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1 INTRODUCTION

Video gaming is an industry that is ever-growing and captivates a massive audience. Video
games are played all over the world, by players of all ages. In their 2018 Global Games Market
Report, Newzoo (2018) estimates that the global games market will generate $152.1 billion in
revenue in 2019. In addition, Limelight Networks (2019) state in their State of Online Gaming
2019 report that on average, video gamers spend over seven hours a week playing games.
Thus, the study of video games and the act of playing video games may yield many positive
findings that can be utilized in various fields, such as education. Even though the present study
is not interested in the correlation between video games and academic success, highlighting the
educational benefits of playing video games paves the ground for similar research. Moreover,

a player may play video games to learn but also try to learn to become a better player.

The present study examines whether communicating with other people in English inside video
games is perceived as beneficial in terms of winning. This was accomplished by posting
questionnaires to Finnish players of Counter-Strike: Global Offensive (CS:GO), whose mother
tongue is thus Finnish. This way, | was able to analyze the experiences and opinions of those
who engage in communication with other players using the English language and see if they
consider this type of English usage to be a positive practice. The initial hypothesis was that
those who willingly use English while playing video games find it to be useful and increases
their eagerness to participate in other conventions related to their personal interests utilizing
the English language. However, some players might feel that they do not want to venture further
than game world with their English proficiency. | believe that few players might even
experience discomfort when being forced to interact with other players, whether it is via written

text or orally.

Some research has been conducted on the enjoyment of video games by Vorderer, Hartmann
and Klimmt (2003), who state that competitive elements in video games engage and involve
the player and allow for instant feedback on the player’s performance. The connection between
communication and entertainment in multiplayer video games has been studied by Klimmt and
Hartmann (2008), who list the increase of one’s self-esteem and positive excitation transfer as
some of the enjoyment values players may gain by communicatin with other players. However,
little to no research has been conducted on the benefits of communicating with co-players in

terms of triumphing victorious over the enemy players. Apart from Halloran, Rogers and



Fitzpatrick (2003), the language functions used in video games have received little attention. It
IS thus necessary to investigate what, why and how players talk to each other while playing
video games. This knowledge can be utilized in language teaching, for instance, by recognizing
the types of language functions students are most likely to use in their free time. Moreover,
video games can increase the players’ engagement and enhance their involvement in
communication. Furthermore, the style of discussion used in video games can carry over to

other digital platforms, especially if the topics are similar in nature.

After the introduction, 1 will present relevant existing research and theoretical background.
First, it will demonstrate the reasons for why people enjoy video games and what benefits they
may receive from playing them. Then, it showcases the interaction between players while they
are playing video games. Afterwards, research questions, participants and the data collection
method presented. Following that is the presentation of the findings. Finally, a conclusion of

the study is given and proposals for future research are suggested.



2 LANGUAGE SKILLS IN VIDEO GAMES

In this chapter, previous research and relevant definitions will be introduced. Much of the
discussion will be dedicated to communication abilities of people who play video games and
the benefits video games have in terms of player interaction. Since the present study is
interested in the usage and reception of various language functions found in people who play
CS:GO, it is important to explore what is already known about online communication and the

ways it is used.

The first part discusses the benefits of playing video games and how playing video games can
increase one’s communication abilities. The second part presents the different factors that can
change the way players communicate with each other while playing video games. The third
and final part introduces the central concept used in the present study, the language functions
showcased by Halloran et al. (2003). The present study utilizes these language functions as its

baseline for analysis.

2.1 Benefits of playing video games

Various studies have shown the connection between second language acquisition and playing
video games. In addition to second language acquisition, playing video games has been shown
to improve the language skills in adult learners as well (Barr 2017). Furthermore, video games
offer an entertaining language learning medium. Authors such as Gee have argued that video
games are not only beneficial for language learning but also pleasantly frustrating, challenging,
interactive and contextually situated (Gee 2013). It is thus in our best interest to research the
language learning opportunities presented in video games to widen our perspectives related to
these opportunities. Some researchers (see Dragojevic, Giles, Beck & Tatum 2017 and
Wiklund 2005) have examined the usage of spoken language and its effects on players. Since

English is not only a written language, it is important to focus on the oral aspect as well.
Halloran, Rogers and Fitzpatrick (2003) have studied the language functions of oral language
in a situation where the players know each other and are playing in the same room (Local Area
Network, LAN). The authors also examined situations where a single player tried to initiate a
conversation with fellow players of the game. These findings are presented later in the study.

However, little research has been conducted on the oral language functions used while playing



co-operative video games online. Thus, the present study examines if the language functions
of a LAN setting are the same as those online, or whether online players have completely

different types of language functions they use.

Since the main purpose of video games is to provide amusement and pleasure, they can offer a
meaningful way to learn a language. Language is not seen as a hurdle but more as a means to
progress further. Murray, Gao & Lamb (2011) found that while learning a second language,
engagement in valued enterprises can be associated with positive motivation. For most video
gamers, engaging in the world of a video game is a positive experience. If video gamers place
value in the conversations that are held either inside the game world or in relation to the game
itself, they may feel more motivated to continue practicing their English language use.
Furthermore, video gamers who perceive that the usage of English language somehow benefits
their in-game ambitions, such as acquiring knowledge, helping other players or overcoming an

obstacle may become more motivated to partake in deeper discourse.

Video games are not only beneficial to children or teenagers but players of all ages. Video
games can teach and improve various skills in players, regardless of their experience of playing
video games. In his study to measure the development of graduate attributes (the skills and
competencies universities provide to the students) of the Arts and Humanities undergraduate
students by playing commercial video games, Barr (2017) found out that adult learners’
communication ability, adaptability and resourcefulness could be positively impacted by
playing commercial video games. Even though the study in question only included university
students, it is likely that the findings would apply to students in other institutions or not fulltime
students, since learning is a life-long process. It can thus be argued that playing video games is
not only useful to young language learners or students, but rather learners of all ages. In
addition, Barr (2017) notes that even short play periods and play time can improve graduate
attributes. In other words, even those who play video games more casually but still engage with

other players can develop their communication abilities.

2.2 Factors that influence communication in video games

Many video games offer the player a multitude of different in-game events and situations that

can change the interaction between players. It is thus important to realize that one video game



can contain various types of interaction situations, where players adopt a certain way of
communicating. Jia, Shen, VVan De Bovenkamp, losup, Kuipers and Epema (2015) suggest that
interactions that happen between players in online multiplayer games vary depending on the
in-game circumstances. They offer a non-exhaustive list of five different situations that affect

player interaction:

(1) SM: two players present in the Same Match.

(2) SS: two players present on the Same Side of a match.

(3) OS: two players present on the Opposite Sides of a match.
(4) MW: two players who Won together in a match.

(5) ML: two players who Lost together in a match.

My hypothesis is that MW players produce positive and advantageous communication, whereas
ML players engender negative or perhaps malevolent language. It is also likely that as the
match progresses, players may display diverse emotions and language usage depending on their
personal performance, the performance of other players (both on the same side and the opposite
side), the overall score etc. Consequently, it is difficult to predict a specific pattern that the
players may follow during a match of CS:GO, the game which the present study focuses on,

since a single match may contain more than one situation.

Some speakers may be conscious of their English pronunciation and accent, and thus avoid
spoken English. They may experience anxiety while having to speak in a foreign language in
fear of being ridiculed because of their speech. Research has shown that peoples’ attitudes
towards different language varieties, such as accents, can be influenced by the way these speech
varieties are processed by the listener (Dragojevic et al. 2017). Accents that are easier to
understand are generally more accepted than accents that are harder to understand.
Consequently, accents that disrupt the comprehension skills of the listener can negatively affect
the listener’s view of the speaker’s status (Dragojevic et al. 2017). Thus, a video gamer whose
information and communication skills would otherwise be on point, but who possesses a more
complex accent, may be disregarded simply because of their way of speech. As a result, these

individuals may cease from participating in in-game communication altogether.



Playing video games and communicating with other players often to go hand in hand. In
multiplayer games, being able to interact with other players seems to be the norm and games
that diverge from this practice are the outliers. While analyzing the experiences of online
chatting habits of 131 fourth to ninth grade students, Wiklund (2005) found out that out of 101
students, who all were involved in communication through computers, 16% spontaneously
associated computer-based chatting with playing multiplayer games. Wiklund (2005) points
out that even though the number appears small, the figure is quite significant, considering that
not all the interviewees even play video games at all. In this regard, playing multiplayer games
and communicating with other players seem to go hand in hand. Furthermore, 76.47% of the
interviewees had a positive association between playing and chatting, whereas 23.53%
experienced negative context-associations. While discussing the positive effects of
communication in video games, many of the students felt that using the chat enhanced the
gaming experience and allowed them to provide necessary information in real-time, as the

following citations present:

“That you can warn your friend in Counter Strike” (boy, grade 6).

“That you can help each other in Counter Strike” (boy, grade 4).

Some students also described sharing strong emotions or feelings:

“That you can scream when you get shot” (boy, grade 7)

However, a few participants had negative experiences with chatting while playing video games,

most often related to chatting distracting from the game flow:

“It can stop the game” (boy, grade 4)

“When you miss something because you chatted. In games [ mean” (boy, grade 7)

One student was also bothered by the potential language used:

“That they say swear words when they play” (girl, grade 9)



These findings showcase that even though most students found being able to chat while playing
video games pleasant and convenient, some had negative feelings towards chatting in video
games. It is important to realize that different people react differently to the language,
vernacular and the way they are expressed while playing multiplayer games. More research
must be carried out on different styles and types of language used in online gaming to see how
people relate to these kinds of language modes, which is what the present study strives to

answer.

2.3 Language functions in video games

Language functions refer to the purpose which said language is being used for. In other words,
it explains the reasoning behind one’s speech or writing. Different language functions are used
to accomplish different purposes, for example, describing something or trying to persuade
someone. Halloran, Rogers and Fitzpatrick (2003) examined the type of language used when
people play online with people they have not previously met. They found that there were six
different language functions that players primarily used: joshing, crowing, self-/sidetalk,
scanning, greeting and scoping. Joshing categorizes all types of jokes and use of irony.

Crowing is defined as ‘“celebrating one’s own achievements, those of another, or their
misfortunes.” Self-/side talk refers to utterances that serve no other purpose than to vent out
frustration or express annoyance. Scanning was used to search for other players, with its
purpose being three-fold; first, it was used to find out which players were online, second, to
initiate a conversation with those that were online, and third, to see if talking to other players
was possible in the first place. Greeting was used when players began their conversation for
the first time. Finally, scoping was used to acquire more information about other players after
they had begun their conversation by asking questions about their nationality and age, for
example. Halloran, Rogers and Fitzpatrick (2003) presume that the use of these formulaic
utterances has two functions; first, it allows the other player to respond in a formulaic manner
as well, making the interaction socially easier, and second, protects the player’s identity until
players become more acquainted with each other. It is thus possible that engaging in a
conversation with a new acquaintance in a video game follows a specific set of unspoken rules
and regulations that ease the beginning of the interaction, giving the participants more time to
evaluate the personalities of other players and the likelihood of the communication being

successful.



Halloran, Rogers and Fitzpatrick (2003) also analyzed the language used in a situation where
all the players knew each other and were physically present in the same room. The players
played an FPS game called Halo, which belongs to the same genre as CS:GO. In this scenario,
a new language function that was not found in the previous study emerged, called strategy talk.
Strategy talk includes sharing information that is vital regarding the game itself, such as the
position of allies and enemies, the type of weaponry they have and reporting the different
actions players are planning on doing. However, Halloran, Rogers and Fitzpatrick (2003) note
that players were often talking at the same time and shouting at each other, while using
relatively little strategy talk. They justify this by pointing out that FPS games often follow a
repeatable play pattern, that is well-known for experienced players, thus not requiring a great
deal of strategy talk. Moreover, having fun and joking around were perceived to be more
important than simply winning. Even though the present study is interested in a situation where
players do not share a mutual, physical space, these findings demonstrate the purpose of
different language functions. Since CS:GO is a competitive game, the utilization of strategy
talk over other language functions may prove to be more common. Furthermore, players in
CS:GO are often teamed up with players they have not previously played with. Thus, the act

of winning may become more prevalent and provide more pleasure than simply joking around.

None of the above-mentioned studies have focused on the competitive aspect of video games
or the type language and communication competitive video games require from the players.
Furthermore, there have been no studies on the oral English language used by Finnish players
in multiplayer video games. Studying the type of oral language Finnish players use in CS:GO
can guide further research on the topic. Moreover, researching these oral language functions
can showcase what kind of oral language skills players use and need. This information can be
utilized in, for example, language teaching in schools by focusing on the aspects of language
the students are likely to need. Also, the connection between oral communication and success
in terms of winning in multiplayer games has not been researched enough. Investigating this
connection can determine whether oral language proficiency is something players ought to

pursue.



3 THE PRESENT STUDY

In this part, the research goals and questions are presented. Afterwards, the data collection
method and participants of the present study are introduced. Finally, the data analysis methods

are explained.

3.1 Research goals and questions

Many who enjoy video games prefer games which include interaction with other players, often
in the form of collaboration and teamwork. The present study investigates the communicative
methods used in online multiplayer video games to see if players have developed a specific
way of communicating with each other. The focus is primarily on the different methods of oral
communication used to share information with teammates and how players perceive the
possible benefits or hindrances of using these methods. Since video games gather an audience
from all over the world, players who do not share the same mother tongue often resort to using
English as lingua franca. For this reason, the present study focuses on the English language and
more specifically, on English as a second or foreign language. The aim of this study is to
examine what kind of language skills players expect from other players while communicating
in Counter-Strike: Global Offensive. The study will also go through the possible advantages
and disadvantages players may experience while communicating with others. As such, the

research questions are as follows:

1. What oral language functions (joshing, crowing, self-/side-talk, scanning, greeting,
scoping and strategy talk) do players use while playing Counter-Strike: Global
Offensive?

2. What language functions do players want other players to (not) use?

3. Do players feel that other players’ English language proficiency (or the lack thereof)
affects the enjoyability of the match or the outcome of the match (e.g. winning or

losing)?
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3.2 Data and participants

As mentioned, the present study examines the type of communication players use while playing
a first-person shooter game called Counter-Strike: Global Offensive (abbreviated to CS:GO).
The aim is to find out if there any language utterances that players either expected or did not
desire from other players. This was accomplished by posting questionnaires to players of
CS:GO. This way, | could analyze the experiences and opinions of those who engage in
communication with other players using the English language and see if they consider this type
of English usage to be a positive practice. The initial hypothesis is that those who willingly use
English while playing video games find it to be useful and this, in turn, increases their eagerness
to participate in other conventions related to their personal interests utilizing the English
language. However, some players might feel that they do not want to venture further than game
world with their English proficiency. | believe that few players might even experience
discomfort when being forced to interact with other players, whether it is via written text or

orally.

The questionnaire was distributed digitally to a Finnish-speaking CS:GO Facebook group that
at the time the study was conducted had 3200 members. The questionnaire was limited to and
answered by 100 participants. The only common factor between all the participants in the
present study were their mother tongue (Finnish) and the fact that they play CS:GO. No other

restrictions were introduced.

The questionnaire included 12 questions, 10 of which were open-ended questions leaving room
for the participants to elaborate on their answers. While asking about the topics players dicussed
with each other, examples of greeting, strategy talk and personal topics were given as a
guideline. Technically, the questions could have been answered with a simple yes/no answer,
however, | requested the participants to use complete sentences while answering. | chose
openended questions for this exact reason, since | wanted to get a deeper understanding of how
the participants felt and close-ended questions would not have made this possible. The goal

was to get the participants to use their own words instead of providing predetermined answers.

Before answering the questionnaire, the participants were informed about the aims of the study.
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It was also made clear that their answers would be used as a part of the present study but no
other possible future study. Furthermore, no personal data was gathered and therefore

identifying the participants based on their answers is not possible.

3.3 Method of analysis

After collecting the data, | combined the answers to each question to a single cluster (e.g.
answers to question 1 as a single group, answers to question 2 as their own group, etc.), because
my aim was to analyse each question as their own entity, instead of analysing each participants
answers seperately. After | had sorted the answers by question, | checked for any major themes
or reoccuring topics. In addition, I arranged answers to two main groups whenever possible,
based on whether they were positive or negative (e.g. whether people felt that voice chat was a

positive or negative feature).

Based on the above-mentioned distinction, | highlighted the most used reasonings in both
groups and checked for any abnormal or otherwise distinguishable answers from the mass.
Then, utilizing previous research, | speculated over the possible influencers for the findings.
The aim was to find out about the used language functions and how spoken language is
experienced among video game players. The analysis was separated into four categories, which
were as follows: language functions used and their importance, views on the enjoyability and
significance of voice chat system, reception of other players’ spoken English and speaking
English and its importance in terms of winning the game. Each of these categories were

analyzed by focusing on the appropriate questions from the questionnaire.
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4 ANALYSIS

In this chapter, the analysis of the questionnaire is presented. First, all the language functions
used are portrayed and their importance in CS:GO are reflected on. Second, the role of the
voice chat system is discussed to see how players perceive the significance of being able to
speak to their teammates. Third, the way players react to the spoken English language they hear
from other players is investigated. Finally, the importance of spoken English regards to the

outcome of the game is established.

4.1 Language functions used and their importance

The most used language function turned out to be strategy talk; 82% of the participants stated
that they use the voice chat system to discuss game-related tactics and strategies with their
teammates, such as sharing information about the enemy position. This does not come as a
surprise, since CS:GO is a competitive game and effective communication improves one’s
chances at winning the game. Few participants stated that “communication brings cohesion and
teamwork to the game, and the game flows smoother when you know what your teammates are
doing” and “[communicating with your teammates] gives hope of being able to discuss basic
tactics, increases confidence and improves your chances of winning the game.” Interestingly
enough, this seems to contradict the study of Halloran, Rogers and Fitzpatrick (2003), who
noted the complete lack of strategy talk during online gaming with previously unknown
teammates. Even though Halo, the game in their study, is also an FPS game, it may be that
players of that game are not as competitively driven as the players of CS:GO, thus CS:GO

warranting more strategy talk than Halo.

While 37% stated that they greet their teammates, only 2% said that they either ask their
teammates where they are from or inquire about their age. Thus scoping, which is the act of
acquiring more information about one’s teammates, appears to be redundant. As previously
stated, CS:GO requires a constant back and forth communication between teammates about the
current state of the game. It may be that there is not simply enough time for players to engange
in a more of a leisure type conversation in which they could get acquainted with other players.
Even if one player has no information to offer to their teammates, they must be ready to receive

information from the other players of the team. In addition, they must react quickly after



13

spotting enemy players and scoping may reduce their reaction speed, consequently weakening

their performance in game.

Even though 37% stated that they “talk about everything” and/or “greet their teammates,” none
answered that they want their teammates to greet them back. Reasons for this may be that it is
a default value; it is simply good manners to greet your teammates at the beginning of the game

and thus occus naturally. In addition, a game of CS:GO lasts roughly

45 minutes, so there is not much time to get acquainted with one’s teammates and chit-chat

may be seen as unnecessary.

Scanning, which is used to find other players, also appears to be unnecessary according to the
participants, since CS:GO automatically matches the player with four teammates and places
them in the same voice chat, which makes it obvious that talking to other players is possible.
On the other hand, scanning is also used to initiate conversation with other players. It can be
argued that every single conversation thus starts by scanning and greeting when players say
something in the voice chat, indicating to other players that they are willing to communicate.
However, scanning was regularly found to be used in the study of Halloran, Rogers and
Fitzpatrick (2003). The games in their study differ from CS:GO based on their communication
premises; in CS:GO, one is always able to talk to their four teammates no matter where their
character is or if they have been killed during the round or not, but in their study,
communication was limited to, for example, to the two nearest players. The people who the
player can communicate with may thus often change, requiring the use of scanning multiple
times. In CS:GO, one’s teammates change only after a match is finished and a new one is

started, thus requiring less scanning to be used.

Self-/sidetalk was expectedly unwanted; none of the participants wanted to hear self-/sidetalk
during the game, since it disturbs the focus of one’s teammates via noise pollution. Since
players can pinpoint enemy position via footsteps or identify the type of weaponry the enemy
is using by gunfire, it can be difficult to hear if someone engages in self-/sidetalk during an
important situation. Again, due to the competitive nature of the game, these findings differ from
the ones found by Halloran, Rogers and Fitzpatrick (2003), since the games in their study were

more relaxed and casual.

In the same vein, joshing and crowing (joking, the use of irony, unnecessary celebrations or
bemoanings) offer no advantage when it comes to winning the game and are perceived as more

detrimental, since they shift the focus away from crucial aspects of the game, such as strategy
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talk, and disturb other players. However, a few participants stated that if their teammates are
on the same wavelength, they may engage in joshing. One participant also stated that they
partake in “lifting [their team’s] spirit when someone makes a good play by praising them” or
react by “being surprised.” Although joshing or crowing offer no distinct gameplay advantage
like strategy talk does, they may increase the team’s cohesion and improve the overall
atmosphere. This is supported by one participant’s opinion, in which they state that “copious
discourse restrains negative comments from spreading --- especially if there is a lot of
conversation before a bad play, people do not start nitpicking about them as easily as opposed

to a situation where there had been no communication beforehand.”

It appears that the categorization used by Halloran, Rogers and Fitzpatrick (2003) fits with
specific types of games. Based on these findings, CS:GO is not the type of a game that requires
the use of all the language functions presented in their study. Different video game genres may
necessitate the use of some of these language functions, but not all. It is thus extremely
important to acknowledge the fact that different types of video games encompass different
language functions and the players of these games are the ones who dictate how the
communication is to be used. As such, the categorization presented by Halloran, Rogers and
Fitzpatrick (2003) cannot be blindly applied to every video game. Instead, researchers must
accurately pick those language functions that apply to that specific video game. However, this
categorization cannot be viewed as a holistic truth, since it is possible that none of these
language functions are used but a completely different type of a language function is observed

instead.

4.2 Views on the enjoyability and significance of voice chat system

The consensus appears to be that the voice chat system is a helpful and positive feature; 98%
hoped that their teammates would use the voice chat system and 86% thought that it is a useful
feature. Interestingly enough, only 1% explicitly stated that they wished people would use the
voice chat for jesting, since they thought that it was interesting to hear. The rest did not either
specify why they wanted their teammates to use it or stated that they want to receive critical
information to help them win the game. Most players thus see the voice chat system as a

positive feature when it is used to improve their chances of winning the game.
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12% stated that the voice chat system has both positive and negative aspects to it. Positive
aspects were being able to share information in real time, voice chat making the game more
fun (via casual conversation and sharing memes and jokes), improving one’s English skills and
meeting new people. These findings align with those of Klimmt and Hartmann (2008), who
pointed out the positive correlation between mediated interpersonal communication and video
game enjoyment. Some of the negative aspects listed include people talking very loudly or in
a foreign language, players being toxic, mean, or flaming (insulting other players, often using
offensive language and profanities) and discussing about irrelevant topics while others are

trying to focus.

Moreover, 83% stated that being able to talk to their teammates influences their enjoyment of
the game. In general, having teammates who talked affected the enjoyment in a positive way
when the focus was on sharing information and giving positive feedback. On the contrary,
negative enjoyment was experienced when teammates were either not communicating at all or
“negatively critiquing other people’s gaming performance, having a bad mindset towards the
game or destroying the team’s mental ability [to perform]” Only 12% felt that being able to

talk to their teammates has no effect on their enjoyment of the game.

4.3 Reception of other players’ spoken English

Generally, participants had no issues in understanding their teammate’s spoken English. Only
7% reported that they sometimes have trouble understanding what their teammates are saying
and 1% stated that they do not understand what is being said over half of the time. 6% also
remarked that sometimes the failure to understand what other people are saying stems from
faulty equipment, in other words poor quality microphones that make speech incomprehensible.
Rest of the participants stated that they understand everything either quite well, well, very well
or that they understand everything that is being said. Listening comprehension seems to cause
no major problems to most of the players. This is most likely the case because CS:GO is a fast-
paced game and only requires very basic level of English from the players. Consequently,
players seldom hear complex expressions or sentence constructions if they are focusing solely
on discussing the game. It is also a possibility that players may decide to filter out discussion

that has no importance related to the game itself, thus avoiding more difficult language.
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While talking to their teammates, 36% admitted that unconventional English, such as a thick
accent or wrong pronunciation bothers them. A few answers even proclaimed that particular
accents downright “piss them off.” These observations comply with the experiences of
Dragojevic et al. (2017), who state that harder to understand accents negatively affect the status
of the speaker. On the flipside, 63% did not feel irritated by the diverse English they heard.
The most important thing seemed to be that the other person tries their best and is somewhat
comprehensible. Some participants pointed out that their own pronunciation is also imperfect
and they “admire the fact that [their teammates] have the courage to talk even if their English
is not perfect.” In conclusion, irritation towards obscure English seems to result from
information gaps — situations in which different complexities, such as strange accents, make it
difficult for players to share information to one another. The present study did not investigate
whether a player’s in-game performance influenced how their spoken English was perceived
by other players. This could very well be the case, as illustrated by the following extract from
one answer: “I feel like players who speak English badly are automatically viewed as worse

players and might get bullied for it.”

4.4 Speaking English and its importance in terms of winning the game

Considering that 98% of the answers wanted their teammates to use the voice chat, it is
surprising that only 39% thought that being able to speak English is necessary to do well in the
game. One participant elaborated on their opinion by stating that “at some point, effective
communication becomes emphasized since the level of skill between players gets narrower,
thus even more marginal factors have a bigger effect [on the outcome of the game]” However,
35% stated that one does need to speak English well to do well in the game, since, as expressed
by one participant, “in CS:GO it is enough to hit them [the enemy] in the head” [hitting the
enemy in the head deals more damage than hitting their torso, and, in some cases, Kills the
enemy in just one hit]. 24% thought that speaking English is not necessary but considered it
beneficial. It appears that a player who is better than the players in the opposing team can
perform well without having to speak English. As the skill level between players evens out,

however, effective communication can be the difference maker between winning and losing.

Perhaps the most surprising finding was that when it comes to speaking English to one’s

teammates, 95% stated that they experience no anxiety whatsoever. 1% got anxious only if
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their teammates were native English speakers. Some reasons that were provided for low levels
of anxiety include the fact that the other players are complete strangers, the level of English
required in CS:GO is very basic, other people are not perfect either, it is only a game and their
English will not be evaluated, or that they were simply confident in their own ability to produce
speech and felt like their English is very good.
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5 CONCLUSION

The present study examined the language functions that were present while people play CS:GO.
The main aims were to find out what type of language functions exist in the first place, how
often are they used and for what purposes, how do other players react to the use of these
functions and how does being able to speak English to one’s teammates affect the player’s
enjoyment of the game. The data was collected through an online questionnaire using
openended questions. Open-ended questions were used to acquire a deeper understanding of

the participants’ opinions.

The first and second research questions were about language functions used and the reception
of their usage. In the end, it turned out to be very straightforward. In essence, strategy talk was
used most often and that is what most players were hoping from other players as well. Some
other language functions were noted as well, mainly greeting, but views towards it were quite
indifferent; many people greeted their teammates at the start of the game but did not technically
expect it in return. Neither the presence nor the lack of greetings affected their communication
style later in the game. As expected, players are playing CS:GO to win and an ongoing strategy
talk with one’s teammates throughout the game improves their chances at doing so. Other
language functions, such as self-/sidetalk, joshing or crowing were often seen as detrimental

and are thus mostly undesirable.

The third research question was concerned about the spoken language and how it affects the
enjoyability of the game. As previously shown by Dragojevic et al. (2017), English that was
difficult to comprehend was received not as well as English that did not cause issues in
understanding. It appears that an accent in itself does not cause negative experiences to the
listener but rather the fact that, in some cases, the spoken English is so hard to comprehend that
the flow of information stops moving, causing frustration. However, the findings emphasize
that trying to communicate when one is not proficient in the English language is preferred over
being just silent. A large majority of the participants were not worried about their own spoken
English, which could indicate that the Finnish education system does a good job in making

students able to produce comprehensible English.

Furthermore, being able to speak to one’s teammates was almost unanimously perceived to be
a positive feature. Still, over half of the participants felt that speaking to one’s teammates, albeit

beneficial, was not necessary in order to do well in the game. It seems that as long as a player
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is better at the fundamentals of the game, apart from communication, than their opposition, that

is often enough.

It must be noted, however, that the sample size for this study is rather small, so no conclusive
deductions can be made. Moreover, no personal information about the participants in the study
was gathered, so it is impossible to tell anything about the participants apart from their mother
tongue and the fact that they play the game. Thus, there may be great variance in their
experience of speaking English, their age, occupation et cetera. Since the data analyzed from
the questionnaire appears to be rather unambiguous, however, it can be argued that even with

a relatively small sample size, these findings can be applied to the target audience as a whole.

Moving forward, more research is needed in the field of communication within gaming
communities. The present study examined just a single title during a time period where
thousands of online games offer communication possibilities between players. Different games
and game genres may require different language functions. Understanding the language
functions players use in their everyday life can also help schools orientate their English classes

to better suit the needs of the students.
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APPENDIX

The questionnaire

How many hours a week do you play CS:GO?

Kuinka monta tuntia viikossa pelaat CS:GO:ta?

How often do you talk with your teammates in English out of every 10 games?

Kuinka monta pelid kymmenesta keskustelet tiimikavereidesi kanssa englanniksi
aanikeskustelun (voice chat) kautta?

Do you feel nervous while talking with your teammates? Why or why not?

Jannittaako sinua puhua englantia tiimikavereillesi? Miksi tai miksi ei?

Does being able to talk to your teammates affect your enjoyment of the game? If so, in what
ways?

Vaikuttaako se, ettd pystyt keskustelemaan tiimikavereidesi kanssa pelistéa saamasi
nautintoon? Jos vaikuttaa, niin milla tavoin?

Do you wish that your teammates would use the voice chat system? Why or why not?

Toivotko, etta tiimikaverisi kayttaisivat aanikeskustelua? Miksi tai miksi ei?

Do you think that voice communication is a positive or a negative feature? Name a few reasons
why you feel this way.

Onko aanikeskustelu mielestasi hyddyllinen vai haitallinen ominaisuus? Nimed muutama syy
mielipiteellesi.

How well do you usually understand what your teammates are saying while they are talking in
English?

Kuinka hyvin tavallisesti ymmarrat, mita tiimikaverisi sanovat puhuessaan englantia?

What type of topics do you discuss with your teammates? (Greeting, strategy talk, personal
matters etc.)

Minka tyyppisista asioista keskustelet tiimikavereidesi kanssa? (Esim. tervehtiminen,
strategiapuhe, henkilokohtaiset asiat, jne.)
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Do you think that talking to your teammates is benecifial regarding the outcome of the game,
I.e. winning?

Uskotko, etté tiimikavereiden kanssa keskustelu parantaa mahdollisuuksiasi voittaa peli?

Does incorrect or obscure English spoken by other players bother you? (E.g. bad pronunciation,
weird accent, etc.)

Hairitseeko sinua virheellinen tai vaikeaselkoinen muiden pelaajien puhuttu englanti (esim.
huono &antaminen, erikoinen aksentti, jne.)

Do you think players have to be able to speak English to do well in the game?

Pitaako pelaajien mielestasi osata puhua englantia parjatékseen hyvin pelissa?
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