence is not seen as
a passive attribute. Productive bilingualism, oa tither hand, means that a person

can not only understand but also speak and possiitly in two or more languages.

Finally, Auer (1988: 191-192) argues that therellyea&s no other type of

bilingualism than functional bilingualism. He sayst bilingualism cannot be only
mental or an individual's perception of themselbe$ on the contrary, bilingualism
is an interaction skill. Moreover, Auer (ibid.) btrates by saying that bilingualism
is an “achieved status” which you can gain by digjplg your command of two or

more languages in everyday situations.

In conclusion one has to say that describing theellef bilingualism of the
participants in the present data is quite diffianlta number of ways. Firstly, the
participants are quite competent bilinguals judgimg the fact that they have

received ample formal training in English. Both tobm had studied English at



18

school for five years at the time when the recagsiwere made which makes them
secondary bilinguals. However, very little of theirery day use of the two language
is known. This raises a problem in terms of themmdpéunctional bilinguals because
this would require for them to use English regylawhat is known about the boys
though, is that they are frequently involved withgksh through the use of media.
Especially through playing the type of electronages that they are actually doing
in the present data. This type of use of bilingkdlls is not the same as going to the
store or having human relations in English but oesl display a certain type of

functional bilingualism.

2.4. Societal bilingualism

Societal bilingualism refers to a situation whem® tor more languages coexist as
languages of use within a society. A term thatoswmonly used when speaking of
societal bilingualism is diglossia. According toKea (1996: 36) diglossia is used
when describing how the use of two languages (aejnis distributed according to
different situations and functions within a socieloreover Baker (ibid.) speaks
about language communities which tend to assigraicerroles for different
languages. In Finland the most obvious distinctreould be that of the role of
Swedish in a Finnish language community or Finnisha Swedish language
community. One could also take a more geograplpicait of view and look at how
the use of Swedish is distributed across differegtons in Finland. However, this
study is mostly interested in the role of Englisithe Finnish society. As it will be
shown in the next chapter English has a quite wngfatus in Finnish educational,

media and business life.

2.4.1. English in Finland

According to Leppéanen and Nikula (forthcoming: 9)glish is the most important
foreign language in Finland and it has a majomgfice on Finnish social life. This
influence is powerfully shown in three major areeducation, media and business.
Moreover, Leppanen and Nikula (forthcoming: 42-4ltyide language contact

situations within the above domains into roughlethcategories:
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a) Situations where English is being used as the pyifanguage of
communication. These situations are frequent foamgde in
international business life where in many sect&rsglish has
become the common language of commerce.

b) Situations where English is an additional resouadengside
Finnish. This type of language use is found, fatance, in youth
culture magazines which derive their language féemglish terms,
slogans and expressions.

c) Situations where speakers use an interlaced mitupeth Finnish
and English, frequently drawing elements from Hatiguages. An
example of mixed language use is found in game piaations
such as the ones in the present study.

First of all, English has a very strong and unigteus in the educational system of
modern Finland. In Finland children enter schooth&t age of seven and they can
begin to study their first foreign language asyead the first grade. However, most
commonly foreign language teaching begins fh gdade. According to Statistics
Finland (Vuosiluokkien 1-6 kielivalinnat, 2006) lifie end of elementary school
(grades 1-6) 90.7% of Finnish children had chosegligh as their obligatory first
foreign language in 2006. Additionally, another2.8ad chosen English as their
secondary (optional) first foreign language. Mommwaccording to Statistics Finland
(Vuosiluokkien 7-9 kielivalinnat, 2006) In the uppgementary school (grades 7-9)
90.7% of students had chosen English as their fimstign language and overall
99.2% had studied English as either first, secondhivd foreign language. This
means that by the end of compulsory educationhatage of 16 to 17, over 99%
percent of Finnish students have studied English dpproximately 6 years.
Furthermore, over 99% percent of those who go ¢ lsichool choose English as
their first foreign language (Lukion koko oppimé&érguorittaneiden kielivalinnat,
2006). Additionally, Lappanen and Nikula (forthcargi 10) point out that English
tuition is offered “in the form of content-baseddmage learning, IB-gymnasiums
and courses in higher education”. Not to mentios gnowing number of English

immersion kindergartens.
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Moreover, Leppanen and Nikula (forthcoming: 9-18)phasize the strong position
that English has in the Finnish media and busifitssThrough the media English
movies, television programs, video games, magazeicles, advertisements and
websites are strongly present in Finnish people/sryalay lives. For example
playing electronic games which are predominanthgliEh is very popular in

Finland. Addtionally, Lepp&nen and Nikula (forthdogn 10) state that English has
gradually become dingua franca in Finnish business life. All these factors
demonstrate quite clearly that not only is Engkstongly present in Finnish social
life but also that in modern Finland a very largegortion of the population have

received formal training in English skills.
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3. Code-Switching

For many years now code-switching has gained rigiteyest as an object of study
in the field of bilingualism. It has been approathest like bilingualism, from many
perspectives. Possibly the most dominant perspedativecent years has been the
sociolinguistic perspective, in which the focusois the reasons behind and the
outcomes of code-switching. However, extensive tnguring the early years of
code-switching studies came from theoretical lisjos whose goal was to establish
rules by which code-switches occur. More recerisré has been a notable rise of
applying the methods of conversational analysisoie-switching with the idea that
code-switching phenomena should always be intergretvithin its closest

environment: the utterance (Auer 1998: 1-2).

All of the above approaches to code-switching vad visited in this chapter,

however, the main focus will be on the conversaticapproach, and further, on
applying the framework of conversation analysisthe study of code-switching.

Nevertheless, it is important to take into accoboiv the past years of code-
switching studies have shaped our knowledge optiemomenon. It was through the
structural approach that code-switching gainedsitédus as a legitimate object of
study and not just a random event, and the soguistic approach helped generate

the conversational approach that is now the fo€tisi® study.

However, before going into different approachesdde-switching, it is important to

define what is in fact meant by the term. After, &llere are also other language
contact phenomena that are very close to codetawgsuch as interference/transfer
and borrowing. One has to properly define what é&anmt by code-switching in order
to minimize problems that often emerge when anatyapeech events that contain

different types of language contact phenomena.

3.1. Defining code-switching
According to Kovacs (2001: 61-63) the term codetslwing was first introduced by
Jakobson in 1952. Jakobson presented the ideaffefediit languages or different

styles of a language functioning as different ‘cgidiénat need to be understood
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correctly in producing and interpreting speech.uded the term ‘switching codes’ to
describe a situation when there is alternatiorhi use of these codes. The actual
term ‘code-switching’ was first used by Vogt aslgas 1954. However, it was not
until some extensive studies on bilingualism andeeswitching by researchers such
as Weinreich, Clyne, Hasselmo and Blom and Gumpleat the field of code-

switching research began to blossom. (Kovacs 26053)

Gumperz’ (1982) widely accepted definition of caeitching as “the juxtaposition
within the same speech exchange of passages oftspetonging to two different
grammatical systems or subsystems” has been thenbdine of the sociolinguistic
approach. Li Wei (2005a: 376) says that Gumperahdsn marked the beginning
of a new research paradigm that viewed the actmitting codes as a discourse
strategy. Myers-Scotton (as cited in Wei 2005a: )3%és labeled this new
perspective thenteractional paradigmGumperz (1982) himself also refers to code-
switching as “conversational code-switching” whitisplays his view of identifying
code-switching as a resource of communicative coempe. A more recent
definition comes from Peter Auer, the “father” difetconversational approach to
code-switching. Auer (1998: 1-2) takes Gumperz'iorotof conversational code-
switching further in his definition which refers tmde-switching as the “alternating
use of two or more ‘codes’ within one conversatloggisode”(Auer 1998: 1). His
definition highlights the fundamental principle tltmde-switching should always be
looked at from the point of view of its conversatib context, which “it both shapes
and responds to” (Auer 1998: 2).

Nonetheless, the above definitions are quite gémenmsature, and leave much to be
negotiated in terms of what to include in code-shiitg and how to label different
types of switches. According to the above defingidhere is no limit to how small a
switched item can be or how it can be positioned within a sentence structure.
Thus, there is a need to categorize switches acpitd their size and position
within or outside the sentence structure of theebdasguage. For example, Auer
(1988: 203) accepts single word switches as lorthesare followed or preceded by
other switched items i.e. are relevant to the comoational structure. Otherwise he

sees them as transfer. There will be more discassiosingle word switches and
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switched inflections in chapter 3.1.1: Code-swibtchvs. borrowing. However, next

we will take look at the positioning of switchesthin the base language.

According to Boztepe (2003: 4) the most commonlgduserms for instances of
code-switching that are situated either within otsale sentence structure are: inter-
sentential and intra-sentential switching. Intemteatial switches occur between
sentences and intra-sentential switches occur wéthsentence structure. In addition
to the above categorization Poplack (as cited im&ne 1995) has identified tag-
switching, which refers to the insertion of smdit@ses in another language into the
base language. In Finnish/English switching tagaldioccur at the beginning or the
end of a sentence structure as follows:

| mean haluaisin ostaa ison auton, en keskikokoista.

‘I mean, | would like to buy a big car, not a medisized one.’

Sellaiset uudet kuusipaikkaiset lava-autot ovanbja,you know.

‘Those new six seat pick-up trucks are nice, yawkn

Halmari (1997) refers to the same type of switcdmesxtra-sentential switches.

As mentioned earlier the term “codes” can refdatmuages or different varieties of
the same language. In this study codes will retetusively to languages and more
precisely to Finnish and English since the focushef study is on Finnish/English
code-switching. However, in code-switching termowy there are specialized terms
for what is thought to be the base language intwhvielements are adapted and the
other language that “donates” elements into the b@sguage. According to Kovacs
(2001: 64), the base language is commonly refdoed the matrix language and the
donating language is commonly referred to as théeglled language. Also the
terms recipient and donor, and host and guest &gegiare in use. However, in this
study the term matrix language and embedded lamguall) be used exclusively.
Finally, although according to Kovacs (2003: 64-6f8) existence of a base language
has been both accepted and criticized (mostly tsecaientifying it depends strongly
on the point of view of the study), the above temilsbe used in this study because

they have been as widely accepted as they havechigieized.

Additionally, a distinction has to be made betweke terms code-switching and

code-mixing Kovacs (2001: 62) says in her overview on codiefing research
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that the two terms are often used as complemen@rygs in a way that code-
switching is reserved for inter-sentential switchand code-mixing is used for intra-
sentential switching. In some studies the term aodeng has been used in cases
where a switched item has been subjected to mavgiwall inflections of the matrix
language but has not been phonologically adapteditianally, Kovacs (2001: 62-
63) lists other terms which are in use, suclaaguage alternationcode-alternation
code interaction code-blendingand code-shifting For example Gafaranga (2005)
uses the term language alternation because, indvis different authors use the term
code-switching in such variable ways that theraasreal consensus as to what
counts as code-switching. On the other hand, Au®8§:. 187) uses the term
language alternation to cover both code-switching &ransfer. However, in the
present study the term code-switching will be usetthie way Auer has defined it: to
include embedded language items that either iaitfatther use of the embedded
language or respond to previous use of the embeliaegplage. In this way it is
possible to distinguish between code-switching aoitier language contact

phenomena.

3.1.1. Code-switching, interference and borrowing

First of all, the main point of this section isdifferentiate between two conceptually
very different language contact phenomena of cedtising and interference. The
challenge in making this distinction is that thougk concepts are very different in
nature, they are often very difficult to separate rheans of structural analysis.
Secondly, although the definition of code-switchingd the question of code-
switching vs. borrowing will be dealt with more tbaghly in section 3.1.2., it is
necessary to examine these three phenomena ionelgith each in order to make
the discussion pertinent, because that is how #gpear in actual data. Thus,
somewhat minimal definitions of code-switching datrowing will be needed here.
Finally, a functional distinction between code-shihg and interference is very
essential in terms of this study because, as medi@bove, the two concepts are
quite contradictory in nature. A good deal of reskan the past years has been done
to establish code-switching as not a random evahtab a communicative tool in

bilingual talk, whereas interference is seen asfeitlin bilingual skills.
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Romaine (1995: 12) presents two contradicting views code-switching by
Weinreich and Mackey, who have both been pioneedefining code-switching as
an attribute of bilingual talk. This illustratesetishift of status that code-switching
went trough in the early years of its study. Thistfone has a negative stance on the
phenomenon whereas the latter one has a positipeoagh to code-switching.
Weinreich’s notion is that code-switching is a sgjrdeficit in bilingual competence.
Mackey, on the other hand sees code-switching asdirator of growing bilingual
competence, and a showcase of an individual'sssiflbeing able to manipulate two
languages in bringing them together without bregkgnammatical rules in either
one. Later Weinreich had to change his views wieMackey’s view has gained
much support. Romaine (1995: 11-12) concludesnbatadays there can hardly be
found any linguist who would consider code-switchia deficit in bilingual

competence, not a communicative tool.

Language interferencen the other hand, is considered as an intrusid@atures of
one language into the use of another, which is seemegative and a deficit in
bilingual competence. Baetens Beardsmore (1986: di§)nes interference as
follows:
“Originally the concept of interference referredtie use of formal elements of
one code within the context of another, i.e. angnahogical, morphological,
lexical or syntactic element in a given languaga ttould be explained by the
effect of contact with another language”.
Thus, in general language interference means t#mtuifes of one language are

noticeable in the use of another language.

However, Baetens Beardsmore (1986: 45) elaboratedistinction by suggesting
that ever since the introduction of the concepta@hmunicative competence it has
become evident that the same language user mayéeliderently depending on
the types of participants involved and, thus in sarases what might first seem as
interference can also be interpreted as a conscimnise for purposes of familiarity
or solidarity etc. Baetens Beardsmore calls thisscmus choice of manipulating the

language of usestrategic competente
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Romaine (1995: 52) on the other hand, brings firéhnotion oftransferencevhich
as a term has a similar meaning as interferenceabuiore neutral connotation.
Additionally, the theories of transference refer rendo process rather than a
linguistic phenomenon. Heller (1988: 4) points thdat the term transfer has been
used in connection with language learning. Rom&l9®5: 52) describes transfer as
depending on how similar or dissimilar a persoirstflanguage is with the second
language. According to the level of similarity teecan be certain amounts of
positive or negative transfer, or both. For examiplevo languages have similar use
of word order, the knowledge of the first languag&ord order can positively
transfer to the use of the second, new, languageeMer, if the rules of word order
are very dissimilar in two languages the knowled§e¢he word order in the first
language may transfer negatively to the use ob#t®nd language leading to errors.
If the languages are considerably similar there lmamonsiderable positive transfer
in areas of language with similarities and negativansfer in areas with
dissimilarities. On the other hand, if the langusagee very dissimilar there can be
considerable negative transfer. Thus, the balafgeositive and negative transfer
depends on the languages. It is this negativeferatizat the notion of interference is
closest to. Romaine (1995: 52) also refers to #rent‘crosslinguistic influence
which again is similar in meaning as the former ti@ons but has an even more

neutral connotation and can function as an umbtetta for many phenomena.

Additionally, Romaine (1995: 51-52) introduces idistions between code-
switching, interference and borrowing by WeinreicMackey and Haugen.
According to Weinreich interference withholds thetian of rearrangement of
patterns, which means that interference in somdwagks the rules of the primary
language in use. Mackey focuses on the concepifiatahce between interference
and borrowing and sees interference as conditiarad individual, whereas
borrowing is systematic and collective. Haugen,tloa other hand, distinguishes
code-switching as the alternate use of two langsiageerference as the overlapping
of two languages and borrowing as elements fromlamguage in another that have
become so commonly used that they cannot be reféoreas either switching or

overlapping.
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Poplack (as cited in Heller 1988: 4) agrees withckéy and makes a distinction
based on the consistency of use within a speectmemty. According to Poplack

(ibid.) code-switching and borrowing are used csiesitly in a similar fashion by

speech community members whereas transfer (i.etfénénce) is a random event.
Baetens Beardsmore (1986: 138), on the other hakels into account the triggering
mechanisms, for they are different in both phenaménterference operates at a
more subconscious level, where the speaker is wateathat he/she is producing
features that are strange to monoglot norms. Cuadteting, however, operates
nearer to the surface of consciousness and is ag@eomewhat voluntary to the
speaker. A speaker uses code-switches when it amimgful to them. This leads to
the conclusion that the term strategic competenisiehwvas introduced earlier by

Baetens Beardsmore is really linked to code-switgland not interference.

After looking through the accounts above it becorolesr it is quite difficult to
distinguish between code-switching and other laggueontact phenomena. Heller
(1988: 11) even says that it is most likely notgdole on “purely formal grounds”.
However, in terms of this study it is essentialntake this distinction in order to
conduct a pertinent analysis. Thus, a theory isdeéethat can set apart code-
switching and interference in a practical way; invay, that can be somewhat
consistently applied to variable conversational aniat. Such a theory may be
present in Peter Auer’s conversational approaatotte-switching. In that approach
code-switching is defined according to the funaiomeaning it carries in relation to
participants of the conversation. Thus, code-switgls characterized by its function
of initiating a change in the language of use @doy possible purpose) within a
conversational episode. Accordingly, transfer ia fense of interference is defined
by the lack of any conversational function. In otheords, there is no apparent
reason for the use of an other-language item wahionversation. Auer’s definition
of code-switching will be looked at later in moretail; however, his definition of

transfer is of interest now.

Auer (1988: 200) uses the term transfer to refesther language items that do not
initiate further use of the other language. Howeber stresses that he does not use
the term in the traditional sense. Auer (1988: 20@&els two types of transfer:

transfer for the linguistic interpretation and transféor the participant oriented
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interpretation. Transfemrepresents a linguist’s view of the discourse evgrtaking

a monolingual standard as a point of reference higchvthe participants’ speech is
examined. Transferis what might be also referred to as negative steanor
interference. Auer (ibid.) states that, in conveose transfer refers to instances of
another language that do not posses a discoursgdnnOn the other hand, transfer
refers to instances where the speaker revealsasdng for the use of an item in
another language. Additionally, this reason hasbt apparent to the other
participants in the conversation. In the conveoseti approach, the task of the
analyst is then to identify and present this reasorthe analysis by means of
conversation analysis. It is this trangfénat Auer defines as language alternation
that does not initiate further use of the othemglaage. However, nowadays Auer
(1998: 6) refers to transfeelements asnsertionsbecause of confusion that was

caused by varying use of the term transfer.

Therefore, one could sum up Auer’s definitionsha following way: code-switching
is language alternation that leads to further usthe switched language and has a
conversational function. Insertions are instandelamguage alternation that do not
lead to further use of the switched language. fetence (or transfer), on the other
hand, refers to other language elements that areeable in the use of the primary
language with no visible conversational functiome$e characterizations are quite
straightforward and present a consistent methodladsifying different language
contact phenomena in conversational data. Howerex,has to still keep in mind
Auer’s (1988: 200) remark that in the end catedmoyndaries always tend to be
somewhat unclear, which is something that an ahajyst has to accept.

Oversimplification of these boundaries will onlateto loss of realism.

In conclusion, one can say that it is possible eéofggm a consistent analysis on
conversational data through close inspection ottesersational structure. Through
this type of inspection one can single out instanck code-switching that really
perform the function of switching between languagesopposed to insertions that
have a conversational function but do not change linguage of use. Most
importantly, this type of inspection gives toolssingle out instances of interference
that have no conversational function what so ekerally, it seems to the present

writer already at this point that the conversati@agproach has indeed been able to
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produce some clarity to code-switching studies.sThiustrengthens the notion that it

will be well suited for analyzing the particulasdourse events in this study.

3.1.2. Code-switching vs. borrowing

A problematic area when analyzing code-switchingada distinguishing between
code-switches and borrowing. Borrowing is essdgtiie integration of other-
language items into the base language. Thus, difisrent from code-switching
because it does not represent a switch to thefuseother language but rather taking

an item from the embedded language and assimildtintp the base language.

According to Boztepe (2003: 5-8) there are two majgproaches that try to answer
the question whether it is necessary to distinguisbween code-switching and
borrowing, and how the distinction should be malegyroup of researchers follow
Poplack’s argument that single embedded languagesitthat are inserted into the
matrix language should be treated differently thamger stretches of switches.
Poplack (as cited in Boztepe 2003: 6) has suggestgcin embedded language item
has to be syntactically, morphologically and phogaially integrated into the
matrix language before it can be called a loanwdiddwever, this type of
categorization was later changed because in masgscphonological integration
proved difficult to distinguish. Hence, borrowindsecame identified by their
syntactic and morphologic integration with the poidisy of phonological
integration. Additionally, occasionally borrowedems began to be calleabnce
borrowingsor one time borrowings. Loanwords on the other haredaccording to
Poplack, (as cited in Boztepe 2003: 6) nonce badmgsvthat have a high frequency
of use and have become accepted in a communitys, Tlithin time a nonce

borrowing can gain the status of a loanword withitommunity.

On the other hand, Boztepe (2003: 7) points out ttiere are researchers such as
Myers-Scotton who believe that there is no needfoategorical distinction between
code-switching and borrowing. According to Myersséon (2002: 153-157) code-
switching and borrowing are not two distinct praass but rather she sees them as
processes in the same continuum together with sadkehing, and that linguistic

models that apply to code-switching should alsdyafipborrowing. Myers-Scotton
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(ibid.) continues by saying that Poplack acceptsade-switching material only
those instances of embedded language that showssimiktion to the matrix
language, and in her opinion this view is too narrBoztepe (2003: 8) also agrees
that there does not seem to be much reason toatitfate between code-switching

and borrowing if one is in the business of congingcgrammatical constraints.

However, since the focus of the present study islescribing code-switching on a
conversational level, it is relevant to follow tgaidelines of the conversationalist
approach. As mentioned earlier Auer (and othere)gqd the emphasis on the analysis
of the conversational structure. If an embeddeduage item initiates or responds to
the use of the embedded language it is considetia-switch. Thus, there is no
need to categorize switched items according ta siee, or level of integration to
the base language. In fact, Auer (1984: 8, 1998sa@s that when trying to discover
the meaning of code-switching such distinctionsierdevant; the importance is in
function, not in form. Moreover, Auer (1998: 13)gaes that the emphasis in
analyzing embedded language items should be on tivagiarticipants recognize as
such. Sometimes an item that seems like a codefswitr borrowing, from an
analyst’'s monolingual point of view might not bergsved as such by the
participants of the conversation. In that casehstems should be treated either as

transfer or as integrated items that do not perfim@rfunction of a code-switch.

Nevertheless, in the scope of this study the pteseiter feels it is relevant (and
interesting) to incorporate a little structural Bs&s by keeping track of embedded
language items that do not initiate code-switchibgt are otherwise clearly of
foreign language origin. This will be done accogdio the guidelines of Halmari
(1997) and Kovacs (2001) who use phonological nattgn as the main criterion to
distinguish incidental borrowings from code-switsh&oth Halmari and Kovacs
who have worked on Finnish/English code-switchiagénshown that in a language
pair such as Finnish/English, where the phonolodyth® two languages is
considerably different, the distinction by phonobag criteria is an appropriate
choice. Moreover, the work by Jarva and Nurmi (2008 be used as a reference
guide in separating incidental borrowings from nestablished loanwords. In this
way one can get a more comprehensive view of thgulage use in these particular

speech situations at hand. And even further, endzbdithguage items that are not
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viewed as such by the participants can indicateethergence of new loanwords or
even a new mixed code. In fact, Auer (1998: 17-2®) recognizes the role of

borrowings when one is describing the emergeneemixed code.

3.2. Structural approach to code-switching

Although the focus of this study is not on testorgformulating rules that govern
code-switching it is still important to take a lowko the field of structural linguistic
analysis on code-switching first and foremost beeagtructural analysis has shown
that code-switching is not a random event in a Ggpeet as it was believed early on.
Contrarily, as Romaine (1995: 125) states, modesearch on code-switching has
shown that it is highly predictable where a switeim and cannot occur. Auer (1998)
states, and Boztepe (2003: 10) concurs, that ibeaeme clear that code-switching
requires more bilingual competence from languagagsuthan speech events without
code-switching. Thus, attitudes towards code-swighin bilingual speech have

changed dramatically from the early days of cod#efing studies.

Boztepe (2003: 10) lists researchers such as RgpRiSciullo, Muysken, Singh,

and Myers-Scotton as contributing major influentiadrks in the structural analysis
of code-switching. All of these researchers intitl constraints and models that
shed valuable insight on, especially, intra-semémpde-switching. One can also
mention the name of Helena Halmari (1997) who haisegsuccessfully applied

constraints on Finnish/English code-switching. Momtstraints/models have had the
ultimate goal of being universally applicable, nafevhich have been able to attain
that goal. However, most constraints have had &mtseiccessfully modified to suit
the needs of specific language pairs. Auer (199&adBcludes that intra-sentential
code-switching has been proven to be constrainédymtactic and morphosyntactic
considerations which may or may not be of a unalekind”. Boztepe (2003: 10)

follows on the same lines by saying that even thong universally accepted
principles for code-switching have been found, cttrcal work on code-switching

has brought much information about individual laage pairs and the code-

switching event in general.
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3.3. Sociolinguistic approach to code-switching

The sociolinguistic approach to code-switching aiatsfinding reasons for the
alternating use of languages. Why do speakers ehtmoswitch between languages
(or dialects) within a speech event or even withim utterance? According to
Boztepe (2005: 11) the beginning of the sociolisgjoiapproach to code-switching
has often been linked with the work by Blom and @Gem (1972). In their work
Blom and Gumperz introduce the conceptssitfiational and metaphoricalcode-
switching which were designed to explain and déscthe reasons why speakers
engage in code-switching. Gafaranga (2005: 184krims metaphorical code-
switching as “giving a socially predetermined ‘ftaV to an utterance. This means
that a speaker can resort to code-switching wheywant to coordinate their speech
act with an identity associated with a particulanduage. However, as Romaine
(1995) mentions, Gumperz later moved on from thehatiomous concept of
situational and metaphorical switching in ordersteess the multiple functions of

code-switching.

Other concepts introduced into code-switching thdxy Blom and Gumperz (1972)
were the three social attributes which affect lawguchoice: 1) setting, 2) social
situation and 3) social event. According to Bozt¢p@03) Blom and Gumperz’
setting refers to the physical setting in which ingéerlocutors interact. Social
situation then refers to an arrangement of inteims within this setting interacting
during a specified length of time. The concept ofial event defines a specific

stretch of time during which a particular interpat@&in of a social situation is valid.

Later, Gumperz (1982) also introduced the concéphe ‘we and ‘they codes.

Kovacs (2001: 65) describes these codes as folltiws:‘we-code’ is the language
mainly used in in-group conversations and ‘theyecdtie one used in out-group
conversations”. This means that if the speaker egidlo identify with the minority

language group he/she will use the ‘we’ code, am dkher hand, if the speaker
wishes to identify with the majority language groag@/she will choose the ‘they’
code. Moreover, Romaine (1995: 165) describes #e tode as informal and

personal whereas the ‘they’ code is more formal.
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Gumperz (as quoted in Boztepe 2005: 11-12) als@doted the idea that code-
switches function agontextualization cueshat carry reference to larger social
meanings. This approach has also been adopted by (A898: 4, 2005: 405) who
argues that code-switches may or may not carryxinde meanings that reflect a
“wider social and cultural context”. However, Auéibid.) stresses that these
correlations have to be visible in the conversatiatructure, and that language is
also a force in actually molding the social conteMtyers-Scotton (as quoted in
Boztepe 2005: 14) has introduced a similar typ&afkedness Model according to
which language choice indexes the rights and otidiga between the participants in
a conversation. Li Wei (1998: 157) describes thekddness Model as possibly the
most influential sociolinguistic model on code-shing since the introduction of
Gumperz’'s paradigm. Mayers-Scotton argues thateaksy chooses the “form” of
their utterance, using the linguistic repertoireailable to him/her, in a way that
enforces the rights and obligations which s/he waat during that particular
conversation. However, Boztepe (2005: 14) conclutias the Markedness Model
has been much criticized, especially by researchassociated with the
conversational approach, for describing speakarguistic behavior as merely rules
that already exist within the society, as opposetthé speakers being part of shaping
that society. On the other hand, according to A@888: 8-9) Myers-Scotton does
not agree with the framework of the conversati@pgroach.

Joseph Gafaranga (2005: 282-283, see also Li W&8,12005, Auer 1984) claims
that the overall problem with much of the sociolifggic research on code-switching
is that it has heavily relied on the language-m#lesociety principle. A line-up of
linguists has recently questioned that principlet@s straightforward. Gafaranga
(2005: 287-291) argues that language does not ynezélect society; it is rather a
part of society and active in shaping it. Moreov@afaranga (ibid.) even questions
the prevailing notions of language and societydai@inguistics as being outdated.
According to Gafaranga (2005: 289) and Auer (1988:21) recent studies have
shown that “languages” can be more than just thigiemnthat have been labeled as
such (e.g. Finnish, English, German etc.). In sopsses the medium of
communication i.e. matrix language is actually atare of two languages and code-

switching would actually occur from bilingual taté monolingual talk. Auer (1998:
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16-21, 2005: 106-109) refers to this type of phesoom as the emergencermixed

codesor as hybrid language use

3.4. Conversational approach to code-switching

As mentioned above, there is now a rising inteiresbde-switching studies to open
up the relationship between language and societgiszussion. Many linguists feel
that sociolinguistic studies in the past have drdaam straightforward conclusions
about how larger structures of society are reftkateisolated instances of code-
switching. The conversational approach to codeehiig claims that instances of
code-switching should, first and foremost, be ipteted through what can actually
be found in the conversation itself, and not thfoudpat the switch possibly reflects.
After interpreting instances of code-switching witla conversation by analyzing it
from the inside, one can turn to see if it is altyyaossible to link some instances of
code-switching to a larger social context. Nevdes® the fundamental principle is
that all the conclusions that an analyst comesustie shown to be relevant for that

particular event.

The conversational approach to code-switching was$ ihtroduced by Peter Auer
(1984) and has since gained much support from wanesearchers. Auer’s (1998: 4)
initial claim is that in terms of code-switching m@rsational structure is
“sufficiently autonomous” from linguistic structuwnd social structure for it to be
studied in its own right. Thus, the primary objeetof the analyst is to examine the
conversational structure of a speech event in awdind out what function other-
language elements serve. According to Auer (ililte)conversational context that is
constructed in the course of every conversationthaegarticipants’ ultimate goal is
to achieve coherence within the conversational evemer (1984: 5) calls this “the
sequential implicativeness of language choice invecsation”, which means that
language alternation i.e. code-switching alwaysdragffect on what the speaker or
other speakers contribute as the conversation ragdi However, Auer (1998: 4)
later continues in saying that after the sequeanalysis the next step is to follow up
on the possible implications that instances of eswiching would function as

references to a wider social context.
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Moreover, when it comes to analyzing the meaningaafe-switching, Auer (1984:
17-19) argues, as mentioned above, that code-sgitiinction as contextualizing
cues that link the conversational event to res@uiicen a wider social context. Auer
(ibid.) says that contextualizing strategies cdnsis four basic types: verbal,
prosodic, gestural and kinesic cues (see also 22@2). Their main function is to let
other participants of a conversation in on whagasng on in the conversational
context. Thus code-switching functions as a vecbatextualizing cue which can be
used to establish many things, for example a changéooting or participant

constellation. More on functions of code-switchiwgjl be presented in the next

chapter.

Gafaranga (2005: 291) goes on to stress that csati@nal structure is a worthy area
of research, in itself. As opposed to Auer (1993who sees conversational analysis
as sufficiently autonomous to function as a stgrpoeint, or first level of analysis,
Gafaranga (2005: 291) argues that in terms of thestgto understand language
alternation one does not necessarily have to go faryer than to establish
sequential coherence within a speech event artthinray find the situated meaning
and purpose for a switch. On the other hand, if wi&hes to go beyond what
sequential analysis can offer, Gafaranga (2005) 8phasizes that one has to do it
in a way that does not generalize these correlatiompply to any other instances of
code-switching than the one at hand. Or vice vafsane wants to give an overall
presentation of code-switching within multiple sitions, as is the case in this study,
one can “relate language alternation to the obsdgvdanguage-defined social
structure”(Gafaranga 2005: 297). This means thatabatructures that are clearly
implied in the conversation can be considered énahalysis. However, in this case
one has to refrain from associating instances deewitching to social structures

that are not implied in the conversation.

In fact, Gafaranga (2005: 291) calls generalizesstianptions” of the relationship of
language and society myths, because there arefficient theories of what counts
as language, how society is structured and howetlws interact. As mentioned
earlier, Gafaranga stresses that language is bctualgnificant factor in structuring
society. Additionally, Gafaranga (2005: 291) statfest “linguistic phenomena are

too flexible and changing to allow any straightfardl correlation”.
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Li Wei (2005b: 382) introduces three benefits tla¢ sees in applying the methods
of conversation analysis to studying code-switchifigstly, she sates that only by
looking at what the participants themselves intendonvey and, on the other hand,
understand by the switched element is it possibldraw any conclusions of what
purpose code-switching carries in a particularasitun. According to Li Wei (2005b:
382) the methods of conversation analysis givearebers the appropriate tools to
show that their analysis of a particular conveosati event is relevant from the point
of view of the participants. Secondly, Li Wei (200%82) says that the framework
of conversation analysis keeps researchers fronpditing intuitions” into their
analysis because in the CA framework all such ssiipos must be
“demonstratively” shown to have been constructdtiiwithe conversation. This type
of procedure leads to the third point which, inVllei’'s (2005b: 182) words, is “the
balance of social and conversational structurelis Theans that since analysts are
obliged to point out all their claims from the censation at hand; they cannot refer

to social structures that might or might not bevaht concerning the task at hand.

What all this means in terms of this study is tha has to primarily look at the data
in terms of how it explains itself. In other wordsd| instances of code-switching
have to be interpreted according to clues thatpdmticipants give as to what the
intention of the speaker is and how the receivedeuwstands/interprets these
intentions. If some instances of code-switching a@munclear after this type of
sequential analysis then one can turn to look émsfble answers from a wider social
context, however, keeping in mind that these sambatelations must be somehow
implied in the conversation and they cannot be iadpio any other situation than

precisely the one at hand.

3.4.1. Discourse and participant related code-switiing

Auer (1984: 12) divides code-switching into two egries according to whether
they function as organizing the conversationalcstne of the discourse event, or
whether they signal language competence or preferehthe speaker. The first type

is referred to adiscourse related code-switchiaad the second type participant
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related code-switchingDiscourse related code-switching is, in fact, iwmas earlier
referred to as a contextualizing strategy that lspsause to signal a change in the
conversational context. In his data of GermanAtalcode-switching Auer (1988:
199) has found that commonly these types of swiicdignal change in participant
constellation, change in mode of interaction, cleammgtopic, sequential contrast or
change between informative and evaluative talkti¢?pant related code-switching,
on the other hand, often operates in the form gbtiating the language of use. This
can happen at the beginning or in the midst of aversation, according to

participant competence or preference towards thgulages in use.

Auer (1988: 192-193) uses the same type of diisilso for insertions which, as
mentioned before, are other-language items thatadanitiate or respond to further
use of the other languagliscourse related insertionare then items that are used
by participants to structure the conversation meaningful way, but that do not lead
to further use of the other languadtarticipant related insertionsire then other-

language items that reflect the speaker's competemcpreference for the other
language. A good example of participant relate@ritien would be the case where
the speaker uses other-language terminology to tefe specific entity in a specific

domain.

3.4.2. Mixed codes

Auer (1998: 16-21) sketches a continuum from frequeode-switching to the
emergence of a mixed code. By a mixed code Auarseto situation where the
alternating use of two languages has become the nora speech event and
deviating from that would actually constitute a eeitch. In other words the

participants consider the mixed code as their pyrtenguage of use.

The first step in this continuum is that the liretveeen insertions and code-switches
becomes unclear. A speaker may initiate a langnagetiation sequence in order to
change the language of use (participant relateé-sedtching) and then not follow
up on it. In other words return back to using thiéal language. Similarly, a speaker
may initiate a change in topic by code-switchingg¢durse related code-switching)

and then proceed with the new topic but returrhéoinitial language of use. In these
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cases one cannot talk of code-switching becauselaiiiguage of use does not
change, nor can one talk of insertions becausewifitehed items do not constitute a

structural unit.

The second step is the frequent use of borrowiAgslitionally, these borrowings

may function as initiating further use of otherdaage items. According to Auer this
can lead to the exclusive use of borrowed othegtlage items even in places where
they could effortlessly be substituted for the ialitlanguage counterparts. This
phenomenon is quite clearly visible in the datdhef present study, where common
items are referred to using their (borrowed) Etglemes instead of their Finnish
ones. Auer also points out that another similarlicagon of the emergence of a
mixed code is the frequent use of other-langudigeourse markersThese instances

where previously (see chapter 3.1.) referred totaas switches (Poplack) or

extrasentential switches (Halmari). However, Aug®98: 19) says these other-
language discourse markers are difficult to analpzeerms of language alternation
because their supposed function as incorporatihgrdanguage elements into the

base language is not clear cut.

Moreover, the frequent use of language alternatidomsrowings and discourse
markers leads to the fact that their function aste&xtualization cues begins to
diminish as they are no longer so explicitly salieithin the conversational context.
Thus this leads to the fact that switched items iight be perceived as such by an
analyst no longer carry that function for the maptnts. This leads to the final step

in classifying the emergence of a mixed code.

The final step that classifies the emergence ofigedncode is that embedded
language elements take on meanings or functions @& not present in their
monolingual environment. In other words they begitive a life of their own in the
new linguistic context and are no longer interpieterough their function as
incorporating another language to the conversdtiseuence but as equal
constituents in the surrounding linguistic strueturThis process is called

grammaticalisation.
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The above steps were included in this paper inrdmleee weather one could speak
of a mixed code in terms of the data in this stude steps will not be analysed very
profoundly but rather discussed in chapter 7 taies the nature of the data. This
means that all the extracts taken from the dathbeillooked at to see weather one

could see the possible emergence of a mixed code.
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4. Game studies

The purpose of this chapter is to give a conciszmaion of how the interaction
between an electronic game and a player is viewechodern game studies. The
nature of this interaction gives a basis for disougsthe role of the computer game in
the present conversational data. Questions sudbessthe game-world function as a
topic in the conversation or is it perhaps parthf setting of the conversation or,
even further, can it function as a participanthe tonversation, can be answered
more thoroughly with some knowledge of playggame interaction. Additionally, an
analysis of the characteristics of the game thatparticipants are playing will be
given in order to illustrate what type of a gamerdas in question in the present

study.

Jan van Dijk (2004: 145-161) defines interactivady a sequence of action and
reaction. However, he acknowledges that the conoémteractivity has become
very complicated in modern new media studies. Dedhis complexity he offers
quite a straight forward model that distinguishasrflevels of interactivity. The first
level of interactivity requires the establishmeftaospace that holds potential for
action and reaction. This would be the entire gansiygstem consisting of the game
console (or computer), the game screen (monitbg, dontrols for operating the
game (game-pads) and the programmed game whichporetes all these assets.
Thus, what you get is an environment that allows @ interact with a computer

program.

The second level defines the degree of synchrgmick. how uninterrupted the
sequence of action and reaction is. This levelvaay in different stages of the game
depending on what type of sequence is in progtefise game is, for example, in a
story telling phase there might be interruptionsplayer’s ability to react to the
actions on the screen. However, for example inldoatenes the sensorimotor
reactions to screen events are immediate. The I of interactivity measures the
extent of control that the interacting parties havehe interaction. Usually when
players interact with computer games, the ultintatetrol over the final outcome of

the interaction is with the computer program (tlee programmer). However, the
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players do have a reasonable amount of controlirwitie preordained structure of
the game. Van Dijk (2004: 148) reserves the fouebel of interactivity for

interaction between humans because in his wordgquires “understanding of
meanings and contexts by all interactors involveudtid is not yet possible even with

the most developed of artificial intelligences.

According to King and Krzywinska (2003: 109) an onant feature in an
interactive gaming experience is the potentiakol@e and gain a sense of presence
within “the virtual world of the gamescape”. Thegepent a continuum of freedom
that describes the amount of possible voluntarylogation within the gamescape
and in controlling the progression of the gameore end of the freedom continuum
are games that allow no individual freedom to espland in the other end there are
games that encourage and inspire vast individuploeation. Moreover, King and
Krzywinska (2003: 108) argue that the degree afdoem that a game has constitutes

a strong link to the sense of presence in the gaorkdt.

Moreover, an interesting concept that is used meyatudies to describe this ‘sense
of presence’ in the game-world immersivity It is used refer to a state where the
player is immersed in the game-world so that thepngly identify with the
characters of the game and react vividly to eventshe game. According to
Kuivakari (1999: 52) the term refers to the stroetuof the game that create an
immersive “holding power” and virtual presence tke¢ps the player attached to the
game experience. Minna Tarkka (1996: 195) defimasersivity as not only
describing a virtual reality that surrounds a udmn the ability of an interactive
program to entangle the user into its world. TarKkQ96: 195-196) lists four
elements that constitute immersivity in new medetd: illusory, functional,

dramaturgic and interactional elements.

From a sociologist's point of view Henry JenkinsO@2: 153-186) describes
immersive electronic games as being special spaceghildren that they can own.
He sees game spaces as strong references to ths and safe back alleys that the
children of the modern generation no longer haveeyTrepresent imaginary places
that are much more vivid and rich than the norvald environment. Since modern

children are largely captives of their own homettair own room the promise of
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new fascinating micro worlds inspires them. Jenlkirgues that it is very important

for children to be able to claim a place for thelvsg, a place where adult rules do

not apply.

And finally from an educational point of view, Jasn@ee (2003: 7) argues that well
designed electronic games, even the violent onesrporate learning principles that
are very similar to the ones that are supportetebgnt learning theories in cognitive
science. In fact, Gee (2003: 7-9) says that themieg experience that is inbuilt in

modern electronic games is a much more effectivetban the learning experiences
that children are offered in schools. Thus, he $kas electronic games should be
taken seriously as learning environments, partibulhen they are getting more

and more sophisticated as we speak.

In conclusion one can say that the game providesnaitonment for the players to
interact with the computer (or console), howevlg game cannot function as an
‘equal’ participant in the conversation. Ratheg garticipants communicate verbally
with each other while the game and its contentsstitoiie a resource for that
conversation. Whether that resource provides orctions as a topic for the

conversation, or something more, has to be explicat the sequential analysis.

4.1. Description of the game

The game that the participants of this study pkyFinal Fantasy X. Here | will
sketch a depiction of the game according to howegaasearchers have categorized
games by their interactional and visual propertigsis can be thought of as an

analysis of the gamescape using the terms thatpveweded above.

Final Fantasy X is an action-adventure-fantasy gratbelongs to a long sequel of
the Final Fantasy game series. It features a thadon point of view into an
isometric (two dimensional graphics that createniged dimensional perspective)
gamescape. However, the key features of the gareeitardetailed graphics,

interesting characters, compelling storyline antlidmt use of dialogue.
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According van Dijk’s categorisation (presented a)pthe game has level three type
interactivity: a) It establishes a space which Bottential for interaction, b) the
interaction has a very high level of synchronigitgntrolling the characters with the
controller) and c) there is a reasonable levelanitol in the part of the player. The
player has very good control in terms of time digienally controlling the events of
the interactional situation. In terms of contenbwever, player control is quite
limited. The player can advance in a multitude afyg/but he/she will always end up
following a preordained structure. Thus, the fraedo explore in Final Fantasy IX
can be divided into two categories: freedom in nmoeet (roaming) and freedom in
actions. The freedom in roaming about in the gamddnss quite limited because
even though it is not a straight forward game aigpession, the ultimate goal in
Final Fantasy X is to progress according to thelgtermined storyline. This means
that the spaces that are offered to the playexpioee are limited in order to keep

the story progressing.

Freedom in actions, on the other hand, is vastimalFrantasy X. Within the

framework of progressing in the game accordinghtoggredetermined story line, the
player can make countless personal choices in lmoequip the characters, what
skills to develop and use, what items to collead ase, how to proceed in battle
sequences etc. In my opinion this is one of thetraasicing features of the game.
The chance to personalize the way you progresg#fareht situations is really a key

feature in this game.

What is really interesting in terms of this study,that since the game is strongly
based on a storyline that is developed throughyttling sequences and an
elaborate dialogue between the characters, theeqgayot only interact physically
(by using the controls) with the game but they a&lgnstantly verbally participate in
or comment on the dialogue. Moreover, the game roffe wide variety of

imaginatively named weapons and items of use, mahéntion the vast variety of
menus, maps and instructions that together cotestitlarge English vocabulary that

the players have to deal with.
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5. The present study

The present study focuses on analyzing English esnthat can be found in the
spoken discourse of two Finnish teenage boys phagim English action adventure
videogame. More precisely, the goal of this thesi® describe how the participants
draw elements from the English content of the vigame and incorporate them into
their Finnish conversation. The hypothesis is thahy language contact phenomena
such as language alternation, language integraimh borrowing are involved,
however the main focus will be on how the partioigaactively use their knowledge
of the two languages to convey their intended nmegmiln other words, how they

display their bilingual skills and can they be sasriunctionally bilingual.

5.1. Description of the data

The data consists of two 62 minute simultaneouspedl video recordings of the
participants conversing with each other while pigya videogame. One camera has
recorded the participants’ interaction while thbestone has captured events on the
game screen as they speak. The material has baesciibed according to the
conventions of conversation analysis into 26 pageslialogue to enable closer
analysis. Although the participants ultimately dir¢heir speech messages to each
other, their utterances are also almost constaintigrtwined with the actions,
dialogue and textual elements of the game. Thestrnscript of the conversation
includes not only the participants’ utterances &lgb the narration and dialogue of
the game. Additionally, there are comments on &xélements on the game screen
if they are similar to what the speaker is sayiftge data is part of a larger corpus of
video data collected for a research project in Diepartment of Languages at the
University of Jyvaskyla.

5.2. Participants

The participants in the conversation are two 15 y#d boys who are friends and
play a lot of video games as well as watch TV amvies. In other words they are
regularly in contact with English through the medath boys are skilled players of

video games in general and, in particular, of tasg which they play in the present
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data. For the boys playing video games is a saci@ity, in which they are often in
contact with multiple players, either directly imetsame space or through an internet
connection. In this particular game play situatibare are only two players and the
participants interact only with each other, theme @mo other human players
connected to the game. In this game there is oméyaxtive player, while the other
participant gives instructions to the player andnowents on his actions and
performance in the game. This is a good illustratib how gameplay functions as a
co-operative social event rather than a solitafgiaf The conversational activity
between the participants is naturally integrated ime act of playing forming an
essential part of the gaming experience. Thusrdlearch setting is a naturalistic

discourse situation and not something merely coosgd for the sake of research.

Both participants have studied English in schoolsi@ years, however the one who
actually controls the game, the actual player reteto as P), has lived in the United
States for a one year period at the age of sixs Tihs had some positive impact on
his spoken skills of English. The second particip@eferred to as F for “friend”)
lacks this experience and is not as fluent in spdkeglish as P. P’s school grades in
English are also a bit higher (9-10) than the F8), thus overall he seems to be a
bit more competent in English than F. Additionalthe boys have a somewhat
different socio-economic status where P’s familiohgs to the upper middleclass in
Finland and the F's family belongs to the workihgss. Although divisions in social
class in Finland are not very dramatic, a higheonemic status has enabled
participant P to occasionally travel abroad to Ehg$peaking countries and enhance
his English skills, whereas at time of the recagdiparticipant F had never traveled
to an English speaking country.

5.3. Research questions

The main research questions in this study arelsvi&
1. What kind of English elements can there be fountthéndata?
2. What linguistic elements constitute the Englismmedats found in the data?
3. What local meanings can one find to exist behingl tise of the English
elements, particularly code-switching?

4. s there evidence in the data to suggest the emeegef a mixed code?
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5.4. Methods of analysis

As mentioned earlier the method of analysis in $tugly is twofold. First it is based
on Auer's (1984, 1988) interpretation of applyinge tmethods of conversation
analysis to the study of code-switching. This mdthe used to identify and
categorize the different types of English elememthe data. Secondly, there is the
linguistic analysis which is used to characterizeatinguistic elements are present
in the English elements. Finally, there is the satial analysis, which is also based
on Auer’'s (1984, 1988) research, which is aimetbaking for local meanings for

the use of the English elements and especially-sudkehes.

The analysis will focus on how the participantsegimeaning to and interpret the
instances of code-switching, borrowing and transfetheir speech. The overall
argument in chapter 3 was that bilingual speakses aode-switching as a tool in
acting out their communicational strategies i.eytlereate local meanings for the
code-switched items. Thus, it is reasonable tontltiat each instance of code-
switching has a purpose (conscious or not) whiehsiieaker makes identifiable for
the recipient, and thus, to the analyst. Moreowechapter 3 we saw how Peter Auer
argued that this type of close analysis can, aodldhbe conducted according to a
pre-structured framework, in this case accordinght framework of conversation
analysis. Conversation analysis (CA) is based am d¢lose inspection of the
sequential structure of a speech event. This m#daiswhat is said is always in
relation to what has been said before and whatbeilsaid next. Thus, it is possible
to find meanings to code-switched items by lookangheir sequential position: what
has been said before that might have initiatedsthiégch or what is said next that

might have been initiated by the switch.

A key factor in the present analysis was in essAblg a connection with
participants’ conversation and the video game. timeio words, the goal was to
establish a link between the English language e uideo game and the English
language elements that the participants use im tmgiversation. This was done by

following the events on the game screen simultasigas the participants’ dialogue
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progressed. This method proved useful in not ostgldishing a connection with the

player and the game, but overall in identifying toatexts for the code-switches.

5.4.1. The preliminary analysis

In the preliminary analysis the transcript was seahfor English items which where
marked for further analysis. Next, all items th&presented borrowing were
identified according to the guidelines of Poplaklalmari and Kovacs presented in
chapter 3. This means that all English languagendtethat showed both
morphological and phonological integration to Fsimi were categorized as
borrowings and not as instances of language atiemaHowever, it should be
mentioned that this distinction is somewhat catiegbrand, according to Auer
(1998: 13) not relevant in terms of finding measifigr code-switching. The purpose
for making this categorisation in the present stwdg to get a more comprehensive
picture of what types of phenomena are visiblehi& present data. One must also
keep in mind that many researchers (Poplack, Lanusaetc.) see borrowing and
code-switching as similar processes and one cacmopletely discard one when
investigating the other. However, all items thatldobe identified as established
loanwords were dismissed from further analysis tasns that have been fully
assimilated into the matrix language and thus, esgmt no functional use of

bilingual skills.

Examples of how the distinction described above wasied out in the present
analysis can be seen in the two extracts belonmAstioned earlier the players are
referred to with the capital letters P and F intladl extracts. The game characters are
generally marked with small letters by the firsttde in their name. The list of
character names can be seen in appendix 1. lacextrthe player P responds to a
statement made by a character (Tromell Guado) éengdime. P starts of with an
English insertion “friends”, but then continues higerance in Finnish. The two
following English items “frendeja” and “lordeja” eurclearly borrowings since they
show both morphological and phonological integmatioto Finnish. In these items
morphological integration becomes apparent throadted inflections, which is
often the case in the present data. Additionalty this example one must also

consider if the term “frendeja” is an establishednword because it is used by
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Finnish adolescents quite frequently. In cases tikis the dictionary “Oikeeta
suomee” by Jarva and Nurmi (2006) was used to iigewbrds that have recently
become frequently used in Finland. The above dietip is a collection of new
foreign words that have become so frequently use8imnish language talk that
Jarva & Nurmi (2006) consider them to be fully ogmated into the language. If the
word is in this collection it can be said be freguenough to be no longer seen as an
English item as such. Therefore, for example thedwfrendeja” was dismissed

from further analysis as it was considered an ésteddl loanword.

Extract 1.

602. t [of course your friends are al]so welcome

603. P fre::nds (0.2) “ei ne mitaan freteja oo kun ne on (lordeja)” [(0.4)]
[(a ohan ne sit-)]

604. F [*mm~]

Extract 2 shows another example of how a Finnifledtional ending is added to the
English word (brotherhood), but here the phonolagiotegration of the items is
even more evident. In line 614 the word ‘brotherdtias pronounced as if mimicking
the English pronunciation in a very Finnish stylle.line 618 the same word is

pronounced as if it was a Finnish word, with somteaeemphasis on the r-sounds.

Extract 2.

614. F Ahmhm” (0.5) >muttaumtmielesta siihen btarhuudii<
(brotherhood)pystyy tasa

615. F jo pétaa kaikkee

616. P mummielesta ei=

617. F =mummielesté pystyy

618. P <"maa oon kylla aika varma et ei pysty?8) brotherhoodiin
(pronounced by stressing the r's)

619. P >No jos< ®ryy “mut” ei siind oo mitaan jarkee koska-

Additionally, the use of the names of the charactérthe game was not included in

the present analysis, because just as establislaevbrds their use presented no
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apparent use of bilingual skills as the names wherein any way “English”.
However, names of places and names of weapons welged in the analysis
because they were almost always comprised of Bnghsrds with meaning. For
example the place name “Ancient Baknah City” hagmantic meaning that gives
the players information about the place in quest®milarly the names of numerous
weapons in the game give information about thaiqdar weapon. For example the
name “Bomb Core” refers to a grenade type of weaguhthe name itself gives a
hint of what kind of action the weapon can be usedThis type of distinction might
seem arbitrary, but | believe that these propemnitems mentioned above are an
essential part of interacting with the game as tteayy meanings that contribute to

the overall semantics of the game.

Finally, all instances that demonstrated langualgeradion, as defined by Auer
(1998), were identified and divided into two catege: insertions and codes-
witches. Instances of English that were not morpgichlly and phonologically
integrated and did not lead to further use of EMghr respond to previous use of
English were categorised as insertions. Instandesaevan English item, whether it
be long or short, initiated further use of Englshresponded to previous use of
English were categorised as code-switches. An ebaoifa code-switch can be seen
in extract 3, where the players are mimicking ttierance made by a game character
(driver). At first, the friend (participant F) aaqippates the coming utterance by the
driver by trying to copy the exact pronunciationtbé expression. This change in
tone indicates clearly that the speaker is attargpt talk in the voice of the game
character. The speech act also initiates a shquesee where both players speak
English as they are trying to imitate the origindterance made by the driver
character. This sequence ends in line 36 wherdafiteEnglish item “aboards” is
pronounced as if it was Finnish in order to smatbih transition back to Finnish,

which happens after a short pause.

Extract 3.

30. F lvan der [shu-schuuba-]

31. d [ride ze shoopuf?]
32. F (hh) $ri[de$]

33. P [rfide ze shoopuf?=



50

34. F =(hhh)=

35. d =all aboards=

36. F =(hh) aboardpronounced in Finnish{0.5) tuo on hyva puhumaan
tuo aija

In extract 4 there are nice examples of the typamjuage play that the participants

were engaged in throughout this discourse.

Extract 4.

4. F =hmhh (0.5) ihan ku joku submar{peonounced in Finnish)
>kaptan<

45. P (rykaisee)submarine kaptaitboth words pronounced in Finnish)

46. K MNa kapton”. (1) tuo on aika pitka tuo Mélow. (word on screenj2)
tai sillei

47. P ainzenancient)Baknah siti(city)

48. F (muminaa)

First participant F suggests that a character e game resembles a submarine
captain. The phonology in the item “submarine kapia distinctively Finnish, but
since there are no Finnish inflections added, it@m falls into the category of
insertions. Participant P repeats the same itenh v@ih even more Finnish
pronunciation, which again is categorised as armriit). This is followed by
participant F's playful interpretation of “captainin a “French” type of
pronunciation. Naturally, the item “la kaptdn” istrcategorised in the analysis as an
English insertion, but it does provide a good iitason of how the participants play

around with words.

After this French item, there are two English iteno§ which the first one

(“Moonflow”) is read directly from the game screand refers to route or pathway
through which the characters of the games travdliti@rent destinations in the
game. The second one (“aincient Baknah siti”) seferthe particular destination to
which the characters are travelling at the momd&dth items are essentially
placenames, but are distinctively English and caeynantic meaning. All the

English items in this extract represent insertibesause they are clearly English,
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they are not morphologically integrated into Fitngnd they are isolated items that

do not actually change the language of conversecasle-switch would.

5.4.2. Analysis of the local function of languagetarnation

In the main stage of the analysis the items thal een previously identified as
either insertions or code-switches were sequeyntalalyzed in order to arrive at a
locally constructed meaning. Close inspection wasdacted in order to find out
how the speaker had conveyed his intended meaoirgy articular item and/or how
the recipient had expressed how they interpretatighrticular item. Paul ten Have
(1999) gives a good description of how to conducbaversation analysis using the
knowledge that has been acquired in CA studiesasdfér applications of CA to

various areas of research see Richards and Seed005; for applying CA to SLA

studies see Markee 2000). In that description tameH1999: 102-103) points out
that the ideal starting point in CA is to look aturally occurring conversational

material with open eyes without a preset agenda.

However, since the focus of the present study istsangly directed on a particular
phenomenon, i.e. code-switching, it was impossdotel also impractical to go

through the material without directing ones atw@mtito the instances of code-
switching. Thus, the analysis followed the leadAafer, who used conversation
analytic methods in a modified way. When Auer (19887), who initiated the

conversational approach to code-switching studgcidees his process of analysis he
clearly says that he subjects the instances of -saitehing he has previously

identified to a close conversation analytic inspect This means that he uses
analytic methods that are from conversation ansiggen though the structure of the
analysis is necessarily not. In fact, Auer (198&7)1 calls his approach a

‘linguistically enriched’ version of conversationalysis.

In the present analysis there were two main prlasipaccording to which the

meanings were sought. First, there was the se@lemalysis which shows how the
participants linguistically highlight their changé code and how the change of code
might have reflected previous or following speeklowever, it has to be said that

this was not an easy task since the local mearfingaay of the English elements in
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the present conversational data were so well eslegal in the players’ “game talk”
that they were not negotiated in any explicit wayeppanen and Nikula
(forthcoming) refer to such game talk as mixed itayt language in which the

embedded language elements are featured in an kednary. Thus, in this study, if
the sequential analysis did not reveal a purpos¢htd switch it was followed by a
video analysis in which the focus was on what aeec elements might influence
the code-switch. In fact, on screen events werenoft a key position to help
understand why a participant switched to Englistenvthey did not highlight their
use of English in any way.

A good example of a sequential analysis can be bgdaoking at extract 5. In the
extract there is first character speech which isntloverlapped by speech by
participant F, who is commenting, in English, onatvthe character is saying. In this
situation participant F’'s choice of English is clgaignalling that he is commenting
on the content of the chanracter’s utterance, lysswitching to English he directs
his speech to a particular character (Wakka) whapigarently ignorant of the fact
that his new friend belongs to a tribe that heniseaemy of. By switching back to
Finnish, participant F signals that the what hessagxt is aimed more directly at

participant P, who takes the bate and commentssoutterance.

Extract 5.

375. t it was strange (0.5) even though Wakkadtadys hated the Al Bhed
376. F she’s an Al [Bhed (thehe. (.)thehe.] (hhhh)=

377. r [Rikku at your seej

378. t =he never realised Rikku was one of them

379. F she’s an Al Bhed. (.) hehe (.) hehe (l{@H)) eika tjunnu (.) Wakka

on vahan
380. F hida:salynen
381. P ~hhe nii onki®=

However, sequential analysis did not prove fruitfiulall occasions. As seen in
extract 6, English elements were often read diyeieim the game screen. In these
occasions the interpretation was that the Englisihdes were used to refer to the

particular item or entity that was present on stre&dditionally, it is evident that
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using the English word on screen is much more iefficthan attempting to translate
it into Finnish. In a way this would be the saméghas the concept of “most
available word”, which is suggested in code-switghliterature (e.g. Grosjean 1982:
152) to be a common reason for switching. This rmehat a speaker uses a word in
whatever language it is most available to them pamicular moment, in this case
the English words on screen are very available. eldeer, there was a strong
tendency for the participants to use English wdrdsy the game screen and modify
them slightly in their speech. These instances weaéurally categorised as

borrowings.

Extract 6.
622. F vai mika:? se o

623. P mutta [mummie]lesta ei pysty (.) >mulle on ihan sam#okaan< (11)

no nih?
624. r [what wou-]
625. F bu bukker(pronunced in Finnish, read from the screen)
626. P staff(pronunced in Finnish, read from the screen)
627. F Bracer(read from the screerf}l.5) siinois <kolme paikkaa>
628. P official ball (1) evadé€pronunced in Finnishja kaurer (counter)

(reads all words from screen)
629. P (.) “eipa oo pikisen hyva”

All in all, one can say that the main stage of Hmalysis consisted of using
sequential analysis and game screen analysis tgeRegularly the English
elements where both sequentially related to tmeinédiate linguistic context and to

elements on the game screen.
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6. Results

The results of the analysis were manifold. Prinyatile goal was to describe the

players’ use of English while they were playing theglish video game. This was

achieved through a linguistic analysis of the Bsfgkonstituents that were used, and
through conversation analytic methods of definir@tdanguage contact phenomena
were present and how they were used as resourgestinipating in the game play

event. The results of the linguistic analysis shibwet the players used quite a wide
variety of different English constituents in thepeech. The conversation analysis
showed that actual code-switches, as defined sghidy, were not as frequent as
insertions and borrowings. However, counted togetthese three phenomena
showed quite a high frequency of English use inddi. Moreover, the purposes for
using the English elements were examined througbse sequential analysis, which
showed that most commonly borrowings and insertivase used as references to
particular instances in the game, whereas codesisggtwere more often instances of

taking part in the dialogue of the game.

According to the analysis there where overall 21gIEh elements in the present
conversational data. As shown in table 3, 32% afs¢hwhere categorized as
borrowings, 52% as insertions and 16% as code-sestcAs mentioned earlier,

established loanwords were dismissed in this aisabscause they do not represent

use of functional bilingual skills.

Table 3. English elements in the data

borrowings insertions code-switches total
69 110 33 213
(32%) (52%) (16%)

The percentages show that actual code-switchethegshave been defined in this
study, make up only about a sixth of the Englisbnednts in the data, whereas
borrowing is more than twice as common. Howevetlear majority of the English

elements in the data were insertions. This is imediccordance with Auer’s findings.
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Below we will look more closely at what types afdulistic structures were found in

the mentioned categories.

6.1. Borrowings

As seen in table 3, borrowings were quite frequretie present data. Table 4 shows
what linguistic constituents the borrowings coresistof. Interestingly, the
borrowings in the data were comprised of only onén@ word components. There
were no clusters of three or more words. Most comynthe borrowings in the data

consisted of a single noun. They counted for 0®86 Bf all the borrowings.

Table 4. Borrowings

1 word 2 words
adjective noun verb noun + noun adjective + noun
1 49 9 9 1
(1,5%) (71%) (13%) (13%) (1,5%)

Commonly these single noun components were modiits: of the names of
different artifacts in the game. This was also tase with the two word noun

clusters which were also quite common in the data.

Extract 7.

611. P nyt ihanaa.

612. F _beoque(pronounced in Finnishgwordi(sword) (reads from screen)

613. P nyt saahaanrpanettua meidan aseita “vahase”

614. F Ahmhm” (0.5) >muttaumtmielesta siihen btarhuudii<
(brotherhood)pystyy tasa

615. F jo pstaé kaikkee

616. P mummielesta ei=

617. F =mummielesté pystyy

618. P <"maa oon kylla aika varma et ei pysty?8) brotherhoodiin

619. P (prounced with extra stress on the r’g)o jos< pgtyy “mut” ei siind

00 mitaan jarkee koska-
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Extract 7 shows examples of both single noun andblgonoun borrowings. All three
borrowings, ‘baroque swordi’, ‘brotherhuudii’ androtherhoodiin® are good
illustrations of how the players refer to specitems by using their English terms as
they are visible on screen and modifying them atiogrto Finnish grammatical and
pronunciation rules. The use of English in instandike these could also be
explained by the ‘most available word’ —theorycdiuld be logical to think that it is
easier for the players to use English with thesmét that are visible on the screen
rather than attempt to translate them into Finnigtus, | believe the reason for these

English borrowings are twofold: to be precise aadause its more efficient.

Additionally there were a few borrowings which cistesd of a verb. These instances
were quite interesting because they represented imoiaginative use of wordplay by
the participants. Extract 8 shows nicely how F satke English verb “use” and turns
it into the form “ju:ssin” (on line 420) which reafeto teaching the game characters
to use new skills.. Here we can also see how tlyignitem is clearly adopted from
the utterance by the game character Rikku (on4ib®) who is combining potions

into new potions and using them in new ways.

Extract 8.
417. F =yahan [Taiduksella(Tidus)on siisti_kiipi<]
418. r [I can combine itemsl arse] them like this (1) it’s not that

tough really

419. F pys$tyyko tuo- (0.2) ai/nii ei tietenkaan kun tuo on se overdraivi.
(overdrive)(3)

420. F mutta kyllahan sen ju:sgirse)pystyy opettaan (1) se on kate:va. (2)
vai mita

421. P joo totta™kai"=

Overall, the borrowings in the data consisted myostisingle or double nouns and

they were direct references to items or texts ergéime screen.
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6.2. Insertions

As mentioned in the beginning of the chapter, ith@es made up the majority of the
English elements in the data. The range of ingestiound in the data varied from
single word insertions to full clauses. Table Solaekhows that insertions could be
divided into four categories according to theiusture: 1 word, 2 word, verbless
clause and full clause insertions. Additionallymsoinsertions were categorized as
tags according to their function. These items cdwidlde been categorized as verbless
clauses, however, in code-switching studies thégnoform a group of their own

because of their distinct positioning.

Table 5. Insertions

1 word 2 words verbless clause tag
clauses
55 21 2 22 10
(49,5%) (19%) (2,5%) (20%) (9%)

As seen in table 5, a clear majority, nearly haithe insertions consisted of a single
word and approximately a fifth consisted of two d&r However, there was a
significant number of longer insertions such as glete clauses, incomplete clauses
and tags. Counted together, these longer stretasted for almost a third of all

occurrences.

6.2.1. One word insertions

Table 6. One word insertions

adjective noun verb
10 40 5
(18%) (73%) (9%)

Just as with borrowings, most commonly the singlErdwninsertions were nouns.
They were also used to perform the same functioth@ssingle noun borrowings:

most often they referred to a weapon or other tgpéem visible on the game
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screen. These items or names of weapons diffe@d borrowings because they
were not inflected according to Finnish grammatioales. Extract 9 shows an
instance were player P reads the name of a weaponthe game screen and inserts

it into his otherwise Finnish clause.

Extract 9.
233. P [“pitasko laittaa blitzball*ereads from the screen)
234. K =ei::h

Single adjective insertions, however, were notdaliyerelated to events on the game
screen. Although there were ten instances of adgabsertions they consisted of
only two words: annoying and gay. Player F usedgdhierms to express dislike
towards characters in the game. Yet, the wordsatgresent on the game screen
nor are they visible in the game dialogue at angtpduring the game. Thus they are
a part of the player's personal vocabulary. Exgatd and 11 show how these

adjectives were used.

Extract 10.

115. P kuulitsaé @bluibluiblui[bluibluil@

116. F [(hh) $blubi$]

117. P >se kuulosti talta< yubluibluibi (0.3) J&h

118. F =tucon ihan_anoying(pronounced in Finnishiija
119. P jo- Rikku.

120. F niin muttauo pdde (niin ku.)

Extract 11.

954. se that binds two hearts for eternity

955. F tolla on niirfgay aani tolla Seymourilla.=

956. P =mmm?

957. F tnjaa.tnjaanjm? (0.3) (hhhh) (4) se on viela nisaen ndkonen (2)
958. F Ase on [gayn ndkbénen”|

959. P [tuo LOR(qJausuttu kuten kirjoitettujZaun) (.) “on” sgtin

nakonen
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Similar to nouns, the single verb insertions weredtly tied with the simultaneous
events on the game screen. Most of them were tgpstior anticipations of an
utterance in the game dialogue. The reasons feitype English use can be traced to
the player being immersed in the game experienbas he lives with the dialogue
by reacting to it in English. A good example candeen in extract 12 (line 349),
were player F anticipates, or co-utters, the firstd of a game character’s utterance.

The type of insertion visible in this case couldoabe interpreted as a code-switch
since the participant takes part in the Englistiodiae and thus switches to English.
However, since the English element did not leath&rruse of English by neither of

the participants it was considered an insertion.

Extract 12.

348. r =oh okay

349. F [“open”

350. a [open] your eyes

351. F Al Bhed (0.6) Ho(.) vahan kebut silméat=
352. a =as | thought

353. r um no good=

354. F =(hHh)

Another type of single verb insertion can be seemxtract 13, were player F uses
the English term ‘rules’(line 863). This Englishirteis not visible in the game screen

events, but is rather part of the player's own Emgbocabulary.

Extract 13.

861. t =why this guy’s just a priest right

862. a those with power use that power (1) [Marsshave] power

863. F [“(aurinkolasit rulesjpfonounced
in Finnish))

864. t wait (1) you sure you don’t have sometlagginst Yevon

865.

Q

(hh[hhh)]



6.2.2. Two word insertions

Table 7. Two word insertions

adjective + adjective +
noun + noun verb + noun
noun noun + noun
13 6 1 1
(62%) (28%) (5%) (5%)
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As seen in table 7, the two word insertions coadishostly of two nouns or an
adjective and a noun. There was one case were jaatige was followed by two
nouns, but that instance was also included intthisword category because it was a
single case. All of the double noun insertions w&eapons or other items from the
game such as ‘aqua shooter’, ‘share extractoritzliwll launcher’ and so on. This
was also the case with adjective + noun insertidhgy were commonly names of
weapons or menu items such as ‘dark attack’, ‘empage’, ‘full blade’ and so on.
The only three word insertion was: ‘ancient Bakan#yi, which was also read off
the screen. Additionally, there was one verb + nmsertion. In this case player P
read a blinking text from the screen that said: stomizing equipment”.
Simultaneously, a game character was customizmegdniipment, thus the term does

not refer to the name of the equipment but to tie@acustomizing his equipment.

6.2.3. Clauses

As mentioned above, clauses and tags accounteapfwoximately a third of all the
insertions in the data. This shows clearly thatehs more depth in the participants’
command of English than to throw in a few wordsehand there. Full clauses alone
added up to 20% of all the insertions. As mentioeedlier, it was sometimes
difficult to determine weather an isolated longeeteh of English, that was inserted
within English dialogue, was to be defined as aeesditch (i.e. switching to English
to take part in the dialogue) or as an insertiog. @n English element without the
further use of English). However, for the sake fairity, all items, long or short,
where looked at as insertions if they did not léadhe further use of English by

neither of the players.
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Nearly all of the English clauses that were ingkmethe data were closely related to
the events on the game screen. They were eithemees where a player in some
way takes part in the dialogue of the game or teaals out loud texts from game
screen. Good illustrations of both cases can be iseextracts 8 and 9, where player
P reads a clause from the screen (extract 14, iin8sand 149) and then repeats a

clause from the dialogue (extract 15, lines 316320

Extract 14.

145. F nii ja sittalkaa sattuu [(0.5)] se on niin >hullmopee< ja sit kun se
alkaa tekee

146. P [Yja sit s-"]

147. F (lamaa tuntuu)

148. P readying? depth chaaggbarges) (reads from the screen)

149. F mk&? ton nimi on joku share exactrac{both words pronounced in
Finnish and read from the screen)

150. F (0.5) jotain sinne péain (1) tolla on hatmeeri(nighmare)

151. F tolla (1) Taiduksell@idus)

There are three different phenomena visible inaextB. First player P reads the
clause ‘readying depth charges’ from the screeterAhis player F read the name of
a weapon (‘share reactor’) from the screen afteichwine makes his own Finnish

inflections on the word ‘nightmare’. This is a vaxgmmon case in the data and also
represents the how inserted clauses are most diitect references to instances on

the game screen.

Extract 15 (lines 319 and 120) shows a situatioeretthe players repeat a part of
the dialogue that they find amusing. This was aswery common way for the

players to take part in the dialogue.

Extract 15.

314. t Yuna (.) Lulu (0.5) | told you about henrember (0.8) she was the one
who helped me before | was washed up on Besaid

315. t she’s an Al Bhe- [(0.3) bee] 44a ah &aha=

316. F [(hhhhh)]
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317. F =(H[HH]HH) $tuo &/AHA hyva kohta$=

318. P [(hh)]

319. P =(hh) (0.4) SHE'S an AL BHABAA[babaab]

320. F [Bhed]

321. w [wow you] owe her youelif0.5)
322. w what luck meeting here ya

Nevertheless, there were a few cases where thetddselause was not directly
connected to events on the game screen. Extraitds a case where player F uses
a mixed clause (line 124) to describe a situatiorihe game screen. This clause is
not from the dialogue nor is it otherwise visible screen, but rather demonstrates
F’'s impulsive command of English and ability to daire it with Finnish. This is a
good illustration how the game experience entides flayers to use English in

creative ways.

Extract 16.

123. P ~nii joo se on vaan pargitu semmone”

124. F Yuna is inside the pdde (1) (hhh) (0.8)dA rassaava kun tassa ei oo
kun

125. F TaidugTidus)ja Wakka(pronounced in Finnish)

126. P no ku ne on AINOOt jotka (0.5) ja Rikku(pronounced in Finnish)
tietenkin. (0.5)

127. P muut ei ui=

6.2.4. Verbless clauses and tags

Verbless clauses and tags were separated frontlalises because they show a
different type of English use. Full clauses dematst quite progressive use of
English skills, whereas verbless clauses demomstratore limited command of
English. However, in the present data the verbtémsses were read directly from
the game screen and thus do not give noteworthyidaipns of the speakers
language skills. Tags on the other hand functiomentie catchy tunes from a pop

song: they are often repeated without any particoplapose, merely because they
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sound nice. All clauses that lacked a predicaterevhategorized as verbless clauses.
Tags were defined as in chapter 3: small phrasssatie added at the beginning or

end of a sentence.

The two verbless clauses were both directly tieeMents on the game screen. In fact
they were read directly from the screen as seesxiract 17. In line 267 player F
reads ‘infested with fiends’ from the screen anehthepeats it in line 268 and ads a

clause (‘miss the bugs’) from a previous scen&iéngame.

Extract 17.

266. P =hei (toi on Guad{lpus. kuten kirj.\1) TAA taitaa olla p- peaja. (3)
~eikéa oo ku”

267. F se on vartija (3) infested with fiegsonounced in Finnish., read

from the screen)
268 F (1) (hhh) siel- on infestad *wa-" (2) aas@ithe bugs)
269. P _BA tais olla pelaaja (0.3) joo Miy(read from the screer{®) kato se

English tags were more common than verbless claimegever, they were not as
common as one could have expected compared tosthefufull clauses. It would

have been logical to think that tags would havenbegsier to use and thus would
have been inserted more often than clauses butwidssnot the case in this data.
However, it must be said that many tags occurresirgtches where the players were

speaking only English and were thus categorisamds-switches.

Most of the tags were short repetitions of whatmeg character had uttered. Extract
19 shows a common case where the players play @maith a filler that a game
character uses. In lines 68 and 74 player F fihdscharacter's use of ‘ya’ amusing
and repeats it. In line 74 he even comments orfillee to indicate why he has
picked it up. These tags are short but they docatdi a change from the Finnish
articulation system to using English pronunciateord thus they were relevant in
terms of this study. Similar cases where very stags are repeated by the players

are quite common in the game.

Extract 19.
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67. w yeah (0.5) why build a city over a riyer

68. F ya? (hh)=

69. t =uh well it would be convenient with @ikt water there

70. w nope that’s not why (1) they just wantteg@rove they could defy the
laws of nature

71. t mmm I'm not so sure about that

72. w Yevon has taught us (2) when humans pawer they seek to use it
(1) if you don’t

73. w stop them they go too far ya

74. F ya? (0.2) tuo sanoo aina ya?

75. t yeah but don’t you use machina too (g the stadium and stuff right

Other types of tags can be seen in extracts 2@andhere the tags themselves are
not directly adopted from the game. In extract Z¥suthe common English
expression ‘oh my god’ in reference to a game dtars hair. This insertion is
clearly not directly from the game but a part & filayer's own vocabulary. Extract
21 on the other hand shows an interesting scemdrae the players are not talking
about the game but arguing about how loud the velshould be. Here player F uses
an English swear word (‘goddammit’) that is cleaftpm his own vocabulary.
However, one can wonder if he had used the Fineighvalent if they hadn’t been

playing the game.

Extract 20.

962. P eih@ se nyt niin pitka ~(oo)".

963. F Ano on se nyt" (.) vahan reilu paata pidgmpoh my God
(all words pronounced in Finnish)

964. F 6umfgh) (hhh) (8) jos maa tapaisin ton Seymourin

965. F ma&a ottasin ssdt ja leikkasin silté ton fien pois (0.6) to etu:*letin®
966. P maa ottasin kirveen ja leikkaisin sen pgan
Extract 21.

1156. P no péele ala huua
1157. F goddamit (pronounced in Finnish) (takes the remote conyroll
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1158. P noh (.) kai maa saamassatalossanipitéa kovalla{takes the remote

controll from K)

1159. F oikeestiiha vahan arsyttaé jos se on noin kovalla.
1160. P eihan TAA oo es kovalla
1161. F mut se on syttavaa se ofliian kovalla

1162. P tad on hyvaa musiikkia

6.3. Code-switches

As mentioned earlier the bar for defining a cod&awis raised quite high in this
study. Thus, the number of identified code-switcisasot very high. However, there
are quite long stretches of speech that are coaduntEnglish, which show nicely
how the players are engaged in the game and thegd& Table 8 below shows
what linguistic elements constituted the code-dwéttitems. However, since code-
switching was defined as a switching point afterolitanother language is used, it is
not relevant to go through these items individublly to look at the entire scenarios
where the switches have occurred as a whole towdes linguistic elements it

contains.

Table 8. Code-switches

1 word verbless clause clause tag
2 4 16 11
(6%) (12%) (49%) (33%)

Additionally, it has to be noted that the distionctibetween an insertion and a code-
switch was often difficult to make. This was be@uadten the players took part in
the dialogue of the game which often could havenbeterpreted as code-switch
because the surrounding text (dialogue) was in iEmglAlthough the players
themselves did not necessarily continue with uginglish the game characters did.
However, to make the distinction clear, the decisims made that a code-switch had
to be followed by further use of English by the ygles themselves. This rather

problematic distinction will be discussed furtherchapter 7: Conclusions.
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Below, in extracts 22-26, are the five longest esaiched stretches in the data.
There were more, but these five illustrate well hmwde-switching was used in the
data and what types of structures can be founieiset instances. Extract 16 shows in
a good way how insertions and code-switches wetertimned in the data. By
looking at this extract one can see how diffictlisi to differentiate between an
insertion and a code-switch in a data which has puder characters as ‘co-
interlocutors’. In these code-switching extrackaVe, unlike in the precious extracts,
discarded some transcript information and usedfaoédto indicate an insertion,
boldface and italics to indicate a borrowing andenined text to indicate the code-

switched items. This will make it easier to pereeivhich is which.

Extract 22.
27. P joo ostettiin me se >paska<
28. se paska on kallista

29.
30.

31. [ride ze shoopuf?]

F
P paska on aika kallis. (3) onks téas kukdirball play-
F
d

32. F (hh) $ri[de$]
P
F
d
F

Lvan der [shu-schuuba-]

33. [rlde ze shoopuf?=
34.
35.
36.

=(hhh)=
=all aboards=
=(hhaboards (pronounced in Finnish(0.5) tuo on hyva

puhumaan tuo aija

37. P se ofZizerman)

38. F (hhh) maa veikkaan etté tuolla e{(Bzermaneita)

39. P se puhuu ku §8izerman).=

40. F all aboordz@boards)

41. P aa zig rai de zhool[paf]?

42. F [tuo] kuski on vahan [kamy]

43. d [shoopuf] launchin=

First in line 29 there is an insertion where plajeimserts ‘blitzball play-* which
refers to ‘blitzball player’. A bilitzball playesia type of character in the game. After

this, though, the players begin a word play whistcéntred on an utterance that
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character d says in line 31:'ride ze shoopuf?’thirdine 30 player F anticipates the
forthcoming utterance by uttering his own versidrihe clause. In lines 32 and 33
the players continue to make their own adaptatadribe clause. In lines 36-39 there
are one word insertions and then again in 41 anthdlayers switch to English to
imitate character d's utterances. As one can s#a this extract and from table 8,
code-switches tend to linguistically consist ofglar components (clauses and tags)

than insertions that often consist of one or twaodso

Additionally, this extract shows how the playerayparound with their pronunciation
to display affection towards the characters of ¢fagne. The players mimic and
emphasise the original phrases (in lines 31 andirB%lifferent ways through the
extract to strengthen the mutual understanding thet character is funny and
likeable. This type of language play highlights th&eractional dimension of game
play which is not only centered on progressinghi& game but also in appreciating

the fine details of the game.

Extract 13 displays another type of code-switchsngnario from the data. Here the
players are not so much playing with language eg &ne taking part in the dialogue.
In line 81 player F is responding to the game dtara’ talk of war by asking what

war they are talking about. At the same time han8cipating the answer which

comes in the following lines. In fact, one couly $hat the player is borrowing the
voice of the character to participate in the diakgThis episode shows nicely how
the players’ use of English is triggered by thelatjae of the game and how the

players are immersed in the game play experience.

In lines 90, 92 and 94 the players repeat partgtefances from the dialogue. Again
these repetitions are said by mimicking the charatwoices as if speaking in their
voice. This type of activity was also referred ty happanen and Nikula

(forthcoming) and in their study. One could sayt fimathese types of instances the

players step into character and act out parts iwiegscenes.

Extract 23.
79. | or war will rage again
80. t war
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81. F what war.=

82. vy =more than a thousand years ago (1) mdnkaged war using
machina to kill

83. w they kept building more and more powenfiaichina

84. | they made weapons so powerful (1) it thasight they could destroy
the entire world

85. vy the people feared that Spira would bérdgsd

86. w but the war did not stop

87. t wh-what happened then

88. vy Sin came and it destroyed the citiestaatt machina

89. | [the war en]ded

90. P [<Sin came>]

91. | and our reward (1) [was Sin]

92. P fwas Sin.]

93. w so Sin’s our punishment for lettin’ thenget out of hand eh
94. F _ey?(hhh)

95. t man that’s rough

96. F (spins his hand as if animating the charactem)

97. w yeah it is=

In extract 24 the players refer to clauses in tledodue that are not part of the
immediate events on the game screen at that timérsfin lines 174-177 player P
reports an utterance that is going to be said haracter further in the game.
Reporting this utterance requires quite long stregcof English speech. The reason
player P reports this utterance is to ensure playef what is going to happen soon
in the game in order to answer P’s original questiolines 170-171. He uses this
reported utterance to help player F remember acpéat scene in the game. This

shows how the players use key phrases index plartieuents in the game.

Extract 24.
170. F (hh hh) (0.8) se meni ihéudgettiin) (0.4) onks tuolla muka Rikku
171. F (pronounced in Finnishsisalla]
172. P dn Rikku (pronounced in Finnishyn] sisal
F

173. maa emuistanu
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174. P no KU KAtopa ku me saahaa se. (.) | warediack there. (0.6) you

175. P give me aaa- you biteanie? (0.5) sanod aittukselle(Tidus)

176. F Tniin muute suattaapi ollaki

177. P >se oli se< you big meanie | was dofiée microphone falls from the
ceiling) *noo noo”

178. F no=

179. P #sieltd se tulee [euu::]

180. F [(hh]hh) (0.6) (HH)

181. P tarttetaaduck teip(.)pia

182. F "eika tartteta kylla se nyt siina” toise minuuttiatpysyy

183. P aa rare zuuba?ride ze shoopuf)

184. F [Yraize?"

185. | [are] you hurt

186. y [uh no I'm fine]

Moreover, in lines 183-184 the players look backilos ‘ride ze shoopuf' clause to
play with it some more. Again these English phragesintended to refer to a certain
amusing past event in the game. This is most lidelye in order to get back into the
game after an incident with the microphone thaeording the players talk (in lines
177-182). In line 183 Player P signals that he wamiconcentrate on the game again
by referring to an event that both players had iptesly found entertaining. At the
same time he is also inviting player F to forget thicrophone and join him in the
game experience. In line 184 player F signals tieataccepts the invitation by
mimicking a part of the same phrase. This sequdhtstrates how codes-witches

can carry variable meanings if you look at the egntery carefully.

In extract 25 the players repeat character uttesamomediately as they are heard in
the game. Although, some of the repetitions arguistically quite insignificant, as
in lines 306-310 where the players play around whhglish tags, from an
interactional point of view they represent a clgalication of which language the
players are oriented to in this sequence. FirBhe290 player P draws F’s attention
to what is happening on the screen to prove thawase right about his earlier
predictions (in extract 24) of what was going t@pen in the game. In line 191
Player F agrees that P had been right. The swiginb in line 293 where player F
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anticipates character r's future utterance ‘yourb&nnie’ as to signal to player P that
now he remembers this event which he could notlireealier in extract 24. This
code-switch leads to a long sequence where therdagimic and repeat characters’
utterances, which demonstrates how the playerstiigethemselves with the

characters by mimicking their tone of voice.

Extract 25.

290. P =kato nyt

291. F nii

292. t hah (0.3) Rikku (0.5) you're Rikku (1) hggu're okay (.) how you
been

293. F (hhh) (0.4) ihandskassa (0.4)tou big meanie.*=

294, r =terrible

295. t yeah you don’t look so good what happened

296. r you beat me up remember

297. t eh (1) oh that machina (0.8) that was you
298. r yhym
299. F Ayhym (xxxxxx)" (hh)

300. r oh that really hurt you know

300. r oh that really hurt you know

301. F @you big meanie:@

302. r you big meanie

303. F (@wim beanie@) (hhhh)

304. t w-wait but you attacked us

305. r nuh-uh it's not exactly what you think=
306. P Fnuh-u::h?

307. F [nuh-u:h?]

308. w [yo]

309. P _fyo::]

310. F [yo::.] (1) yama::n(pronounced in Finnishjpiuh) yo $manghhh)
311. w friend of yours

312. t uh you could say that
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One can also see that the players use repletionashcters’ utterances to underline a
certain undertone in the dialogue. In this extrptayer F shows that he has
recognised a hint of romance between the two chema¢Rikku and Tidus). This
recognition underlined in line 193 where F statesFinnish that Tidus is ‘ihan
lieskassa’ which can be translated that ‘Tidudlifirad up over Rikku'. In the same
line F mimics Rikku’s future utterance by adding etaggerated affectionate tone.
The same thing happens again in line 301 just befoe character actually says the
phrase. Adiitionally, in line 299 K implies affeati between the characters by

exaggerating the tone in Rikku’s utterance in 288&.

Piirainen-Marsh and Tainio (forthcoming: 25) havelgsed this same extract their
research paper and say that the “prosodic rep@titieen in this extractsérves as a

resource for displaying affective stance”. Thisaygf prosodic repetition can be seen
again in lines 306 and 307 where both players tegogart of Tidus’ utterance and again
add an affectionate tone. The players’ use of diffetones in their repetitions can be
seen in lines 309 and 310 where they repeat Wakktissance with a completely

different, macho, tone. In these simultaneous itemet the players emphasize Wakka's

different stance in the situation.

Extract 26 illustrates how the players also readaud texts directly from the screen
and then added comments. In line 257 player P rémdtext ‘whatcha got’ from the
screen after which player F repeats it by addisgshylistic pronunciation. This sort
of language play was very common in the data, hewewt in instances where the
players were reading texts from the screen. Mostnaonly reading text from the
screen constituted only an insertion without anynticmation in English.
Nevertheless, there where cases, such as thisvbeee the original player utterance
was followed by sequence of language play. Commdmige cases were linked
instances where one of players read the screenntextunny way so that the other

player found it intriguing enough to start a seaqugeaf language play.

In lines 263-265 there is a different type of cetdtch sequence. The players react
to character a’s command ‘guard Yuna’ (in line 282pyer F’'s comment ‘no way
dude’ (line 263) is not from the game dialogue, fsatm his own vocabulary. This

comment leads to repetitions by both players. is ¢hse the players are talking in a
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character’s voice and replying to the commandrie 62 on the character’s behalf.
This displays yet again how the immersiveness efgame can trigger the use of
English in the form of a code-switch. Here we ckso &ee prosodic repetition which
in this case was originated by a player's utterafidee original utterance (in line
263) displays a negative stance towards the comnaanthithe repetitions function in
reinforcing that stance. Additionally, the way tfepetitions are pronounced shows

that there is also language play involved.

Extract 26.

256. o [O’aka at your service]

257. P >whatcha got<@reads from the screen)
258. F ="hmm watchag#hatcha got)

259. P {mumbling}

260. F Tmumbling) (4) (hhhh) (8) Guadosalam
261. F (siella joskus oli Xxxxxxxx)=

262. a =guard Yuna

263. F no way dude

264. P no wg: dude (pronounced in Finnish)
265. F >no way:: dude= (pronounced in Finnish)
266. P =hei (toi on Guado) (1) TAA taitaa ollapgaaja.

(3) "eika oo ku®

Overall, the analysis showed that the code-switaiéise data where closely related
to the events in the game. In nearly all caseswiere stimulated by either visual or
vocal elements from the game. Moreover, it becaleardhat code-switches were
particularly triggered by a vocal stimulus from th@me. This means that when the
players heard a sound or an utterance that washaymatriguing to them, they

often switched to English to comment or elaboratettat utterance. This was also
true in instances where the players were refertinga preciously heard or

forthcoming utterance. Additionally, the playergdsode-switching to underline the
game characters’ characteristics, and to emphasis@ces in the relationships

between the characters as well as their emotidaatss in a given situation.
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7. Conclusions

This thesis was aimed at describing the type ofliEimgise that can be found in the
spoken discourse of two adolescent boys playingeaglish video game. This
description was to answer three main questions: iHawh English, what kind of
English and for what reason? The methods of arsalysre chosen accordingly, to
get as wide-ranging a picture of the players’ us&myglish as possible. Thus, the
analysis was based on the interactional approadode-switching which provided

good methods for answering all of the researchtopres

The use of methods from the interactional approtctstudying code-switching

proved to be an appropriate choice for this studye guidelines that Auer (1988,
1998) had stated laid a good foundation for idgimg the different phenomena that
are present when two languages interact. The gaaltw find a method that would
give the tools for a consistent analysis of what c©de-switch, and Auer’s proposals
offered just that. The only ambiguities arose du¢he fact that the computer game
played such a major role in this conversationairggtIt was difficult to define the

line between a code-switch and an insertion in £ashere the actual human
speakers did not continue to English after an tiebut the computer characters
did. Nevertheless Auer's methods proved to be gads in giving an accurate

description of what is going on in the data.

The linguistic analysis in itself was intended twegdescription of what kinds of
English elements were used in the data. It wasssecg to describe how complex
the English elements were in order to show the |lefethe players’ English

competence. Borrowing and inserting single nounssdoot indicate as much
competence as making clauses in English or swigctdrEnglish for a longer period
of time. Overall, the results show that the playeged a wide array of linguistically
different types of insertions and switches, whicispthys quite an elaborate

command of English.

Moreover, the sequential analysis showed that thgeps were able to not only

navigate through the game and its menus in Engbigshthey were also able to take
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part in English conversations in the game. The setal analysis revealed that the
players had good understanding of nuances of thgligbnlanguage and could
appreciate the richness of the dialogue and respwitdaccordingly. Additionally,
the results show that not only did the players eadpto the dialogue they also took
actively part in it. This means that the playerthighowed their understanding of the
dialogue by commenting it and inserted their ownedi to enrich it. This
demonstrates good knowledge in not only linguistites of English but also

understanding sociolinguistic rules of language use

Thus, in the light of the results of this studydtger with my personal observations
of the video data | believe it is reasonable touarthat the participants could be
labelled as functionally bilingual in this partianlsetting. Weather this functional
bilingualism could be transferred to different sejte.g. the grocery store is a
different question altogether. However, it is impot to recognize that in their
gameplay setting the participants could perform th# actions they needed in
English. They went to store to buy weapons in Emglithey took part in

conversations in English and solved numerous prabliem English. It is essential to
notice that what they actually spoke out was onlfraztion of all the different

actions they performed in English during the camdition of the game. Thus, | would
argue that even though their English competendbanparticular setting would not
transfer to situations in the a wider social coptthe skills they demonstrated in the

present data could and should be referred to aifunal bilingualism.

Finally, there is the question of the emergence ohixed code. If one looks at

Auer’s criteria listed in chapter 5, one can codeldhat there are clear signs of a
mixed code in the data. Firstly, as mentioned earthe line between insertions and
code-switches is very difficult to distinguish basa the participants did not always
continue speaking after a switch they initiatedcddelly, there is a frequent use of
borrowing, which could be seen in table 3. Thirdhere is a quite frequent use of
discourse markers i.e. tags which has lead to abethat they do not function so

strongly as other language elements. Finally, tieetbe case of grammaticalisation
which means that other language items take on megsurthat would not have been
present in their monolingual environment. There wasdistinctive evidence of

grammaticalisation in the data most likely due he tlose connection with the
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language and the video game. However, the datafwllasf imaginative structural
modifications of English words which do demonstratecertain first step into
grammaticalisation. Moreover, it has to be mentibtieat the name “mixed activity
language” which was used by Leppénen and Nikulgh@oming) can well be used
to describe the language in the present data. ahmersuggests that a mixed code is
present, but functional only in the particular gapiay setting and not in a wider

social context.

Thinking of future studies there are at least tiements that could be incorporated
into this type of research to give additional aecyr First, it would have been
interesting to have a chance to interview the pigdints. This would have added a
great deal of insight to the analysis. One coaldehgone through the transcript with
the players to see what they thought were the nsafay the switches in each case.
Moreover, there were many ambiguous lines in thastript that could have been
cleared with the participants. Additionally, anentiew would have given more
insight to what elements the players viewed as -swd&ehing and which elements

they did not see as such.

Secondly, one could do a more detailed analysishef conversation (using the
methods of conversation analysis) and of the moldiah resources of the setting to
help distinguish the shifts in the intended reaipief an utterance. This would aid in,
for example, making a clearer distinction betweaniresertion and a code-switch.
There were cases in the data where a participaetted a small English phrase in
the midst of English game dialogue. Clearly, if ooeuld define the intended
participant positioning of the speech act, thisetygd insertion would represent a
code-switch because undoubtedly the participantche$ to English to take part in
the dialogue. However, since the computer charaateuld not be treated as equal

participants in the conversation, these types ségavere treated as insertions.
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Appendices

Appendix 1

Symbols for the game characters:

m = game character Maechen [meichen]
d = game character Driver

w = game character Wakka [waka:]

t = game character Tidus [ta&]

I = game character Lulu [lulu:]

y = game character Yuna [juna]

a = game character Auron [0: 'ron]

k = game character Kimabhri [ki'ma:ri]

o] = game character O’aka [oaka]

r = game character Rikku [riku]

t = game character Tromell Guado [tromel kwa:dou]
S = game character Shelinda

se = game character Seymour Guado

] = game character Sir Jecht [dzekt]

tm = game character Tidus’ mother

tc = Tidus as a child



Appendix 2

Transcription keys:

CAPITALS = indicates loud speech
underlined = indicates stressed speech

bold
(word)
(xxx)
Aword”
<word>
>word<
word:::
sa-

()

(3)
[word]
[word]
word=
=word

?
!
T

(hhh)
(HH)
$word$
@word@
Jword?
#word#
°hhh
hhhe

= indicates a highly stressed word

= indicates uncertain transcription

= indicates unclear speech

= indicates quiet speech

= indicates slow speech

= indicates fast speech

= indicates a lengthened sound

= indicates a cutoff word

= indicates a short pause, less than a second

= indicates a pause and the approximate length

= indicates overlapping speech
= indicates latching utterances

= indicates falling intonation
= indicates rising intonation
= indicates low toned speech
= indicates high toned speech

= indicates laughter

= indicates loud laughter

= indicates laughing speech

= indicates playful speech

= indicates singing speech

= indicates a sad voice

= indicates an inward respiration
= indicates an outward respiration
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