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Abstract 
 
The rapid development of new technologies and how these are affecting school age children 
is in this day and age an area of growing importance. In the context of second language (L2) 
acquisition, it has been noted that spare time activities of a digital nature impact those pupils 
who spend more time on activities such as online gaming in the target language than average 
(Sundqvist 2019, 95-103). The aim of the current study was to investigate the possible effect 
three different digital spare time activities (computer and video games, movies and music) 
have on listening comprehension. This when English is the dominant language in the 
activities, and the focus is on 6th grade children. The method used was a comparison made 
between a language diary homework, consisting of the participants’ estimated number of 
hours spent on digital spare time activities, and the results of a listening exercise. The results 
show that there is a positive correlation between the results of the listening comprehension 
test and the number of hours spent on digital spare time activities. Also, repeated exposure 
to the target language in a digital spare time context does, therefore, affect second language 
acquisition to a limited extent. The conclusion was that in order to come to a more 
conclusive answer regarding the correlation between digital spare time activities and 
English listening comprehension, more research is needed.  
 
 
Keywords: Second language acquisition (SLA), digital technological development, digital 

spare time activity 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 



 

 
 

Sammanfattning 
 
I samband med andraspråksinlärning har det noterats att digitala fritidsaktiviteter påverkar 
de elever som spenderar mer tid på denna sorts aktiviteter (Sundqvist 2019, 95–103). Syftet 
med den aktuella undersökningen blev således att undersöka den möjliga effekt digitala 
fritidsaktiviteter, på engelska, har på just engelsk hörförståelse. De tre utvalda aktiviteterna 
är här digitala spel, film och musik. Engelska är alltså målspråket och fokusgruppen är 
sjätteklassare. Metoden som användes var en jämförelse mellan resultaten av en 
språkdagbok, bestående av det antal timmar som deltagarna angett att de spenderar på 
digitala fritidsaktiviteter under en genomsnittlig vecka, samt resultat inhämtade från en 
hörövning. Resultatet visar att det finns en positiv korrelation mellan resultaten på 
hörförståelsetestet och antalet timmar som spenderas på digitala fritidsaktiviteter. Vidare 
visade det sig att upprepad exponering för målspråket i ett digitalt sammanhang påverkar 
andraspråksinlärning i en begränsad utsträckning. Slutsatsen blev därmed att det krävs mer 
forskning för att komma fram till ett definitivt svar angående sambandet mellan digitala 
fritidsaktiviteter och engelsk hörförståelse. 
 
Nyckelord: Andraspråksinlärning, digitalteknologisk utveckling, digital fritidsaktivitet 
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1. Introduction 
 
 
Linguists all over the world have, for many years, had their theories concerning what might 

forward a person’s learning process when it comes to the acquisition of a language that is 

not his or her native tongue (see for example Chomsky 2002; Krashen 1991; Vygotsky 

1978); hereafter known as a second language or L2. The focus of this study is not on the 

learning process as a whole but rather on one aspect of second language learning in 

particular, namely listening comprehension. This does not mean that the entire range of 

possible factors concerning the development of listening comprehension will be taken into 

account, as much of that would fall outside the scope of a study such as this. Instead, only 

the effects of modern technology in the form of computers, mobile phones, iPads and 

televisions, used outside of the educational system, will be highlighted. 

 

A detailed National Curriculum (Skolverket 2018, 36-38) and a Common European Frame 

of Reference (which will be outlined in the methods section) with international standards, 

explain what criteria must be fulfilled in order for an individual to reach a certain level of 

language proficiency. It is, however, only possible to use the CEFR on 6th graders. This is 

because official comparisons of level of language proficiency and knowledge requirements 

in the National Curriculum only exists for 6th and 9th grade pupils (Skolverket 2017, 5), the 

latter of which falls outside the scope of this study.  

  

Furthermore and on the subject of advancing digital technology; many Swedish children 

today have access to computers, mobile-phones and television sets (Statens Medieråd1 2017, 

16). This becomes an area worthy of exploration because of the benefits one might reap 

from frequent exposure to spoken language (Keaveney & Lundberg 2014, 33). In addition 

to this, some researches (e.g. Sundqvist & Sylvén 2012, 189-208) claim that online gaming 

supports the development of a second language and, by extension, listening comprehension. 

  

It has been noted by teachers and parents alike that some children's English skills are on a 

level far surpassing that of their peers. In many cases, those children with a greater skill set 

- a greater vocabulary, a more well-developed listening comprehension, etc. - are the ones 

who use more digital technology in their spare time compared to their peers (Sylvén and 

                                                             
1 The Swedish Media Council reports, among other things, on Swedish youths’ media habits. 



 

2 
 

Sundqvist 2012, 302-321). However, without a context this further development is unlikely 

to manifest itself to any noticeable extent (Gee 2007, 12-13).  

  

Arguably, the differences in language proficiency among pupils affect not only the children 

on an individual basis, in the form of frustration on the part of a child who can be placed on 

either end of the knowledge spectrum, but also a teacher’s ability to see and meet all the 

pupils’ needs. With groups of pupils spanning a wider range of knowledge and proficiency 

levels, the teachers are faced with the ever-expanding dilemma of how to tackle the different 

problems that come with being a pupil on either of the two extreme ends mentioned above 
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2. Aim 
 

The aim of this study is to explore whether repeated spare time exposure to modern digital 

technology promotes the development of a more advanced listening comprehension among 

6th grade pupils. That is, an individual’s listening comprehension in his or her second 

language. 

 

 

3. Research questions 
 

 

® To what extent does repeated exposure to spoken English, through the consumption 

of digital technology outside the school environment, have a positive effect on 6th 

grade pupils’ L2 listening skills? 

 

® Does this effect show a correlation between listening comprehension test results and 

the number of hours the participants spend on the various digital spare time activities 

outlined in the method below?             
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4. Method 
 

4.1. Summary 
 

In this section the method of the current study is outlined and explained in its entirety. It 

begins with the choices made concerning number of participants, the reasons behind 

choosing the three schools that were involved and how the participants’ integrity and free 

will were taken into consideration.  

  

The method consists of a language diary, continues on to a listening comprehension test and 

is finalized with an explanation of the type of analysis used when the collected data was 

then processed. 

  

4.2. Practical information 
 

Before an explanation is given of the actual method that was used in this study there are a 

few practical things that need to be taken into account. First and foremost, all parts of the 

chosen method were handled in ways that guarantee anonymity. That is, to the extent that it 

is impossible to identify any one participant without a class list. The names on that list can 

be connected to the codes that were used to link the language diaries to the listening 

comprehension tests, both of which can be found outlined below, but without such a list a 

connection is impossible to make. No lists or names ever left the classroom during or after 

the analysis stage of this study. 

  

Continuing on this topic, it is also worth noting that while the teachers responsible for the 

class have constant access to the class lists, they were not, nor will they ever be, privy to the 

results of the tests. However, as they were the ones collecting the language diaries, it is 

possible that they looked at them and drew conclusions about the pupils’ habits. This was, 

however, not deemed a problem, seeing as a class teacher is probably already aware of many 

of her pupils’ habits due to her personal (and professional) relationship with them. 

  

When considering how the gathered information was handled it needs to be stated that the 

logic behind all the choices made in the next few passages were all based on the research 

ethics summarized by the Swedish Research Council (2017). In practice this translates to 

being constantly aware of whether the pupils, as well as their caretaker(s), had given their 
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permission and stated their willingness to participate (see Appendices 1 & 2 for permission 

slips). No child was forced to partake in anything they did not feel comfortable with, nor 

was a child whose caretaker(s) did not give their permission allowed to be part of the study. 

That is because all the participating pupils are children under the age of 18 and are thus 

underage. Consequently, 7 permission slips came back with a declination, a number that 

caused a loss of approximately 12,5% of the original sample size. Note that if a permission 

slip came back with a negative response, there was nothing on that paper that revealed if it 

was the pupil or the caretaker who said no to the test. 

 

4.3. Selection of participants  
 

The selection of participants for this study was made not at random but based on availability. 

Two of the three schools were old practice schools, though only one of the classes was 

familiar with the investigators, while the third school was a complete unknown and, in fact, 

randomly chosen. As stated in the introduction, only the schools’ 6th graders (12 and 13-

year-olds) were invited to participate in this study.  

 

Based on the theories and conclusions made by Lev Vygotsky (1978, 49), older children 

were assumed to be better equipped to participate and cooperate in a study like this than 

younger children. This is due to their increasing ability to use their memories to draw logical 

conclusions, rather than simply recall an event or feeling (ibid. 50). In the case of this study, 

logical and rational conclusions regarding past actions (the language diaries) is of great 

importance. Therefore, the 6th graders’, presumably higher, cognitive skills compared to 

children in earlier grades is another reason for choosing this age-group.  

  

For this study a benchmark of 25 participants was chosen. This was then used as a guideline 

as for how many persons a conclusive test of this size should consist of2. The theoretical 

number of pupils, all three classes combined, that were invited to participate was 56. In the 

end 31 pupils submitted a complete set of language diary “homework” and listening 

comprehension exercise answering sheet. Of these pupils 15 where girls and 16 boys. The 

decision to involve more than 25 pupils was based on the notion that if the number of 

prospective participants was, from the outset, significantly higher than the absolute 

minimum of 25, then a predicted loss of up to 50 % would be less of a problem for the study 

                                                             
2 Haugen, Susanne; Lektor vid Umeå universitet. 2018. Handledningsseminarium 13 december. 
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as a whole. Therefore, it was decided that three schools, instead of the single one that was 

needed in theory, were contacted.  

 

4.4. Language diary “homework” 

 

The concept of a “language diary” was adopted from an article written by Associate 

Professors Liss Kerstin Sylvén (University of Gothenburg) and Pia Sundqvist (Universities 

of Karlstad and Oslo) (2012, 309-310). However, while the concept is theirs, the shape of 

the assignment was severely altered to fit the purpose of this study. This way of going about 

gathering information is time-effective since each pupil has a responsibility to do a small 

part of the job. Still, this kind of homework is not completely reliable due to forgetfulness, 

illness or lack of interest on part of the participants. However, a method such as this has the 

advantage of lessening the workload for the researchers involved in the study and allows 

the pupils to think through their answers without the unnecessary stress that a classroom 

situation often brings. 

  

A form divided into seven sections, one for each day of the week (seven days), were given 

to the pupils at the start of the week preceding the investigators’ visit, as “homework” (see 

Appendices 3 & 4). These sections consisted of four choices, not all of which needed to be 

filled in every day. The pupils were, however, expected to choose at least one of them every 

day. Although that was the task, should a pupil forget to write down his or her activities on, 

say, Tuesday, it was acceptable to make an estimate the next day. 

  

The questions that were used in the form all had to do with what the pupils had done in their 

spare time and for how long; had they played games; watched movies; listened to music, 

etc. in English or Swedish? For how many hours? Had they done something else (played 

ice hockey, floorball, etc.)? For how many hours? Had they done more than one thing, e.g. 

played floorball AND watched a movie. These questions were chosen in order to create an 

easily interpreted picture of what activities the participating 6th graders spend their spare 

time.  

 

One reason for choosing to include computer and video games, movies and music is that all 

of them present a form of input. The acquisition of subconscious language knowledge 

through input, in much the same way as the linguistic predisposition proposed by Noam 

Chomsky (2002, 85-86), was in this way allowed to provide a foundation for the creation 
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of the questions asked in the language diary. In other words, the three activities all have the 

potential to provide participants with comprehensible input in an informal setting. This 

makes the corresponding questions a means to explore the relationship between these three 

digital spare time activities and listening comprehension. Further explanation of Chomsky’s 

predisposition is given in the theories section of this text.   

 

The actual questions were supposed to be as simple and easily understood as possible. Since 

the aim of this study was to explore the possible correlation between L2 listening 

comprehension and digital technology, the questions were meant to measure the time spent 

on three activities that can be argued to be among the most common activities for which 

these media are used (Swedish Media Council 2017, 20-23). Note that the “something else” 

alternative was added in an attempt to a) give the pupils who had not spent time on any of 

the digitally oriented activities an additional choice, b) make sure that the participants did 

not simply choose not to fill in the form and c) create a balance between digital and non-

digital spare time activities. 

  

When the pupils filled out the form, they did, in fact, document what they did in their spare 

time, especially regarding digital technology. In order for the assignment to be manageable, 

the pupils were not expected to write down the exact number of minutes spent on a certain 

activity, an approximate number of hours was considered perfectly adequate.  

 

4.5. Listening exercise  

 

The second part of this study consisted of a listening exercise. “Listening exercise” refers, 

in this case, to a recording with corresponding questions that were to be listened to and 

answered, respectively. That is, a recording designed to test the participants’ English 

listening comprehension in a controlled classroom environment. All the activities that were 

part of the Language Diary “homework” are sources of audio input to some extent. This 

means that a listening exercise of the kind chosen in this case should be a useful tool for 

testing language proficiency in the form of listening comprehension. The listening exercise 

was meant to be on a level just beyond that of an ordinary 6th grade pupil so that those who 

have been exposed to more English input than most (and thus, presumably, know more) will 

have a chance to show their more advanced knowledge.  
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The most important, as well as the most time-consuming, aspect of this part of the study 

was after all the search for and justification of an appropriate listening exercise. The results 

were supposed to meet the criteria for the B1-level, to match the Common European Frame 

of Reference’s levels of language proficiency (see below).  Consequently, the language of 

one of the prospective tests did indeed meet the Frame of Reference’s criteria of being based 

on factual information and having an easily understood spoken language with few 

discrepancies (Council of Europe 2018, 59). That is, in one of the examined tests all the 

dialogues are spoken clearly and at a normal speed and that one was the option most suitable 

for this study. It was thought that greater exposure to input of a, presumably, more difficult 

level than that of a normal 6th grade classroom setting, would allow the pupils to lean on 

linguistically more experienced singers, actors or players to reach outside their comfort 

zone. Using the words of Vygotsky (1978, 85-86), reach beyond their actual developmental 

level, towards their potential developmental level. This all within a Zone of Proximal 

Development, which is described in greater detail in the theories section.  

 

Also, the fact that the test was pre-made, complete with questions and 

answers corresponding to the recording, contributed to the choice. The fact of the matter is 

that most of the questions’ content agrees with what is held as important for the current age-

group in the Swedish National Curriculum (Skolverket 2018, 34-35). A few examples of 

this are the recurring dialogues concerning everyday occurrences (a visit to the cinema, 

choice of clothing) and topics that are known to the pupils (travel, spare time activities and 

different professions). 

 

To further justify the choice of comprehension test, four modern educational materials, three 

of which are explicitly said to have been created in line with the National Curriculum 

(Coombs et al., 2016; Natur & Kultur, 2010; Hedencrona et al., 2018), were also included 

in the above mentioned comparison. These were in the form of work- and textbooks, with 

their corresponding listening aids (CDs). The reasoning behind this part of the comparison 

was built on the possible similarities and differences between the topics, vocabulary and 

accents displayed by the educational materials and the listening comprehension test, 

respectively. The test that was found most suitable for this study was found on YouTube 

(English for Everyone 2017, Listening skill practice - test 1; Listening skill practice - test 

2) with the help of search terms related to “listening comprehension”, “test”, “children” and 

“B1”.  
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In order to establish a suitable level of difficulty for the test it was decided to use the levels 

found in the Common European Frame of Reference (Council of Europe 2018, 55-56), 

CEFR, and compare them to what is expected of a 6th grade pupils according to the Swedish 

National Curriculum. The curriculum states that a Swedish pupil should have reached a 

level of A2.1 language proficiency by the time he or she finishes that same year of 

schooling, in order to receive the grade E (Skolverket 2017, 5). Within the CEFR there is 

an A2.1-level and an A2.2-level, the first of which is a level where not all criteria have to 

be met, whereas the A2.2-level is the point where all criteria for the A2-level need to have 

been fulfilled. 

  

Due to the aim of this study (to explore, earlier defined, digital habits’ possible impact on 

language proficiency) the chosen test was placed at a B1-level. The hypothesis was that a 

pupil who manages to understand the dialogue and answer the questions correctly, would 

be a pupil whose language proficiency extends beyond that which is expected of a pupil in 

grade 6. This is, in part, because of a greater exposure to language input. By being a high 

consumer of digital spare time activities, this pupil would, presumably, receive more input 

than a pupil whose interests are, for example, football or horseback riding. The pupil has 

then, according to the input hypothesis, received information in the form of comprehensible 

input and thus managed to reach a higher level of knowledge (Krashen 1991, 409-412).  

 

Important to note, though, is the fact that all 6th grade pupils will most likely not have 

reached the A2-level by the beginning of their second term of their 6th year of schooling. 

Therefore, it would not have been productive to assume that more than a handful of pupils 

in each class had gotten as far as the B1-level when this investigation was conducted. 

  

The difference between the A2- and B1-levels is not that great but as an example, look at 

the two extracts below: 

  

A2 - Can understand phrases and expressions related to areas of most 

immediate priority (e.g. very basic personal and family information, 

shopping, local geography, employment), provided speech is clearly and 

slowly articulated. 

  

B1 - Can understand straightforward factual information about common 

everyday or job related topics, identifying both general messages and 
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specific details, provided speech is clearly articulated in a generally familiar 

accent. (Council of Europe 2018, 55, our bold). 

  

The most obvious difference between the two levels is the speed at which the spoken 

language is presented to a language learner. While a person who is still at the A2-level needs 

slow and clear speech in order to fully understand, a B1-learner only needs the language to 

be clear, whether it is spoken in a deliberately slow way or is part of a regular conversation 

is of less relevance. 

  

After considering this, a series of three listening comprehension tests, with seven questions 

each, in the form of video clips was scrutinized and the first test was decided to be the most 

suitable in this context. Nevertheless, after evaluating a number of similar studies, it was 

concluded that while seven questions is an adequate number in a classroom setting, it is too 

few when the aim is to use the results to draw conclusions about general language 

proficiency. Therefore, three questions, of the same variety, were added by use of a 

computer programme, called “Shot Cut”, to the first seven in order to act as a second section 

of the test. The three additional questions are the first three questions of the second part of 

the series mentioned above. Therefore, they are slightly more difficult than the initial seven, 

though not to such an extent that they are less useful to the present purpose. 

  

The next step was that the children were asked to listen to the resulting 12-minute recording, 

which was divided into ten dialogues, each corresponding to one of the ten questions found 

on the listening exercise answering sheet (see Appendix 5). All of this in a classroom 

environment. While listening to each dialogue, the pupils could watch the question 

alternatives in the form of pictures on the whiteboard, then circle the correct alternative, 

marked a-b-c, on their answering sheet. 

  

This way of presenting the questions to the pupils provided them with the opportunity to 

focus and maintain interest for a longer period of time than if the test had no visual support 

whatsoever. The pupils listened to each dialogue twice and answered the corresponding 

question before moving on to the next one. 

  

4.6. Connecting a language diary to a specific listening exercise answering sheet 
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Initially, before giving the language diaries to the pupils and handing them out in the 

classroom, the forms were numbered according to the class list When the pupils had 

completed the listening exercise and submitted their language diaries, each pupil’s language 

diary was linked to their answers on the listening exercise. This resulted in the anonymity 

of the individual pupils’ submitted answers, while still making it possible to connect a 

specific language diary to the same pupil’s listening exercise answering sheet 

 

4.7. Method of analysis  

 

This study aimed to answer the questions concerning whether repeated exposure to spoken 

English, due to spare time activities focused on digital technology, have a positive effect on 

6th grade pupils’ L2 listening skills or not. After having collected all the data from the 

various schools, it was sorted in order to see to it that all the data connected to each school 

was coded properly so that no data mixture could occur. This was accomplished by marking 

the test answers and language diary homework forms with the same number, 1,2 or 3, 

depending on which of the three schools it originated from.  

 

4.7.1 Analysis of language diary “homework” 
 

The language diary homework forms, where the pupils were to fill in their spare time 

activities, were gathered and compiled. This form was, as mentioned before, pre-divided 

into seven parts, one for each day of the week. The total amount of time used for each 

activity this specific week was counted together in order to get an average of how much 

time each pupil spent on listening to music, watching movies and playing computer and 

video games per week. 

 

The data was then divided into seven categories, each of them presented in a histogram as 

a bar covering a span of 2 hours (0-2hrs, 2-4 hrs, 4-6 hrs, 6-8 hrs, 8-10 hrs, 10-12 hrs, and 

12-14 hrs). This way it became easier to see the differences between the participants’ 

averages, as a greater number of categories would have resulted in a diagram where 

individual differences caused the distribution curve to become an almost straight line. The 

relatively small number of categories and the deliberate simplicity of the diagram also 

allows a reader to get an overview more quickly than if there had been more categories and 

a line that did not show an approximate normal distribution curve. All of this was recorded 

in an Excel file for later processing. Note also that the values on the submitted forms where 
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divided into three categories, based on the participants. These where an overall category 

and one for each of the genders (boys and girls).  

 

4.7.2. Analysis of variance 
 

In order to be as thorough as possible we checked for true, scientifically significant 

differences between the groups (boys and girls) of participants. With the help of the 

computer software known as the Statistical Package for the Social Sciences (SPSS) an 

Analysis of Variance (ANOVA) test was carried out. This was due to the, seemingly, big 

differences in some parts of the results, which are presented in the results section. For the 

purpose of the current study the Alpha level was placed at .05, a number which takes into 

account a 5 % risk of chance being involved in the final results. 

 

4.7.3. Analysis of listening exercise 
 

A key for the listening comprehension test was constructed and all the tests were marked. 

The scores and values gathered from the ANOVA test were put into the same Excel file as 

the homework data and distributed according to gender and number of correct answers. 

These were then converted into diagrams and tables, which were later used to base the 

study’s final conclusions on.  
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5. Background 
 
 
In this section a summary of concepts, terms and ideas relevant for the current study are 

presented. This includes, for example, ideas of how and why humans learn languages, what 

this language acquisition might be a result of and how digital spare time activities, in 

particular, affect it.  

 

5.1. Communication and interaction  
 

It can be argued that there is a difference between playing digital games and watching films 

or listening to music. When playing games there are usually two or more participants 

involved in the game, communicating and interacting. Listening to music and watching 

movies, meanwhile, are activities that are more often carried out without company of peers 

or adults.  

 

When considering game playing, the social aspect of learning is therefore more apparent. 

In Vygotsky’s theory, sociocultural factors (Vygotsky 1978, 90) of the kind easily observed 

in multi-player game playing, are a much more productive way of explaining why children 

who play video or computer games – extensively – might score higher on a language 

proficiency test. This is because of the social interaction between people, spoken of so 

highly by Vygotsky and his followers (Ibid., 85), which creates a relationship similar to that 

of teacher-student. That is, in this case, where a more knowledgeable person, or more 

experienced gamer, scaffolds a new gamer. In more detailed terms, a new gamer gets help 

to reach beyond his or her actual developmental level, towards the outer edge of their Zone 

of Proximal Development (Ibid., 86).  

 

5.2. Language community and communicative competence 

 

Part of the focus of this thesis is on the social aspect of second language acquisition and the 

term linguistic competence, i.e. language proficiency. This is not an adequate description of 

that which needs to be learnt for a person to be able to use the language for communicative 

purposes. A more satisfactory term is communicative competence, a term that could be 

defined as “what a speaker needs to know to communicate appropriately within a particular 

language community” (Saville-Troike 2017, 106). Communicative competence does not, in 
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this case, only include vocabulary, grammar, phonology and other aspects of linguistic 

structures but also the abilities to know when to speak and when to be quiet, what to say to 

whom and how to speak properly in various situations. Participating in digital interaction is 

what gives computer and video games the context people need in order for it to facilitate 

learning. This specific kind of competence is a much needed asset when an individual strives 

to become part of a language community. 

  

Furthermore, the term language community is here used to describe a group of people who, 

at least in part, share the same knowledge of a specific language and its corresponding social 

cues (Silverstein 2010, 344). People who speak many languages are thus members of more 

than one language community. This also means that, for example, people who use 

computers or other digital platforms share a knowledge of the specific “indirect” language 

that is used in this context, a language adapted to suit a multilingual community where face-

to-face interaction is not a necessity. A person who strongly relates to a specific genre of 

music, where each genre has its own language varieties is another example. The same goes 

for fans of a movie franchise where there are abbreviations and word choices no outsiders 

would choose to use but which are perfectly natural to a person belonging to that 

community. In essence, a person who immerses him- or herself in a community where 

language is of great importance, no matter if it has to do with games, movies or music, 

belongs to a certain language community. 

  

Also, listening is a very important source of input for language acquisition. This is 

particularly noticeable for children learning their first language, since reading is an ability 

obtained later than listening (Keaveney & Lundberg 2014, 83). A lot of the language input 

one obtains in the early years consists of spoken language – provided by parents, siblings, 

etc. - which forces the children to listen if they want to learn. A well known fact is, after all, 

that close to all children, the exceptions being those with brain damage and the like, succeed 

in learning a functional first language that way (Meisel 2011, 13). Therefore this kind of 

input must be useful to learners of a second language (L2) as well. 

 

5.3. Children and their languages 
 

According to Meisel (2011, 10) a second language refers to a language that is acquired by 

people who already speak another language, learnt from birth. The second language, as 

opposed to a person’s first or native language (L1), is not all-encompassing and completely 
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natural, but needs a certain amount of outer motivation (Dörneyi 2003, 3-32), such as a need 

for education or enough language skills to gain and uphold employment. However, 

Sundqvist & Sylvén (2016, 25) argue that the acquisition of an L2 should be described as 

“the learning of any language, to any level, provided only that the learning of the “second” 

language takes place sometime later than the acquisition of the first language.  

  

Furthermore, and in line with Rosamond Mitchell and her colleagues’ definition of “second 

language”, the concept of a “foreign language” will not, in this study, be considered a 

separate kind of language but rather another kind of second language (Mitchell, Myles & 

Marsden 2013, 1). The lack of a distinction between the terms “foreign” and “second” 

language is, in this study, due to a desire to include all pupils and not have to divide them 

according to whether or not they can be considered “second” or “foreign” language students. 

 

In Europe, as well as in many other parts of the world, the English language is considered 

the lingua franca (Motschenbacher 2014, 20), which indicates an ever rising number of 

people using English in the business world and for communication. The reason for this is 

that people with different native languages are then able to interact and communicate 

without the constant worry of a language barrier. This makes it even more important to 

support children in their English L2 learning process. In the future greater communication 

skills, from a global point of view, will be required by people, especially when considering 

the need for trade world wide, working migration and the ever increasing technological 

development, which goes on all around the world. 

 

On that note, providing a child learning his or her first language (L1) was born, and is being 

raised, in a country (or culture) where that particular language L1 is spoken by a large group 

or even the majority of the population, the complete immersion of that child in that language 

will be absolute. That is, it is easy to argue that such a child will have almost constant input 

from its surroundings and will therefore find itself in the best possible circumstances when 

it comes to language acquisition. This, however, is not necessarily the case when it comes 

to L2 acquisition, for the simple reason that L2 learners often, though not always, have 

fewer chances to listen to and interact with the target language. This, of course, is an 

overgeneralization since today’s society is diverse and multicultural to such an extent that 

it is not a given that all L2 learners have the same basic conditions to work with. 
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6. Previous research 
 
Due to the technological development mentioned in the section above, many L2 learners 

use computers in their daily lives to communicate with others and, therefore, get used to the 

specific kind of language common in that context. The ability to interact and communicate 

via the World Wide Web improves gradually as more hours are committed to the activity. 

Research shows that people who, for example, play online-games, use the internet to watch 

videos and/or listen to music tend to develop communicative skills, to a greater extent than 

those who do not (Reinders & Wattana 2012, 177-178), which will later aid them in their 

everyday lives. This coincides with the aim of this thesis, which is to evaluate and conclude 

whether digitally experienced 6th grade pupils develop a more advanced listening 

comprehension than other pupils of the same age. 

  
6.1. Intra- and extramural technology use 
 

Over the last few decades a rather large amount of research on the usability of technology 

in relation to L2 education and learning has accumulated. However, much of this research 

has focused on learning that happens in the classroom with less emphasis on what happens 

outside the classroom (Thorne, Black and Sykes 2009, 802). In other words, intramural and 

extramural learning, respectively. Consequently, as the focus of this essay is on what use of 

technology outside the classroom means to the learning that goes on in the classroom, a 

substantial part of earlier research is only partially relevant in this case. 

  

That said, in recent years a number of researchers (See Gee, 2007; Thorne, Black & Sykes, 

2009; Chik, 2014) have taken an interest in spare time activities that influence the level of 

proficiency when it comes to, among other things, second language acquisition. For 

example, Sundqvist and Sylvén (2012, 310-314) found that, among 6th graders, there is a 

significantly higher success rate on tests designed to test vocabulary, reading and listening 

skills if the pupils spent a considerable time playing online-games. That is, games in the 

form of an extramural activity. 

  

Moreover, in 2017, the Swedish Media Council presented a mapping of young people's 

habits when it comes to media usage. The results show an obvious trend in that the vast 

majority of people between the ages of 9 and 18 spend at least part of their day using digital 

technology, in their spare time (Statens Medieråd 2017, 27). A few examples of this are as 

follows: 21 percent of children age 9-12 play games on computers/consoles or iPads 1-2 
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hours a day and 23 percent of children use phones 1-2 hours a day for the same reason. 18 

percent of the boys report that they play more than 3 hours a day and while at the same age 

only 3 percent of the girls (Ibid, 29) 

  

In this context it should be emphasized that most Swedish children spend some time every 

day using digital technology and thereby gaining language input. This results in many 

opportunities for the children to learn bits and pieces of the new language; all this without 

necessarily being active in a classroom setting. 

 

6.2. Additional research 
 

While in the process of writing this summary of previous research a brand new study by Pia 

Sundqvist (2019, 87-113) was released. This study is an extension of her earlier work on 

the correlation between gaming and media habits and the acquisition of English. Some of 

Sundqvist’s work will be used as part of the framework meant to create a stable foundation 

on which to build this study. The results of her new study, where focus is on vocabulary, 

reveal an obvious relationship between playing computer games and Year 9 pupils’ 

acquisition of English words that are not necessarily related to a “computer language” but 

extend to words in general as well. 
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7. Theories 
 

The introduction to this study states that the definition of digital technology used in this 

investigation is that of computers, TV-sets, mobile phones and iPads. Due to the current 

definition, focus therefore lies on three possible spare time activities that can be carried out 

with the help of these devices. That is, game playing, music listening and the watching of 

movies/clips. Because of the common denominator of these activities, namely input, three 

theories and a subcategory to one of them, need to be incorporated in the study for a working 

framework to emerge. This, of course, does not mean that the whole of three completely 

different theories are forced together but rather that parts of them are intertwined and 

encouraged to complement each other. 

 

7.1. A Language Acquisition Device 

 

To fulfil the aim of the current study it is of vital importance that one understands the 

theories outlined below and because of its central role in especially the first of these, the 

term Language Acquisition Device (LAD) needs to be remembered and considered when 

reading the coming discussion section of the text.  

 

In the current study an LAD is considered a supporting factor when it comes to children’s 

acquisition of English. It is a predisposition which states that a person can, and will, acquire 

new language skills without explicit instruction. That people receive input at all times, in 

different environments and under different circumstances is a truth in need of no explaining. 

That everyone is born with an innate capacity to learn languages is slightly more 

controversial. Still, this is exactly what Noam Chomsky proposed half a century ago 

(Chomsky 2002, 85-86).  

 

In a modern setting where digital technology is taking up more and more space in people’s 

everyday life, a Language Acquisition Device (LAD) might sound like a tempting idea to 

some. A predisposition that helps us learn necessary language skills without conscious effort 

does, after all, fit into the new, hectic, lifestyle many people lead today.  

 

Whether the exposure to and usage of digital technology can contribute to more advanced 

listening skills can, according to Chomsky’s theory, be explained by the existence of an 
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LAD.  One of the more widely discussed theories, which includes the concept of an LAD 

predisposition is: 

  

7.2. The Input Hypothesis 

 

Input in the form of comprehensible information just beyond a learner’s proficiency level 

is, according to this theory, the kind most likely to lead to a learner’s acquisition of new 

knowledge or skills (Krashen 1980, 170-171) and language competence in particular. In 

practice this means that a learner of a second language will be more likely to develop his or 

her language skills if the available input is comprehensible on some level, that is, if the 

message is clear enough to be understood. Indeed, it is necessary for a person to be exposed 

to input of a slightly greater difficulty than what he or she is used to, in order for true 

learning to take place (Krashen 1991, 409-411). However, that does not mean that so long 

as the available input is of a higher level than that already mastered by the learner, it is 

useful to a language acquirer. On the contrary, input that falls too far outside of a learner’s 

comfort zone or, in Vygotskian terms, their Zone of Proximal Development (ZPD), will 

only serve as discouragement. An outline of the ZPD, as well as its uses in this study, can 

be found later in this section. 

  

Also, it has to be mentioned that the subjects covered need to be of interest to the learner 

for the input to facilitate learning (Krashen 1980, 176-177). While Krashen (1994, 299-317) 

uses, for example, free reading and reading aloud to highlight the efficiency of the use of 

interesting and pleasurable language learning activities, they need not necessarily be the 

only such examples in existence. This, in turn, means that spare time activities that are 

perceived by participants to be enjoyable give them a better starting point when it comes to 

language acquisition. 

  

Furthermore, for the above mentioned input to be useful to a language acquirer it is also 

necessary that at least part of the learning process is “incidental” or “subconscious” 

(Krashen 1989, 440-441). That is, situations in which a person focuses on something other 

than “learning” as such but still learns something, as a sort of side effect. Due to this, the 

Input Hypothesis can, without too much difficulty, be connected to a study with an aim that 

focuses on the impact enjoyable, free-time activities, presumably, have on pupils’ English 

skills. 
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7.3. Sociocultural theory 

 

In a society where learning is allowed to become part of an interactive context and more 

experienced individuals are encouraged to help those with less knowledge or skill, the 

acquisition of knowledge is a very likely outcome. More so than in an environment void of 

interaction and communication. According to Vygotsky (Vygotsky and Kozulin, 1986, 

XXIV) learning is, to a large extent, a product of mediated activity and intrapersonal 

communication.  

 

This is emphasized when it comes to the effectiveness of instruction and cognitive growth 

regarding children. When interacting with a teacher or adult who is on a higher level when 

it comes to development or knowledge, depending on the subject, the child can reach a 

higher level within his or her Zone of Proximal Development. This is much more likely to 

happen when communication takes place and there is a social context in which the child is 

exposed to understandable input. Children presented with new material through lectures 

alone, do not have the opportunity to benefit from either adult guidance or interaction with 

more knowledgeable peers.  

  

The child and the teacher (or more highly developed peer) both have to be active in the 

learning process. From a learning perspective the best results are achieved when using 

creativity, inner motivation and collaboration. Collaboration could be defined as “a process 

in which two or more learners need to work together to achieve a common goal, usually the 

completion of a task or the answering of a question” (Wang 2017, 9). Sociocultural theory 

rejects the idea that it is only development and maturation of the child that decides what can 

be taught. Instead it has to do with education, upbringing and language. In that way, by 

being scaffolded by other people, the zone surrounding the child’s level of development is 

pushed outward, which results in the child being able to solve problems and complete 

assignments that would have been out of reach, had they been left to do it on their own 

(Vygotsky 1978, 85-86). 

 

7.3.1. Zone of Proximal Development 

 

Learning and development are interrelated from the beginning of a child’s life and this 

interrelation changes when the child starts school. In school, learning gets more systematic 

due to the fact that teachers and other staff members provide new information and support 
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to the child in comparison with preschool time, when learning is non-systematic (Vygotsky 

1978, 85). Extramural activities can provide what the school system is unable to. The 

unconscious acquisition of knowledge through media (in this case computer and video 

games, movies and music) will serve the same purpose as the “freer” activities offered to 

younger children. In the context of this study it is interesting to investigate whether the 

activities, which go beyond what is learnt in school, do play a role in a child’s actual 

developmental level and the size of his or her ZPD.  

  

The actual development level of a child can be explained as the level of a child’s so far fully 

completed development and mental functions, meaning the level at which the child can 

successfully complete an assignment or the like without help. The difference between the 

actual development level and what is called the potential development level - the level a 

child can reach with the guidance of someone more highly developed - is what is known as 

the Zone of Proximal Development (ZDP) (Vygotsky 1978, 84). For example: When a child 

is scaffolded by a teacher to solve the most difficult problem possible for its capacity it has 

thus reached the child’s greatest, current, potential. It is therefore possible for a child to be 

on an eight-year-old’s mental level but still, with adult guidance, solve problems up to the 

level of a twelve-year-old (Ibid. 85-86). The span between eight and twelve is thus the ZPD 

of this child and it is established that learning in general should be placed within this zone. 

In this way it can be stated that the span of the Zone of Proximal Development gives a better 

clue to intellectual progress than the mental age of a child (Vygotsky & Kozulin 1986, 187). 

Consequently, today’s Zone of Proximal Development will be the actual development level 

tomorrow, provided the child has been an active learner. 

  

When children use digital technology in their spare time, they have a certain level of 

knowledge and while using digital technology they are being lifted higher in their Zone of 

Proximal Development either by peers or by the input they understand and process. Take, 

for example, a child who partakes in an online game. He or she will invariably come into 

contact with a player whose skill-set includes not only a greater knowledge of how to play 

the game, but possibly also language skills far beyond that of the less experienced player. 

This then allows that player to reach beyond their actual developmental level, toward their 

potential. As this study aimed to research the correlation between digital technology and 

English listening comprehension it is necessary to take the concept of a Zone of Proximal 

Development into account. Especially when considering technology which lets the users 

interact with other, possibly more highly developed, individuals.  
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8. Results 
 
8.1 Introduction 
 

In this section, we present the results of the current study. This study set out to investigate 

the effect that extensive use of (or exposure to) digital technology in an out-of-school setting 

has on the English listening comprehension skills of 6th grade pupils, whose L1 is not 

English. The results are presented by using figures, tables and explanatory texts. Note that 

the terms “mean” and “average” are used synonymously, denoting a value calculated by 

taking the sum of all participants’ values and dividing it by the number of individuals. Also, 

the participants are generally divided into three categories: an overall category where 

everyone is included, one for boys only and one only for girls. 
  
The information we gathered from the language diaries that the participants were asked to 

fill in, is outlined and explained using visual support and texts. That same information is 

then be put into context, together with the results garnered from the listening comprehension 

test, upon which it was deduced whether or not there is an actual correlation between the 

two. 
 

8.2. Daily consumption of digital spare time activities 
 

The “homework” or language diaries that the participants filled in at the beginning of the 

study presented us with quite a lot of information. Not the least of which was the fact that 

the average time spent on digital spare time activities, per day, was 4,56 hours for the entire 

group (see Figure 1, p. 24). 
  
Even though the maximum and minimum averages within the entire group of participants 

vary (see Tables 1-3, p. 25), the gathered data still falls within 3,34 standard deviations (see 

Figure 1) from the overall mean. A normal distribution curve presents itself when 99,7 % 

of the data is predicted to fall within three standard deviations of the mean (Wetcher-

Hendricks 2011, 80). 
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Figure1. Number of participants and average number of hours spent daily on digital spare time activities. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

In addition to the values mentioned above, Figure 1 gives us the overall distribution of daily 

averages, with a curve to show the deviation from the bell-shaped normal distribution curve. 

That is, a curve showing the mathematically predicted results of a study, given certain 

parameters (Bryman 2012, 196). The resulting curve for the data gathered in this study is 

not as perfectly bell-shaped as the “normal” one but has a somewhat drawn-out shape. This 

therefore indicates that the values are less evenly distributed across the spectrum than what 

was expected in theory. Figure 1 also shows a large number (12), compared to the other 

time spans, of participants whose daily average fall within the span of 2-4 hours spent on 

digital spare time activities.   

  

8.3. Homework per category 
 

Among the participants, no one claimed to have spent a day completely void of digital 

activities. The lowest daily average among all participants was 1,3 hours. On the other end 

of the spectrum, one pupil had a daily average of 13,57 hours spent on digitally oriented 

spare time activities, which is roughly ten times as much as the lowest average (see Tables 

3 and 2, respectively). As this is a very high number, it is likely that this pupil was not very 

good at judging how much time had passed. 
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 Taking a step back, we can see that Table 1 shows an overview of all participants and 

their respective digital spare time activities.  There is one column where the three 

activities (games, movies and music) are counted together in a category called “overall”, 

as well as one column each for “games”, “movies” and “music”. All categories are 

presented together with each of their mean, median, maximum and minimum values. 
  
 In addition to this, Table 1 makes it clear that the average time spent on computer or video 

games turned out to be much the same as that for watching movies, while the time spent on 

music was somewhat lower. There are, however, bigger differences, pertaining to the 

maximum and minimum figures, within the group of participants.  
 
Table 1. All participants’ mean, median, maximum and minimum values; overall and separated into categories. 
 

All participants 
     

N=31 Overall Games Movies Music 
 

Mean 4,56 1,52 1,53 1,37 
 

Median 3,10 1,30 1,14 0,90 
 

Max. 13,57 5,25 6,00 12,00 
 

Min. 1,30 0,00 0,29 0,00 
 

 

 The tables below (Tables 2 and 3) show the mean and median, maximum and minimum 

values of the boys’ and girls’ digital spare time activities, respectively. The division of the 

tables follow the same pattern as Table 1; our three chosen categories divided into groups, 

with an “overall” category there to act as a summary. 
 

Tables 2 and 3. Girls’ and boys’ mean, median, maximum and minimum values overall and separated into 

categories 

Boys 
    

N=16 Overall Games Movies Music 

Mean 4,34 2,01 1,3 1,02 

Median 2,93 1,47 1 0,78 

 Max. 12,75 5,25 4 5 

Min. 1,3 0 0,3 0 

Girls 
    

N=15 Overall Games Movies Music 

Mean 4,79 0,99 1,7 2,02 

Median 3,42 0 1,29 1,32 

Max. 13,57 4,5 6 12 

Min. 1,5 0 0,29 0,29 
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. 
Table 4 presents the results of the analysis of Variance, ANOVA, test (outlined in the 

methods section) with the information summarized in Tables 2 and 3. 

 
Table 4. Analysis of Variance, gender and average number of hours spent daily on digital spare time activities. 
 

  Gender Spare time activities (hrs/d) N Sig. (2-tailed)* 
All 

Activities 
Boys 
Girls 

4,34 
4,79 

16 
15 

0,714 

Games Boys 
Girls 

2,01 
0,99 

16 
15 

0,083 

Movies Boys 
Girls 

1,30 
1,70 

16 
15 

0,471 

Music Boys 
Girls 

1,02 
2,02 

16 
15 

0,092 

 
*Sig. at alpha level .05 
 
As we allowed room for a 5 % possibility (an alpha level of .05) of chance playing a role in 

the final results, our significance level (in Table 4: Sig. (2-tailed)) would have had to be .05 

or below. Since this was not the case, as the lowest of our values was .083 (Table 4 - Games), 

chance could in theory account for 8,3 % of the differences between the boys’ and girls’ 

averages. This is not an acceptable level of risk, for the simple reason that a level higher 

than the standard of .05 can not be justified (Wetcher-Hendricks 2011, 163) as there are no 

exceptional circumstances to lean on. As can be seen in Table 4, values below the .05 mark 

are not a reality in this case. 
 

8.4. Listening comprehension test scores 
 
The final part of the current study was a listening exercise where the participants were asked 

to listen to a recording and to answer the questions asked in that recording, on an answering 

sheet. Ten questions were asked and all of the participating pupils handed in papers where 

they had at least tried to answer the questions. Table 5 shows the number of pupils who 

submitted a certain number of correct answers. For example, 3 boys and 2 girls submitted 

10 correct answers. In this table the participants are divided into boys and girls. 

 

 
 
 
 



 

26 
 

Table 5. Number of correct answers on listening exercise for boys and girls respectively. 
 
Correct Answers 0 1 2 3 4 5 6 7 8 9 10 Mean 

Boys 0 0 0 0 0 1 0 5 3 4 3 8,13 

Girls 1 1 1 0 0 2 3 1 3 1 2 6,07 

 
Table 5 also shows us that while the girls’ results are spread across the entire spectrum (one 

girl had no correct answers and two girls had 10), the boys’ results are more drawn towards 

the right (no boy had less than 5 correct answers). This distribution is the result of the boys’ 

mean result of 8,13 correct answers, as opposed to the girls’ 6,07. This means that the boys, 

on average, submitted answering sheets with two more correct answers than the girls. 
 
Table 6 - All activities.  
Number of correct answers on listening exercise, in relation to the average time (hrs) all the participants and 
the boys and girls, separately, spent on digital spare time activities daily. 
 

Correct 
Answers 

Average time (hrs) 
 (All) 

Average time (hrs) 
(Boys) 

Average time (hrs) 
(Girls) 

0 2,71* X 2,71** 

1 5,64* X 5,64** 

2 3,56* X 3,56** 

3 X X X 

4 X X X 

5 5,37 12,75** 1,68 

6 2,86* X 2,86** 

7 2,67 2,90 1,50** 

8 3,55 1,77 5,33 

9 7,46 6,08 13,00** 

10 6,42 4,18 9,79 

 
*Only one gender represented         **Only one participant 
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Table 6 gives us an overview of the relationship between number of correctly answered 

questions on the listening exercise and the average number of hours the participants in each 

category (All, Boys, Girls) spend on digital spare time activities daily. An example is that 

the average number of hours a participant who answered all ten questions correctly is 6,42 

hours. Another is that a boy who submitted 10 correct answers spend, on average, 4,18 hours 

on digital spare time activities on a daily basis. Note that Table 6 only shows the averages 

of all the digital spare time activities (computer and video games, movies and music) 

combined. More detailed tables of the same kind but separated into the Games, Movies and 

Music categories can be found in the Appendix section (Appendix 6). 

 

Lastly, the figure below (Figure 2), gives us an overview of the actual correlation between 

the pupils’ individual average number of hours spent on digital technology daily and the 

number of correct answers they submitted after taking part in the listening exercise. 

 
Figure 2. Correlation between hours spent on digital spare time activities daily and number of correct answers 
on listening exercise. 
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9. Discussion 
 
9.1. Introduction 
  

In this section the chosen research method, method of analysis and final results are 

discussed. Strengths and limitations are set against each other, and the methods’ usefulness, 

in the context of this study, are evaluated.  

 

9.2. Discussion of method 
  

To be able to gather the data needed to compile the results, the study was divided into two 

parts: a language diary “homework” and a listening comprehension exercise. These parts 

were analysed separately, as well as in relation to each other.  

  

9.2.1. Thoughts on structure - the language diary  
  

In this context, it must be stated that most of the participants submitted their homework 

forms on time, with great attention to detail. For example, some added exactly what they 

had done, for how many minutes, instead of hours spent on our broader categories. The 

minority, which did not hand in their homework forms, seem to have done one of three 

things. They either forgot to fill in their forms, bring their finished homework to school 

within the set time frame or did not finish the homework at all. 

  

When we handed out the homework forms we gave the pupils verbal instructions as to how 

they were to fill in the forms. Had we instead given the pupils detailed written instructions, 

it might have given them further incentive to do their homework. As it was, there were some 

students who, as mentioned above, did not submit their forms. Written instructions could 

also have helped the pupils remember more easily. 

  

Furthermore, the entire study could have been easier to carry out if we had put focus on one 

variable instead of three. For example, if the focus was on games alone, an analysis of the 

results had been much less complex. Also, the risk of participants not filling in their 

homework, due to the assignment’s week long nature, had been reduced. The problem with 

this, however, is that a large percentage of the participants (more girls than boys) claimed 

to have spent no time on games at all. A lack of other activities to choose from could have 

led to a lower number of submitted homework forms and an overrepresentation of boys. 
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Another alternative, which could have led to the same outcome, had been to be more specific 

as to what the different activities included.  That is, a more detailed version of the homework 

form, closer to the original language diary form we used as a starting point when 

constructing our own (Sylvén & Sundqvist 2012, 20).  For example, we could have defined 

“movies” as moving pictures and not simply allowed the participating pupils to make their 

own interpretation. Further definitions could have resulted in the pupils claiming to have 

spent more or less time on “movies”, depending on whether they included other forms of 

moving pictures or not. This does, in a way, affect the reliability of the study because of the 

relativity and openness of the activity categories presented in the homework form. The 

problem is, however, that more detailed information could have caused the pupils to get lost 

in the text and thus miss the big picture.  

 

All in all, while there are limitations to this method, fact remains that it did allow us to 

gather an, under the circumstances, adequate amount of usable data. It also turned out to be 

designed in such a way that there were no big misunderstandings. There were no questions 

about the procedure as a whole, nor were there any questions regarding the actual language 

diary form and its purpose.  

  

9.2.2. Thoughts and suggestions – listening exercise 
  

Concerning the listening exercise, we chose to evaluate this data separately before we put it 

in relation to the language diary homework, and there are a few things that need to be 

addressed. The first of these is the fact that before we chose to use a video (or recording) 

found online, we should have checked to see whether there is a praxis surrounding the use 

of premade materials. As it was, we received mixed messages from our supervisors when 

we asked about it in person, possibly because there is in fact no set rules on the subject. 

  

Therefore, the chosen exercise was compared to the Common European Frame of 

Reference, a number of frequently used teaching materials and the National Curriculum. 

While this was an adequate way of solving the problem, it would still have been better to 

have a directly responsible source, of satisfactory reliability, to lean on. 

 

Still, as the results show (see Table 5, p. 27), the distribution of participants across the 

spectrum turned out the way that could be expected. The test we chose was supposed to be 
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on a level slightly more difficult than what the pupils are used to, which shows in the small 

number of perfect scores.   

  

9.2.3. Connections between language diaries and listening exercise answering sheets 
  

Linking the language diary homework and the corresponding listening exercise did not 

present any problems at all. To code both parts of the study before the papers were handed 

out to the participants proved to be an all but failsafe way of keeping track of which listening 

exercise answer sheet should be attached to which homework form.   

 

9.2.4. Analysis 
  

Values, comparisons and conclusions were meant to be organized in such a way that the 

overall picture (all participants) is presented before the more detailed division into groups 

of boys and girls. In other words, our objective was to introduce a general topic and then 

separate it into sections. The alternative would have been to do it the other way around. That 

is, to start with the more detailed results of the boys and the girls and finish with a summary 

showing the overall results. The benefits of the two alternatives are much the same and are 

all along the line of division in order to find meaning in the midst of large quantities of 

information.  

 

The aim of this study was to find out if 6th graders who are high consumers of digital spare 

time activities, benefit from this when it comes to listening comprehension in English. 

Comparing the participants’ overall digital spare time activities with the scores from the 

listening exercise, the results do indicate that the first variable does indeed affect the other. 

This in line with the input hypothesis, which states that a lot of comprehensible input results 

in greater linguistic knowledge (Krashen 1991, 409-414). The current study shows a higher 

mean score on the listening comprehension exercise for the majority of the participants who 

claim to spend more time on digital spare time activities than the average pupil’s 4,56 hrs/d 

(see Table 6, p. 27). In short, a result which, at least to some extent, mirrors the theory 

behind the above mentioned hypothesis. 

  

The results do not show any scientifically significant differences within or between the 

groups of participants (see Table 4, p. 26). The answer to the question of whether there is a 

correlation between digital spare time activities and English listening comprehension was, 

however, still a positive one (see Figure 2, p. 28). It turned out that the correlation was weak 
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but present, something that, to some extent, coincided with our initial belief. The answer 

was not as obvious and clear cut as was expected but it is nevertheless a much favoured 

outcome. 

 

When analysing the data gathered from the language diary homework and the listening 

exercise, we realized that it was not as straightforward as one might believe. The analysis 

of the homework showed a number of significant outliers, outliers who arguably had an 

effect on the results. Due to their obvious differences, compared to the vast majority, they 

affected both the overall mean and median values. This in and of itself is not a bad thing but 

rather an interesting anomaly. It is possible, though, that these outliers were less adept at 

reflecting on what they had done with their time, and not reflecting their actual activities. 

This especially when considering the participants’ young age. 

  

One more thing that needs mentioning in the context of our analysis is the, in some cases, 

use of average (or mean) values and not the exact ones. This does not affect the results in 

any discernible ways, as the most important tables and figures make use of the exact 

numbers. However, it is still worth remembering that the initial comparisons between the 

boys and girls are based on the groups’ mean values, including the outliers. 

  

The lack of computer skills, in particular more specialized software such as SPSS, did make 

the process much more difficult than it had to be. We would have saved a lot of time and 

energy if at least one of us had used this kind of technology before. This could possibly 

have affected the presentation of the results. Still, as we are aware of this we have done our 

best to counteract our lack of knowledge in this field. 

  

9.2.5. Tools: figures and tables 
  

The results gathered from this study are presented as either figures or tables with a 

corresponding text that explains what it means. The reasons for using a mix of text and 

pictorial representation is that: a) the overall picture becomes clearer with visual support, b) 

the speed with which a person can find a quick answer increases and, c) it improves the 

disposition of an otherwise compact text. 

  

Nevertheless, there are some downsides to using this method as well. Firstly, if the tables 

and figures do not appear sufficiently integrated into the text they will appear bulky and out 



 

32 
 

of place. Secondly, a reader who focuses solely on the depictions of the results may easily 

lose track of details and, because of that, come to a too rash conclusion. Lastly, as there are 

a myriad different figures and tables that might be used at any given time, there is always a 

risk that the chosen one might not be the preferred mode of representation to all readers.  

 

9.2.6. Limitations 

  

In addition to the factors mentioned above there are a few more possible sources of error 

that need to be considered. The most prominent of these is the relatively small sample we 

used to draw our conclusions. 56 pupils were asked if they wanted to participate and in the 

end we could collect 31 sets of complete data. 

  

This was more than our benchmark of 25 but still less than what was needed to get a 

conclusive result. In this case, number of absent participants, lack of focus due to a turbulent 

school environment and old-fashioned bad memory played a large role in decimating the 

sample size. It is always hard to judge how many participants are needed to be able to draw 

a credible conclusion based on that single sample and this study was no exception. However, 

as this is a relatively small study, the number of participating pupils needed to be adjusted 

accordingly (Bryman 2012, 198). This leads to the conclusion that, under the circumstances, 

a greater number of participants would have made the gathering and analysis of data 

unmanageable.  

  

Moreover, in order for the listening exercise to go smoothly, we brought our own 

equipment. Due to a situation where our computers and the school’s connecting cables were 

not at all compatible with the speakers and projector at our disposal, it became necessary 

for us to find a new classroom. While this might not necessarily have had an impact on the 

final test scores it certainly made the processes that much more tasking for all involved. The 

conclusion is here that we need to be more thorough and ask more detailed questions of the 

teachers before actually going to the schools to carry out the tests. That is, questions 

concerning what exactly the limitations of their equipment are. A situation much harder to 

predict and even harder to counteract was the sound of another school’s speakers not 

working properly, something neither we nor the teacher could have predicted.  
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9.3. Discussion of results 
  

To come to a conclusion, the results of the two-part method needed to be examined. In the 

following few paragraphs the clarity and distribution of the resulting data are discussed, 

together with the correlation between number of hours spent on spare time activities and 

listening comprehension test scores.  

 

9.3.1. Clarity of results 
  

We strove to create meaning by mixing text and visual support. Because of this, the answers 

to the original research questions can be found if a reader takes the time to go through the 

results. The text, figures and tables were not meant to be read in separate pieces, but rather 

as a unit. The result of this is that while only the tables and figures or only the text can give 

a casual reader an overview, it is not possible to gather enough information that way to 

answer this study’s given research questions. The reasoning behind this is that while it is 

important that information is easily found and interpreted, it is also crucial to have a context 

into which each part fits seamlessly.  

  

9.3.2.  Comparison of boys’, girls’ and all participants’ overall results  
  

The following two parts of this section discuss the results and what they mean. To begin 

with, the average time spent on spare time activities among all the participants of this study 

is approximately 4,56 hours per day (see Table 1, p. 25). Girls spend an average of 0,45 

hours more (4,79 hours), each day, using digital technology, compared to the boys’ 4,34 

hours (see Tables 2-3, p. 25). When it comes to the three individual activities that are of 

interest in the current study (movies, music, video and computer games), there are some 

differences between the boys’ and girls’ digital consumption (see Tables 2 and 3, p. 28). 

One of the differences is to be found in the boys’ spare time activities, where it shows that 

they play more computer games (2,02 hrs/d) than the girls’ 1,02 hrs/d. Another difference 

worth noting is that the girls watch about 25 % more film and listen to twice as much music 

as the boys.  

 

While the results compiled after having completed the current study are, to some extent, 

inconclusive it is possible to see a connection to what has been established in earlier research 

on the subject. The data that was collected from the homework forms (see Tables 1-3, p. 

24) seems to coincide with results presented by the Swedish Media Council in their 2017 
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report on young people’s media habits (Medierådet 2017). The distribution of low and high 

consumers of digital spare time activities in their report (Ibid., 27) is much the same as that 

of this study.  

  

We might be inclined to draw the conclusion, when looking at Tables 2 and 3, that there are 

obvious differences between the boys’ and girls’ reported hours spent on digital spare time 

activities. The point to remember is, however, that there are no true, scientific differences 

(see Table 4, p. 25).  

  

Worth noting, too, is the median value for the girls’ game playing, which is zero (0) due to 

the large number of non-gamers in that group. Also, the curious differences of mean values 

when comparing the games and music categories in the two tables. An observant reader can 

see that the relationship between the two categories is the same in both the girls’ and boys’ 

tables (p. 24) but that it has been turned around. The boys play twice as much games as the 

girls and the girls listen to twice as much music as the boys. 

  

9.3.3. Correlation 
  

As for the relationship between the participants’ time spent on digital spare time activities 

and their number of correctly answered questions on the listening exercise, this is what we 

found: High consumers of digital spare time activities tended to score higher on the listening 

exercise. The correlation is not strong, though still slightly positive. This means that a 

relationship between digital spare time activities and listening comprehension in the target 

language does exist. However, it is not very clear and it would be a stretch to use it to draw 

any conclusions as to whether these digital activities actually promote the development of 

more advanced listening skills in 6th grade pupils. This is why it can be said that the extent 

to which repeated exposure to spoken English, by way of digital spare time activities, is 

limited.   

 

As stated in earlier chapters there have also been other researchers investigating the effect 

of digital activities on second language acquisition. Three studies that focused on extramural 

(or out-of-school) activities were of extra importance when the present study was first taking 

shape. These are all Swedish studies of a much larger size than that presented in this thesis. 

Compared to this study they have slightly different angles; one has a much wider scope 

(Sundqvist 2009) and the other two focus more on gaming than anything else (Sundqvist & 
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Sylvén 2012; Sundqvist 2019). In the present context, however, that is of little relevance as 

they have more factors in common with our study than there are factors that set them apart. 

 

These studies all showed more or less scientifically significant correlations between second 

language acquisition and time spent on digital spare time activities. Even though our study 

did not show any significant differences, it can still be argued that there is a tendency (see 

Figure 2, p. 28) that seems to follow along the same lines. It is therefore highly possible that 

if the sample size of this study had been more like that of the above mentioned studies, the 

results would have been more similar as well.  
 
9.4. Summary 
  

In this study we have investigated to what extent repeated exposure to spoken English, by 

way of digital spare time activities, has an effect on 6th grade pupils’ listening skills in the 

target language. What we realised is that, seen from an overall perspective, there is a 

tendency that suggests a positive correlation (Figure 2, p. 28) between the two variables. 

Many spare time hours spent on digital activities result in a higher score on the listening 

comprehension test. The strongest tendency is found in the computer and video gaming 

category. 
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10. Conclusion 
 

10.1. Predictions and reality 
  

At the beginning of this study we assumed that the exposure to, and consumption of, the 

English language, by way of digital spare time activities, affect 6th grade pupils’ listening 

comprehension skills. After having carried out the entire study, this proved to be correct. 

Though the results were not as pronounced as we expected. In the eyes of the general public 

the results of the current study might appear more obvious than they really are, due in part 

to values that can be misleading in their simplicity. For example, when a casual reader sees 

tables such as those on page 24 (Tables 2 and 3), it is easy to give them more importance 

than what is justifiable from a scientific perspective.   

  

This leads to the belief that while it is easy to draw conclusions based on personal experience 

and previous research, that does not mean that reality always coincides with predicted 

results. In other words, to find meaning and context, there needs to be a connection between 

abstract assumptions and reality. 

  

10.2. Practical implementation 
  

By being aware of the positive outcome of English input, in the form of digital games, music 

and movies, these kinds of digital tools can be used in schools to increase subconscious 

learning. That is, by presenting pupils with additional tools of a less traditional nature, give 

them another, hopefully more motivational, way of learning English. Worth mentioning is 

that this should act as a complement to established methods rather than a free-standing 

practice. 

A result of integrating this kind of practice into regular classroom environments will be 

more diverse input, which, arguably, should improve not only listening skills but also the 

language as a whole (Keaveney & Lundberg 2014, 33). This in turn, can be concluded like 

this: knowledge of the effect increased subconscious input can have on second language 

acquisition allows practitioners of pedagogy to boost motivation and add more fun elements 

to the school day. A well known fact is, after all, that pupils who are motivated perform 

better and are more likely to succeed in their quest to acquire knowledge (William & Leahy 

2015, 232-235). 
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10.3. Further research 
  

To better understand the effect(s) of digital spare time activities on pupils’ language 

acquisition, more research is needed. Earlier research on the possible correlation between 

digital extramural activities and second language acquisition has shown a clearer 

relationship between the two than the current study has (see Sundqvist & Sylvén 2012, 308-

314). However, much existing research focuses on activities carried out in a school 

environment (Thorne, Black & Sykes 2009, 802). This makes it all the more important to 

further investigate the effects of out-of-school activities on the acquisition of knowledge 

that may be of use in a classroom setting as well. 

  

Furthermore, in order to get more conclusive evidence as to exactly how much of an effect 

such out-of-school activities has on second language acquisition it is necessary to include a 

larger sample size. We are of the opinion that by using a larger number of participants in 

future studies the results would be clearer and prove more significant. This is the case 

because of the difference a single participant can make in a study as small as the present 

one, compared to one where the number of participants is three times as many or more. 

  

10.4. Final reflections 
  

During the course of this study both authors have been active and have cooperated 

throughout the entire process. Together we have planned the structure of this text, carried 

out the study, compiled and analysed the data. As a result, we are equally responsible for 

the contents of this thesis. Both authors have been actively present at meetings at the 

university and have discussed every step that needed to be taken on the road of completing 

the study. 
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11. Appendices 
 
 
Appendix 1 – Permission slip, English 
 
Requesting permission for Your child’s involvement in a study concerning listening comprehension 
skills in the English language, carried out by teachers-in-training at Umeå University as part of a 
Master’s thesis 
 
Hello legal guardian(s) of a child in 6th grade.  
 
We are teacher-in-training at Umeå University and intend to write our Master’s thesis on how children’s 
spare time activities affect their ability to understand spoken English, provided that said activities have 
any effect at all. Focus will be on 6th graders and those spare time activities we define as “digital”. This 
does, for example, include the use of computers or televisions for listening to music, watching movies or 
video clips and participation in online gaming.  
 
We intend to make use of a short task, which the pupils are to take home with them, in the form of a sort 
of diary where the pupil only has to record the number of hours he or she spends on each of the above 
mentioned activities during one full week. Thereafter, the pupils will be required to complete a listening 
exercise with a corresponding answering sheet that they fill in immediately afterwards.  
 
All answers will be anonymous, that is, nameless, so that no information can be connected to any one 
pupil. In addition to this, the names of the participating schools will never be mentioned in any part of 
the study or resulting text. The study will both commence and end during the month of February.   
 
The study is optional and both you as guardians and your children can decline participation from the start 
or make the decision to drop out of the study at any given time, all this according to the ethical guidelines 
outlined by Umeå University. Therefore, we would greatly appreciate it if you as legal guardians could 
fill in and sign this form, then send it back to the teacher responsible for your child’s class as soon as 
possible. 
 
Please read the alternatives concerning permission below and put a tick in one of the boxes, write today’s 
date and sign with your name: 
  
  I/we as legal guardian(s) give permission for my child to participate in this study 
  
 I/we as legal guardians do not give permission for my child to participate in this study 
  

Date _________ 
  
 
______________________________________________________________________________ 
Place Your signature here 
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If you have further questions, you are welcome to contact us on the mail addresses below: 
 
sola0093@umu.se 
ovlu0002@umu.se 
 
Kind Regards, 
 
Sofi Larsson 
Ove Lundberg 
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Appendix 2 – Permission slip, Swedish (original) 
 
Förfrågan om tillstånd för ert barns deltagande i en undersökning om hörförståelse 
i ämnet engelska vid lärarutbildningen vid Umeå universitet 
 
Hej vårdnadshavare för elever i årskurs 6!  
 
Vi är lärarstudenter vid Umeå Universitet och avser skriva vårt examensarbete om hur elevers 
fritidsaktiviteter påverkar deras förmåga att förstå talad engelska, förutsatt att dessa aktiviteter har någon 
som helst inverkan. Fokus kommer att ligga på elever i årskurs 6 och de fritidsaktiviteter som vi kallar 
“digitala”. Detta innebär exempelvis användning av dator eller tv för att lyssna på musik, se på film eller 
videoklipp, samt eventuellt deltagande i online-spel. 
 
Vi ämnar använda oss av en kort, hemskickad uppgift i form av en slags dagbok där eleven endast 
behöver notera det antal timmar, per dag, han eller hon ägnar åt de ovan nämnda fritidsaktiviteterna 
under en veckas tid. Efter inlämningen av uppgiften kommer eleven, på skolan, att få göra en kort 
hörförståelseövning som inte kommer att ha någon inverkan på elevens betyg i ämnet. 
 
Alla svar kommer att vara anonyma, alltså namnlösa, så att ingen information kan knytas till någon 
enskild elev. Skolorna som deltar i undersökningen kommer ej heller de att nämnas vid namn. 
Undersökningen kommer att genomföras under februari månad.  
 
Undersökningen är frivillig och både ni som vårdnadshavare och de berörda eleverna har rätt att neka 
till deltagande eller att ta tillbaka ert samtycke vid ett senare tillfälle, detta i enlighet med Umeå 
Universitets gällande etiska riktlinjer. Därför skulle vi nu önska att ni som vårdnadshavare fyller i och 
skriver under denna blankett och så fort som möjligt skicka tillbaka ert svar till ansvarig lärare. 
 
Var vänlig kryssa i ett av följande alternativ angående tillstånd, fyll i datum och skriv under med er/a 
namnteckning/ar: 
  
  Jag/vi som vårdnadshavare ger tillstånd till att mitt barn deltar i undersökningen 
  
  Jag/vi som vårdnadshavare ger inte tillstånd till att mitt barn deltar i undersökningen 
  

Datum _________ 
  
 
______________________________________________________________________________ 
Vårdnadshavares underskrift/er  
  
 
Har ni ytterligare frågor ber vi er kontakta oss på nedanstående mejladresser: 
 
sola0093@umu.se 
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ovlu0002@umu.se 
  
Med vänliga hälsningar, 
 
Sofi Larsson 
Ove Lundberg 
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Appendix 3 – Language diary/homework, English 
 
 
Fill in the blanks. You only need to fill in the blanks of the alternatives you 

have done. If you are not at home during the weekend, guess how many 
hours you would normally spend on the different activities. 

 
 

Monday 
 

I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 

 
Tuesday 

 
I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 
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Wednesday 
 

I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 

Thursday 
 

I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 
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Friday 
 

I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 

Saturday 
 
I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 
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Sunday 
 

I have played computer- or video games in English for _______ hours today. 
I have played computer- or video games in Swedish for _______ hours today. 
 
I have watched movies in English for ______ hours today. 
I have watched movies in Swedish for ______ hours today. 
 
I have listened to music in English for _____ hours today. 
I have listened to music in Swedish for _____ hours today. 
 
I have done something else (played Ice Hockey, floorball, read books…) for         
_____ hours today. 
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Appendix 4 – Language diary/homework, Swedish (original) 
 

Fyll i rutorna. Du skriver bara på de rader du har gjort. Är du bortrest eller 
liknande under helgen så gissa ungefär hur många timmar du vanligtvis gör 

de olika sakerna. 
 

Måndag 
 

Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 
 

Tisdag 
 
Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 
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Onsdag 
 
Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 

 

Torsdag 
 
Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 
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Fredag 
 
Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 

Lördag 
 
Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 
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Söndag 
 
Jag har spelat data – eller tv-spel på engelska i _______ timmar idag. 
Jag har spelat data – eller tv-spel på svenska i _______ timmar idag. 
 
Jag har sett på film med engelskt tal i ______ timmar idag. 
Jag har sett på film med svenskt tal i ______ timmar idag. 
 
Jag har lyssnat på musik på engelska i _____ timmar idag. 
Jag har lyssnat på musik på svenska i _____ timmar idag. 
 
Jag har gjort något annat (spelat hockey, innebandy, läst böcker…) i _____ timmar 
idag. 
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Appendix 5 – Answer sheet for listening exercise 
 
 

Circle the right alternative – There is only one correct answer 

     

1. Where will the friends meet?                           
 A B C 

2. What has the girl forgotten to bring? 

 A B C 

3. Which TV programme is on at 9 o’clock tonight? 

 A B C 

4. How will the man book tickets for the show? 

 A B C 

5. What will the man do this winter? 

 A B C 

6. How does the man want the woman to help him? 

 A B C 

7. Which house did the woman stay in? 

 A B C 

 

1. Where are the dictionaries? 

 A B C 

2. Which evening dress does the woman decide to wear? 

 A B C 

3. What is the man’s job now? 

 A B C 
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Appendix 6 – Tables 7-9 
 
Table 7 - Games.  
Number of correct answers on listening exercise, in relation to the average time all the participants and the 
boys and girls, separately, spent on playing digital games. 
 

 
        *Only one gender represented         **Only one participan 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Correct Answers Mean (All) Mean (Boys) Mean (Girls)  

0 0* X 0**  

1 2,64* X 2,64**  

2 2,14* X 2,14**  

3 X X X  

4 X X X  

5 1,75 5,25** 0  

6 0,52* X 0,52  

7 1,01 1,21 0**  

8 0,23 1,4 0  

9 3,22 3,02 4**  

10 2,39 2,48 4,5  
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Table 8 – Movies.  
Number of correct answers on listening exercise, in relation to the average time all the participants and the boys and 
girls, separately, spent on film. 
 

 Correct Answers Mean (All) Mean (Boys) Mean (Girls) 

 0 1,14* X 1,14** 

 1 2,29* X 2,29** 

 2 0,64* X 0,64** 

 3 X X X 

 4 X X X 

 5 1,6 2,5** 1,15* 

 6 1,19* X 1,19 

 7 0,86 0,98 0,29** 

 8 1,62 1,01 2,22 

 9 2,98 2,23 6** 

 10 1,02 0,85 1,29 
 
*Only one gender represented         **Only one participant 
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Table 9 - Music.  
Number of correct answers on listening exercise, in relation to the average time all the participants and the boys and 
girls, separately, spent on music.   
 

 
*Only one gender represented         **Only one participant 
 
 
 

Correct Answers Mean (All) Mean (Boys) Mean (Girls) 

0 1,57* X 1,57** 

1 0,71* X 0,71** 

2 0,78* X 0,78** 

3 X X X 

4 X X X 

5 1,03 1** 0,53 

6 1,14* X 1,14 

7 0,62 0,7 1,21** 

8 1,2 0,35 2,05 

9 1,4 1 3** 

10 2,98 0,8 6,25 


