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Commercial-off-the-shelf games in the digital wild and L2 learner vocabulary
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"1. To what extent is there a relation between the time spent playing COTS games and L2 English vocabulary test measures?
2. To what extent is there a relation between four type-of-game-preference groups (i.e., non-gamers, SP, MP, and MMO) and L2 English vocabulary test measures?
3. What does an examination of solution rates (percentage of correct answers) of individual vocabulary items in a productive levels test reveal about gamers’ productive vocabulary? Is it different from non-gamers’ productive vocabulary? If so, how?
4. What does an examination of infrequent vocabulary in essays reveal about productive vocabulary use among gamers? Is it different from non-gamers’ productive use of infrequent vocabulary? If so, how?"
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