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Abstract 

This thesis investigates the potential of The Sims 3 as a tool for incidental English vocabulary 

learning among young adult learners, drawing on theories of second language acquisition by 

Krashen (1981; 1982), incidental vocabulary learning by Gass (1999) and Hulstijn (2001), 

extramural English by Sundqvist (2009), and digital-based games in language learning by Sadoski 

(2005) and Prensky (2001). The study explores how simulation games can support second language 

(L2) development through engaging and contextualised experiences. It aims to answer three 

research questions, regarding (a) players’ report on their perceived vocabulary learning in L2 

English through playing The Sims 3, (b) types of vocabulary frequently encountered in the game, 

and (c) the presentation of repetitive vocabulary in The Sims 3 that supports learning. Using a 

mixed-methods approach, data were collected via a questionnaire, interviews, a vocabulary 

recognition test, and lexical analysis of in-game content. The findings indicate that most vocabulary 

in The Sims 3 presents a beginner level and is often related to everyday life, careers, and interior 

design. Its repetitive and contextualized nature may enhance learners’ recognition and retention of 

English words. Although participants did not attribute their language learning primarily to 

gameplay, many reported increased curiosity and awareness of new words during the vocabulary 

test, indicating a potential for incidental vocabulary acquisition. The study concludes that 

simulation games like The Sims 3, when accompanied by specifically designed learning materials, 

hold promise as supportive tools in language education. 

 

Keywords: second language learning, incidental language learning, extramural English, video 

games, simulation games, The Sims 
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1 Introduction 

This study investigates the acquisition of English vocabulary among young adult players through 

the simulation game The Sims 3 (Electronic Arts, 2009), using a mixed-methods approach. The 

research addresses three questions exploring both the role of vocabulary elements in the game and 

the types of vocabulary most frequently encountered. The study deals with topics such as second 

language acquisition, simulation games, The Sims franchise as well as its language-learning 

potential, and the types of texts found in The Sims 3. 

1.1 Aim of the Study 

The aim of this thesis is to analyze the reported effects of playing The Sims 3 on English vocabulary 

acquisition among young adults. It explores how various vocabulary elements within the game may 

contribute to incidental vocabulary learning and includes an analysis of vocabulary types of those 

elements. 

1.2 Research Questions 

This study addresses three research questions focused on both the game’s vocabulary and the 

players’ personal perceptions of learning vocabulary through gameplay: 

RQ1: What do players report regarding their perceived vocabulary learning in L2 English through 

playing The Sims 3?  

RQ2: What types of vocabulary are most frequently encountered in The Sims 3? 

RQ3: How does the presentation of repetitive vocabulary in The Sims 3 support learning? 

This approach allows the study to explore incidental language learning through a mixed-methods 

analysis of The Sims 3. 

1.3 Significance of the Study 

This study aims to highlight under-examined aspects of previous research and adds new insights 

into digital game-based language learning (DGBLL). One of the key aims is to explore alternative, 

learner-controlled methods of language acquisition, particularly those with relaxed, immersive 

environments where repeated exposure to language occurs naturally. It also examines how 

simulation games might support vocabulary useful in day-to-day conversation. 

Two relevant aspects are discussed in greater detail in subsequent sections: the cultural 

influence of American imperialism embedded in The Sims franchise (see 2.3.3.2), and the 
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demographic profile of The Sims 3’s audience (see 2.3.1.1). The former is particularly significant 

in understanding the type of vocabulary that players are repeatedly exposed to. Since The Sims 3 

was developed in a U.S.-centric cultural context, it reflects American social structures, consumer 

habits, and workplace norms — elements that influence the game’s lexical content. As a result, 

learners may acquire not only English vocabulary but also specific cultural references, idioms, and 

value-loaded terms that mirror American societal norms. This raises important questions about the 

kinds of worldviews being implicitly conveyed alongside language. 

Furthermore, simulation games are still relatively underexplored in the context of DGBLL 

when compared to genres such as Role-Playing Games (RPGs) and Massively Multiplayer Online 

Role-Playing Games (MMORPGs). Existing research tends to focus on oral interaction and 

communication with native speakers, whereas simulation games present an opportunity to examine 

the association between a player and in-game texts. This study aims to shed more light on these 

dynamics and suggest possible directions for future research. 
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2 Literature Review 

This chapter reviews theoretical and empirical research relevant to vocabulary acquisition through 

digital gaming, providing the conceptual foundation for the present study. It begins by introducing 

key concepts in second language acquisition (SLA), including incidental vocabulary learning (IVL) 

and extramural English (EE), which are particularly pertinent to the study’s focus on out-of-

classroom language exposure. 

The chapter then turns to digital game-based language learning (DGBLL), offering a 

synthesis of how video games have been integrated into language education. Special attention is 

given to existing research on the educational potential of video games, with an emphasis on 

simulation games and The Sims franchise. By examining these areas, the review outlines the 

broader scholarly landscape and situates the current investigation within ongoing academic 

discourse. 

2.1 Second Language Acquisition 

The process of second language acquisition typically begins after the acquisition of a first language 

has been finished (Krashen, 1982). According to Krashen (1981), there are two primary ways to 

learn a second language: subconsciously (through acquisition) and consciously (through learning). 

Learning typically refers to formal instruction, such as in a classroom setting, whereas 

acquisition may occur through natural exposure, such as through conversation with native speakers 

(Krashen, 1981, 1982). While some scholars use the terms acquisition and learning 

interchangeably, others argue for a clearer differentiation (Sundqvist, 2009, p. 11). In the present 

study, the terms will be used interchangeably. 

Haynes (2007) identifies five stages in the process of acquiring a second language: 

1. Preproduction – up to 500 words; 

2. Early production – up to 1000 words; 

3. Speech emergence – around 3000 words; 

4. Intermediate fluency – around 6000 words; 

5. Advanced fluency – typically achieved after five to ten years of continued study. 

It is possible for learners to acquire incorrect forms or usage due to the influence of their first 

language; these errors, known as interlanguage errors, are a natural part of the learning process 

(Ellis, 2008). 
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Communication plays a key role in SLA. Learners may encounter internal barriers such as 

the pressure of self-imposed expectations (Hulstijn, 2001, p. 258). To make progress in SLA, the 

learner must be consciously and actively engaged in the process (Hulstijn, 2001, p. 272). 

2.1.1 Incidental Vocabulary Learning 

Incidental vocabulary learning (IVL) refers to the process of acquiring new lexical knowledge 

without a conscious effort to learn, as defined by Richards and Schmidt (2002). It is considered 

“the by-product of an activity which is not explicitly designed for vocabulary learning,” as stated 

by Rodgers and Webb (2019, p. 2) who refer to Gass (1999) and Hulstijn (2001). 

Sundqvist and Sylvén (2016) propose that IVL should be regarded as a subcategory of 

extramural English (EE), as the latter encompasses both incidental and intentional language 

learning (p. 8). In the context of second language learning, incidental input should ideally be 

engaging and enjoyable; therefore, it is recommended that learners use materials aligned with their 

personal interests (Day & Bamford, 1998). 

There is substantial support for the efficiency of incidental learning in the literature, with 

some scholars discouraging the exclusive use of rigid, intentional teaching techniques (Krashen, 

1989). However, the concept has also been critiqued. For instance, McGeoch (1942) argued that 

truly incidental learning is difficult to prove, as one cannot be certain that no intention to learn was 

present. Nonetheless, one of the main advantages of incidental learning lies in its potential to foster 

vocabulary growth. According to Nagy and Herman (1987), even without explicit instruction, 

learners can significantly expand their lexical knowledge through incidental exposure. Rodgers and 

Webb (2019) found that watching television shows can be as beneficial for second language 

vocabulary acquisition as reading books; their study suggests that incidental learning occurs 

gradually through repeated exposure to the same words in varied contexts (p. 25). 

2.1.2 Extramural English 

The term Extramural English was introduced by Sundqvist in her 2009 PhD dissertation. She 

defines it as “the English that learners come in contact with or are involved in outside the walls of 

the classroom” (Sundqvist, 2009, p. 24). EE encompasses situations in which students acquire 

vocabulary outside of formal instruction (whether intentionally or unintentionally) or even due to 

peer influence (Sundqvist, 2009, pp. 25–26). 
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Sundqvist’s aim was to create a term free of negative connotations that would emphasize 

two key aspects of language learning: input and output (2009, p. 25). In contrast, Benson (2001) 

refers to this phenomenon as out-of-class learning, which he defines as learning that occurs beyond 

the classroom and is driven by the learner’s own motivation. 

Sundqvist (2009) highlights the role of digital technologies, particularly Internet access and 

video games, as significant opportunities for learning English within the scope of EE (p. 35). 

Sundqvist and Sylvén (2016) further identify a variety of EE activities, including scrolling through 

English-language websites and playing video games either online or offline (p. 7). 

2.2 Digital Games in Language Learning 

Vocabulary knowledge develops through systematic learning, requiring both contextualized 

instruction and incidental exposure to lexical items (Moody et al., 2018; Zuo & Yan, 2019). Digital 

game-based language learning supports this process by allowing players to acquire new vocabulary 

through meaningful associations between words and their contexts (Sadoski, 2005). Zou et al. 

(2021) emphasize that DGBLL can be particularly beneficial for language learners at the beginner 

level, offering support through engaging and interactive learning environments. Key elements that 

encourage and motivate learners within DGBLL include clear objectives, engaging representation, 

and compelling narratives (Prensky, 2001). These game design features help maintain learner 

interest and enhance language acquisition. Reindeers and Wattana (2015), referencing Gee (2009), 

highlight that digital games use enjoyment and fun as tools to guide players through problem-

solving tasks, thereby promoting learning (p. 38). Similarly, Chowdhury et al. (2024) found that 

the effectiveness of DGBLL increases when the learning experience is both meaningful and 

enjoyable (p. 8). 

2.3 Previous Research on Video Games and Language Acquisition 

Research increasingly acknowledges the potential of video games to support SLA through 

mechanisms such as immersion, interactivity, and engagement. Although multiplayer games have 

received significant scholarly attention due to their communicative features, single-player games – 

particularly within the simulation genre – remain underexplored. 

This section addresses that gap by examining studies related to video games and language 

learning, structured into three subsections. The first reviews general research on the educational 

value of video games and briefly considers gender-related differences in gaming practices. The 
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second focuses on simulation games, discussing their pedagogical potential and genre-specific 

attributes. The third examines The Sims franchise, combining a short historical overview with an 

analysis of its relevance to vocabulary learning. 

2.3.1 General Video Games and Language Acquisition 

Video games serve as a powerful foundation for exposure to authentic language (i.e. naturally 

occurring, context-rich language used by native speakers) and can act as a catalyst for language 

acquisition (Hung et al., 2018, p. 5). The relationship between a player and a game is inherently 

interactive, requiring the exchange of inputs and responses (Jansz, 2015, p. 268). This interaction 

fosters deep engagement, as players actively respond to in-game stimuli and make decisions that 

influence the game’s progression. 

Through this engagement, players are able to interact with content in a personalized and 

immersive manner (Cermak-Sassenrath, 2015, p. 94). Immersion (the deep psychological and 

emotional involvement a player experiences while engaging with a game) plays a crucial role in 

the learning process, as it links time and effort with the player’s emotional investment in the game 

world, including the scenery and lore (Jansz, 2015, p. 269; Gee, 2003). It can thus be assumed that 

immersion significantly enhances the language-learning potential of video games. 

Scheuerl (1965) argues that learning tends to be most gratifying when it occurs through 

enjoyable activities. Story-driven games, in particular, require greater focus and attention compared 

to those without a narrative (Jansz, 2015, p. 268). These games often simulate real-world 

experiences, allowing players to engage with activities that resemble real-life tasks without being 

exposed to them directly (Peterson, 2021, p. 2). 

Players may be presented with goal-oriented, problem-based tasks, all within a risk-free 

digital environment (one where errors have no real-world consequences and experimentation is 

encouraged) populated by others with similar interests (Jansz, 2015, p. 274). The possibility to 

inhabit different worlds and adopt alternative identities is another notable feature of video games, 

which offers both autonomy (freedom to make independent decisions) and creativity (Gee, 2003, 

p. 139). In this sense, video games act as personal laboratories in which players can explore content 

and engage in social experimentation (Jansz, 2015, p. 274). 

Games create a space that balances between mundane life and illusion, though neither is 

fully realized, as Scheuerl (1965) notes. In this ambiguous yet stimulating environment, learning 

is prompted through the process of trial and error. Cermak-Sassenrath (2015) describes this as a 
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cycle in which players refine their understanding of mechanics and vocabulary content through 

constant interaction (pp. 95–96). 

Digital games can be beneficial in classroom language-learning contexts, although the type 

of activities best suited for this purpose remains to be further specified (Hung et al., 2018, p. 4). 

Interestingly, a study by deHaan et al. (2010) found that watching gameplay may, in some cases, 

result in greater language acquisition than active play, introducing a contradictory perspective on 

the benefits of interaction. 

The high number of video game sales may serve as a useful indicator for educators 

considering their integration into teaching practices, as it reflects both popularity and potential 

learner engagement (Hung et al., 2018, p. 9). Massively multiplayer online role-playing games 

(MMORPGs), in particular, provide role-playing opportunities that mimic reality, offering valuable 

linguistic contexts (Peterson, 2010, p. 430). 

Another crucial aspect for language development is the presence of online communities. 

According to Thorne et al. (2012), these communities are often international and driven by 

purposeful language use. Additionally, Bryant (2006) notes that certain multiplayer games can 

foster a friendly environment, particularly those designed with cooperative goals or community 

moderation in mind; however, this may vary significantly depending on the game’s genre, and 

player base. Qasim (2021) highlights that video games offer more than linguistic input; they allow 

players to become part of social networks, thereby enhancing language learning (pp. 207–208). 

These ideas echo Vygotsky’s (1978) theory that social interaction is fundamental to the learning 

process, something which is clearly reflected in gaming environments. While this is evident in 

many multiplayer gaming environments, it is worth noting that The Sims is a single-player game. 

However, players may still engage in simulated social interaction with non-player characters 

(NPCs) through texts, which can replicate certain aspects of real-world communication. 

Hung et al. (2018) also note that video games often serve as a basis for community creation 

beyond the game itself, further reinforcing learning potential through interpersonal exchanges (p. 

5).  

2.3.1.1 Gender and Gaming 

It is worth briefly acknowledging how gendered dynamics may shape learners’ experiences with 

digital games. Much of the earlier research on video games has been criticized for gender bias, 

largely due to male dominance in gaming culture (Jansz, 2015, p. 277). Jansz and Vosmeer (2009) 
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coined the term “green-brown games” to describe those aimed at stereotypical male interests – 

typically military combat and sports, where camouflage and turf dominate the visuals (Jansz, 2015, 

p. 270). In contrast, “pink games” were designed with women in mind through themes of caregiving 

and social interaction, often using pastel color schemes and non-competitive gameplay (Jansz, 

2015, p. 270; Schott & Horrell, 2000). As a result, boys and men may benefit more from gaming 

environments due to the predominance of male-oriented content (Jansz, 2015, p. 271).  

While these categorizations are increasingly seen as reductive, they highlight how gender 

stereotypes have historically shaped game design. According to Reinhardt et al. (2014), the 

learners’ attitudes toward video games – including perceived relevance or interest – can affect how 

they engage with games for language learning.  

2.3.2 Simulation Games and Language Acquisition 

Simulation games gained popularity due to their design, which mimics real-life activities such as 

doing laundry, walking a dog, or developing romantic relationships. These games immerse players 

in everyday scenarios, offering exposure not only to visuals but also to linguistic content. Players 

frequently engage with text-heavy interfaces, item and character descriptions, and in-game 

notifications and pop-ups, all of which contribute to the incidental learning of everyday vocabulary. 

Simulation games have been described as an effective tool for language learning because 

they provide immersive environments that promote decision-making and problem-solving (Gee, 

2003). Simulation games offer valuable insights into various topics. Such games give players 

agency, allowing them to make their own choices and explore the consequences of their actions. 

According to Cermak-Sassenrath (2015), video games offer a safe space for players to experience 

both success and failure, fostering learning through experimentation and reflection (p. 97). 

While many simulation games are presented in realistic settings, others contain fantasy 

elements, such as magic, apocalyptic scenarios, or biblical motifs. These alternative realities can 

support the development of critical thinking skills and enhance learners’ understanding of cause-

and-effect relationships. 

Simulation games often involve solving problems within the game world, reinforcing 

learning through trial and error. Mayer (2009) emphasizes that these experiences allow players to 

take actions and observe the resulting outcomes, which facilitates active learning. This view is 

supported by Miller and Hegelheimer (2006), who note that the learning process in simulation 

games, though primarily driven by entertainment, also involves receiving feedback from the game 
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environment, contributing to improved knowledge retention (p. 312). In the context of language 

learning, this feedback often involves vocabulary use, comprehension of instructions, and 

engagement with authentic linguistic input. 

Research by Schwienhorst (2002) and Strickland et al. (1987) highlights that simulation 

games frequently incorporate real-world language and concepts, thereby enabling learners to 

deepen their understanding of the subject matter – especially in terms of language use.  

As Gee (2003) observes, games often mirror aspects of real life, providing an interactive 

and engaging medium through which players can explore experiences beyond their everyday reality 

(p. 11). Jansz (2015) adds that games allow individuals to test out possibilities that may be 

inaccessible in their real lives due to social, financial, or personal limitations (p. 267). This aspect 

enhances not only learner autonomy but also the relevance and emotional impact of the language 

encountered in these environments. 

Simulation games can place players in contexts that mimic real-life situations and expose 

them to authentic language use (Miller & Hegelheimer, 2006, p. 313). In the context of vocabulary 

acquisition, such games offer repeated exposure to everyday language, especially in simulation 

titles like The Sims. As Miller and Hegelheimer (2006) point out, there are no universally accepted 

conclusions regarding their impact on language learning, as the outcomes often depend on the 

individual’s level of engagement and the presence of supplementary learning materials (p. 313). 

Reinhardt (2017) observes that simulation games are typically limited to specific registers 

and tend to focus on the vocabulary of everyday life, defined as routine, concrete actions and 

interactions such as eating, dressing, or using household objects. This makes them particularly 

accessible to learners, especially when they do not require deep cultural background knowledge to 

be understood – an advantage also highlighted by Thorne et al. (2009). These features enable 

players to engage with practical language in a manageable and familiar context. 

Additionally, simulation games often carry minimal consequences after failure, which 

enhances a low-stress environment where learners can experiment with various scenarios and 

language forms without fear of real-world repercussions (Reinhardt, 2017). In terms of language, 

failure may involve misunderstanding vocabulary, misinterpreting instructions, or choosing 

incorrect dialogue options. 

Gamers also have the freedom to adopt and perform different identities during gameplay, 

allowing for personalized and flexible language interaction (Jansz, 2015, p. 270). This may include 
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choosing formal or informal dialogue, negotiating roles, or adapting language use to the in-game 

context – skills that are relevant for SLA, particularly within communicative and task-based 

approaches. While player actions within a simulation are grounded in the game’s mechanics and 

rules, their consequences are confined to the digital environment, encouraging risk-taking and 

creativity – further supporting the idea that these environments allow learners to take linguistic 

risks without fear of real-world consequences (Cermak-Sassenrath, 2015, p. 104). 

Additionally, simulation games are not without drawbacks. Their vocabulary scope may be 

narrow, focusing predominantly on everyday life and lacking exposure to academic, technical, or 

culturally nuanced language (Reinhardt, 2017). Furthermore, not all learners may find the genre 

engaging or relevant, especially if the games’s scenarios are culturally unfamiliar or personally 

unappealing. The solitary nature of many simulation games (e.g., The Sims) can also limit 

opportunities for meaningful, social interaction – an important factor in many theories of SLA. 

2.3.3 The Sims and Language Acquisition 

The Sims franchise is internationally recognized, both as a cultural phenomenon and as a significant 

part of gaming history. Beyond its entertainment value, it also offers opportunities for vocabulary 

learning and language exposure. 

This section explores the franchise’s potential for language learning by reviewing relevant 

scholarly literature. Additionally, a brief history is provided of how the first game gained 

popularity, and how the subsequent installments have maintained its core gameplay features. 

2.3.3.1 The Sims Franchise 

The Sims franchise began in 2000 with the release of The Sims (Electronic Arts, 2000), which 

quickly became a bestseller. As of mid-2025, the franchise includes four main installments, 

alongside numerous expansion packs and downloadable content (Belcher, 2025). 

The Sims allows players to create and control a virtual family in a life simulation 

environment (Croal, 2002). Unlike traditional goal-oriented games, The Sims offers a sandbox 

experience where players are free to guide their characters’ lives, including decisions related to 

careers, relationships, daily routines, and household management. The game’s mechanics are 

grounded in realism, enabling players to simulate everyday life experiences (Croal, 2002). 

A core feature of The Sims is the responsibility it places on players. They must attend to the 

physical, emotional, and career-related needs of their characters (referred to as Sims) while also 
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managing their environments, such as decorating and maintaining their homes (Ranalli, 2008, p. 

445). In the first installment, players could manage up to ten households, all located in a 

quintessentially American suburban neighborhood (Miller & Hegelheimer, 2006, p. 316; Ranalli, 

2008, p. 446). Additionally, players could pursue career paths and expand their homes (Electronic 

Arts, n.d.). 

In February 2025, the franchise celebrated its 25th anniversary (Belcher, 2025). Over the 

years, it has developed a global fanbase and vibrant communities across platforms such as Reddit 

or Facebook. This has fostered not only engagement with the game but also social interaction 

among players. One notable example is the fan-driven investigation into the mysterious 

disappearance of Bella Goth (née Bachelor), a central and recurring character. This case captivated 

fans and brought together both The Sims enthusiasts and true crime amateurs (Hara, 2023). 

Discussions around Bella’s disappearance have taken place primarily on English-speaking forums, 

encouraging international players to use it and expand their vocabulary through interaction. 

 Although The Sims simulates everyday life, it also incorporates fantastical elements via 

expansion packs, including witchcraft, time travel, alien male pregnancy, and even the ability to 

prevent death through interactions with the Grim Reaper. These additions provide playful 

alternatives to real-life scenarios while preserving the game’s core focus on daily activities and 

personal agency. 

The base game of The Sims 3 contains minimal supernatural elements, making it one of the 

more realistic entries in the series. The franchise’s long history has resulted in evolving 

representations of reality. One example is fashion: The Sims 2 (Electronic Arts, 2004) serves as a 

kind of time capsule, showcasing early-2000s fashion trends that are now either forgotten or 

nostalgically associated with that era. 

Technological evolution is another notable theme. In the original game, communication 

was limited to corded landline phones. In The Sims 2, wall-mounted cordless phones were 

introduced. By The Sims 3, Sims could own cell phones, and with the University Life expansion 

pack, smartphones became available, offering features such as online dating apps. Although The 

Sims 3 is technically a prequel to The Sims 2, its depiction of technology reflects the period in 

which it was created. Finally, The Sims 4 (Electronic Arts, 2014) equips Sims with advanced 

smartphones by default, allowing them to make calls, play games, livestream, or engage in online 
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trolling. These technological changes mirror real-world developments and demonstrate the 

franchise’s effort to remain contemporary. 

 

Figure 1: Screenshot from personal gameplay of the author of The Sims 3. 

Provided by: Electronic Arts. 

Through detailed textual descriptions of actions, traits, careers, and interactions, The Sims 

franchise presents a language-rich environment grounded in modern life. This realism, paired with 

player autonomy and an evolving game world, makes the game engaging and educational. Players 

must adapt to changing scenarios, make decisions, and interpret context-specific language. 

 While all spoken dialogue in the game is in the fictional language Simlish, the written text 

– used extensively throughout gameplay – is presented in English, which adds to the immersive 

experience (Ranalli, 2008, p. 445). Moreover, from the earliest versions, players have had the 

possibility to create custom content, allowing for greater creativity and interaction (Peterson, 2021, 

p. 3). The franchise consistently revolves around activities grounded in everyday life, which makes 

it a valuable platform for contextualized second language learning (Peterson, 2021, p. 4). 

DeKeyser (2010) emphasizes that contextualized environments are crucial in second 

language acquisition, as they help learners associate language with meaning through experience. 
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In SLA, contextualized environments refer to settings where language is embedded in meaningful, 

real-life-like situations, allowing learners to infer meaning and function from use (DeKeyser, 

2010). In this regard, The Sims offers a dynamic simulation where players naturally engage with 

language, aiding vocabulary development and reinforcing understanding through repeated 

exposure and active use. 

2.3.3.2 Language Acquisition within The Sims Installments 

The Sims presents a life simulation in which players can guide characters through daily routines 

such as eating, talking, working, and sleeping. These gameplay elements offer a simplified 

representation of North American life (Miller & Hegelheimer, 2006, p. 314). The first installment 

of the game is culturally grounded in American norms and emphasizes capitalistic goals, reflecting 

broader socio-cultural ideologies (Miller & Hegelheimer, 2006, p. 322). This cultural focus also 

contributes to what Miller and Hegelheimer (2006) describe as a form of American imperialism in 

language learning, which may appeal to some learners while discouraging or alienating others who 

are reserved to American culture (p. 322). This aligns with concerns about cultural imperialism, 

where players are influenced by the values and norms embedded within the American-centric game 

environment (Miller & Hegelheimer, 2006, p. 314). 

 Designed for teenagers and adults, The Sims features vocabulary that is accessible to both 

native and non-native English speakers (Miller & Hegelheimer, 2006, p. 314). The first game 

includes approximately 2,000 high-frequency English words – making it linguistically appropriate 

for learners (Miller & Hegelheimer, 2006, p. 314). The game provides exposure to vocabulary 

commonly used in daily routines and domestic contexts, such as words related to household tasks, 

basic needs, and interpersonal interactions (which this thesis defines as “everyday vocabulary”), 

offering opportunities for incidental L2 input (Peterson, 2021, p. 4; Krashen, 1985). Vocabulary 

related to household items, furniture, descriptive adjectives, and basic action verbs is especially 

prevalent (Ranalli, 2008, p. 443). 

However, Miller and Hegelheimer (2006) also note limitations – while the game contains 

vocabulary useful for navigating everyday situations in English, it is not explicitly designed for 

language education (p. 315). Moreover, since players control their in-game actions, it becomes 

difficult to linguistically prepare students for specific content or interactions they might encounter 

(Miller & Hegelheimer, 2006, p. 322). 
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 Several studies demonstrate that The Sims can support vocabulary acquisition when 

combined with structured learning materials. For instance, Miller and Hegelheimer (2006) 

conducted a study with ESL students at a U.S. university; Wang (2009) explored Taiwanese 

learners using game-based vocabulary lists; and Ranalli (2008) examined intermediate learners 

using The Sims alongside pre- and post-game language tasks in a classroom setting. Similarly, 

Bakar and Nosratirad (2013), in their study on The Sims 3, observed that beginner-level English 

learners were able to recall and apply vocabulary encountered in the game in real-life contexts. 

Their findings also included learner feedback, with participants reporting that The Sims 3 helped 

them retain newly acquired vocabulary. 

 An additional dimension of learning emerges through the game’s simulated life experience. 

As Gee (2003) suggests, playing as a Sim can offer players an alternative perspective on life, 

encouraging reflection on values and decision-making (p. 140). The ability to shape characters’ 

lives and relationships allows for reflection and critical thinking, which can enhance cognitive 

engagement with the language (Peterson, 2010). 

To prevent overexposure to repeated English voice lines, which could lead to a sense of 

monotony and reduced engagement, the creators of The Sims introduced a fictional language known 

as Simlish (Belcher, 2025). While the characters speak in Simlish, television and media within the 

game are accompanied by subtitles in a made-up language, which limits exposure to authentic 

spoken English. This hinders the language learning process and could be addressed by offering 

players the option to switch the spoken language to English for increased input and learning 

opportunities. 

The Sims is also notable for its popularity among female players. Unlike many video games, 

it avoids stereotypical portrayals of women and offers a gameplay experience centered on 

individuality and relaxation (Jansz, 2015, p. 271). Referring to Vosmeer’s (2010) findings, Jansz 

(2015) reports that many women found enjoyment in the game’s emphasis on autonomy and 

creative expression (p. 275). Furthermore, drawing on Hermes’ (1995) comparison, Jansz (2015) 

discusses that just as romance novels provide a form of healthy escapism, so too does gaming – 

offering women a break from social pressures and domestic responsibilities (p. 275). 

According to statistics from the Swedish Media Council (Medierådet, 2008), which 

surveyed Swedish youth aged 9–16 about their gaming habits, boys generally reported spending 

more time gaming than girls. Sundqvist’s (2009) analysis, based on a Swedish educational context, 
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suggests that during the mid-2000s, girls tended to prefer single-player games like The Sims and 

The Sims 2, whereas boys gravitated more toward MMORPGs and multiplayer titles (pp. 18, 29–

30).
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3 Material and Method 

By combining both qualitative and quantitative approaches, the study aims to provide a well-

rounded perspective on how gameplay may support language acquisition. This chapter outlines the 

methodological framework of the study. It presents the research design, participant profile, the data 

collection methods used to explore the potential of The Sims 3 as a tool for English vocabulary 

development, and the procedures used for managing, storing, and analysing the collected data. It 

concludes by stating the study’s ethical considerations. 

3.1 Research Design 

This study employs a mixed-method design, which combines both qualitative and quantitative 

approaches to gain a comprehensive understanding of the topic. The qualitative component 

includes interviews (Appendix: C. Interview Questions) with participants who volunteered to share 

their experiences, as well as a vocabulary analysis of written content extracted from The Sims 3, 

which was then used to design a vocabulary test administered to willing participants (Appendix: 

D. Vocabulary Test). The quantitative component consists of a survey distributed among players 

(Appendix: B. Questionnaire). This approach enabled the researcher to explore the topic from 

multiple perspectives, including gaming habits, interactions with in-game textual elements, and the 

demographic background of the participants. A mixed-method design was deemed appropriate for 

this study, as it offers both rich, individual insights and the potential to identify common patterns 

within the player population. By combining detailed qualitative data with measurable quantitative 

findings, the study provides an integrated understanding of how The Sims 3 may contribute to 

vocabulary acquisition. 

3.2 Participants 

The survey was completed by 36 participants, however, only answers from 19 were taken into 

consideration. The remaining 17 participants declared to play The Sims 3 in their native language. 

The target demographic included university students currently enrolled in English language 

instruction courses as part of their broader academic programs, aged between 18 and 25, with strong 

familiarity with The Sims 3. All participants were non-native English speakers. 

Participants were primarily recruited through online communities dedicated to The Sims 

franchise. Based on the author’s observations, many group members shared the survey with friends 

and peers who were also passionate about the game. This snowball sampling method helped extend 
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the survey’s reach within the relevant player community, ensuring that the data reflected 

individuals who were actively engaged in learning English as a foreign language and had prior 

experience using English in non-academic settings and sufficient gaming experience. 

The metadata about the participants are as follows: the dominant group of participants in 

the survey were female (11), male participants amounted to 8. The dominant group of participants 

was 22–23 years old (6), followed by 24–25 years old and 18–19 (both 5), and for 20–21 it was 3. 

Participants self-assessed their English proficiency using the CEFR scale as follows: eleven 

participants reported a C1 level, four reported B2, two reported C2, and two reported B1. A large 

majority of participants (89.5%) were native speakers of Polish, which provides a focused insight 

into English language acquisition among Polish-speaking learners. 

3.3 Data Collection Methods 

As mentioned above, three data collection methods were used in this study: a survey, interviews, 

and vocabulary analysis. The survey gathered quantitative data on self-reported gameplay 

frequency, duration, and participants’ experiences with English vocabulary learning linked to the 

game. Interviews provided qualitative insights into individual reflections on how The Sims 3 was 

perceived to have influenced their English vocabulary or not. The vocabulary analysis examined 

in-game written content, such as item descriptions, pop-ups, and skill notifications. The purpose of 

this analysis was to create a frequency-based word list drawn from the game’s English-language 

text and to classify the types of vocabulary present. This data was then used to design a vocabulary 

test. In order to assess how much vocabulary from the game had been retained, selected participants 

were asked to complete this test, which focused on words that appeared with varying frequency in 

the game. Combined, these methods offered a comprehensive view of both player experiences and 

the game’s linguistic environment. 

3.3.1 Player Questionnaire 

The survey was designed to gather information about participants’ demographic profiles and 

language backgrounds, followed by a section focused on their gaming habits related to The Sims 3. 

In the subsequent part, participants were asked to self-assess their vocabulary learning experiences 

while playing the game. The final section explored participants’ interactions with in-game texts, 

collecting reflections on specific textual elements encountered during gameplay. 
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3.3.2 Interviews 

Interviews were conducted with five participants who had expressed a willingness to engage in 

further analysis via the questionnaire. All interviews were held online, ensuring accessibility for 

participants from different regions and offering greater flexibility in scheduling. The interview 

structure consisted of four sections: 

1. Opening questions – designed to establish rapport and gather background information, 

including participants’ experience with The Sims 3, the language used in gameplay, and 

their typical playing habits. 

2. Focus on RQ1 – explored participants’ perceptions of vocabulary development while 

playing The Sims 3. Questions addressed whether they felt their English had improved, 

which words or phrases they remembered learning, whether they had encountered 

unfamiliar vocabulary, and how they engaged with such terms (e.g., looking them up or 

inferring meaning). 

3. Focus on RQ2 – examined which types of vocabulary were most commonly noticed during 

gameplay. Participants reflected on the in-game texts they paid attention to (e.g., pop-ups, 

object descriptions, career or skill menus), as well as whether the vocabulary encountered 

had any relevance to their academic or professional interests. 

4. Focus on RQ3 – participants were asked whether they noticed vocabulary repetition in the 

game, and if so, how this repetition influenced their ability to remember or use new English 

words. The aim was to assess how recurring language patterns within the game may 

contribute to vocabulary retention. 

5. Final reflections – allowed participants to freely comment on their learning processes and 

the potential influence of The Sims 3 as a language-learning tool. Participants shared 

opinions on the educational potential of the game and suggested what could be improved 

in this regard. 

3.3.3 Vocabulary Analysis 

To address RQ2 (“What types of vocabulary are most frequently encountered in The Sims 3?”), a 

vocabulary analysis was conducted on selected in-game written content. The focus was placed on 

categories in which players are regularly exposed to in-game language, including: descriptions, 

career ladders, moodlets, motives, lifetime wishes, lifetime rewards, interactions between Sims, 
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pop-up wishes, traits, skills, opportunities, as well as numerous object labels such as furniture items 

and renovation tools. These areas were chosen due to their rich vocabulary content and frequent 

repetition, which may contribute to incidental vocabulary acquisition. The analysis aimed to 

identify two main aspects: 

● Lexical frequency: a list of high-frequency words was compiled from the sampled texts 

using manual counting, with assistance from corpus-linguistic tools such as Sketch Engine 

to check for word frequency, collocation, and distributional patterns. 

● Thematic categorization: vocabulary items were sorted into semantic domains (e.g., home, 

work, emotions, social interaction) and grammatical categories (e.g., verbs, adjectives, 

nouns), inspired by frameworks such as Nation’s (2001) classification of vocabulary types 

and Schmitt’s (2008) work on vocabulary learning in context. 

To support this classification and quantify word recurrence, a vocabulary test was designed based 

on data extracted from the aforementioned textual sources. This test was designed to complement 

the qualitative data by assessing participants’ recognition and understanding of in-game 

vocabulary. The aim was to address RQ3 (“How does the presentation of repetitive vocabulary in 

The Sims 3 support learning?”) by examining whether repeated exposure to the game’s most 

common vocabulary resulted in improved recall or comprehension. The results of this analysis are 

discussed in Section 6.1. 

3.4 Data Analysis Techniques 

Quantitative data was obtained from the online survey collected via Microsoft Forms. Responses 

were exported into Microsoft Excel for organization and analysis. Descriptive statistics were used 

to identify patterns related to gameplay frequency, perceived vocabulary gains, and specific in-

game elements that participants found helpful in language learning. Closed-ended questions were 

quantified and grouped to facilitate comparisons and visualizations of trends. 

Qualitative data, primarily drawn from semi-structured interviews, was conducted through 

online meetings with participants. The questions were read to them, however, the file had been sent 

to them prior. Key areas of focus included participants’ perceptions of English language exposure 

during gameplay, their general habits and motivations, and the role of specific textual elements 

such as item descriptions, notifications, and character traits. Emotional engagement and personal 
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strategies (e.g., looking up words, using context) were also noted to explore how individual 

approaches influenced vocabulary development. 

Finally, the vocabulary test served as a third layer of data. The test was distributed in PDF 

format to a small group of participants via email. It included vocabulary items extracted from the 

most frequent and thematically relevant in-game texts, accompanied by multiple-choice and gap-

fill items designed to test contextual understanding rather than rote memorization. 

While the test provided valuable insight into participants’ actual knowledge of game-related 

vocabulary, its validity is limited by the mode of administration. Since the test was completed 

unsupervised, participants may have used external resources (e.g., dictionaries or translation tools), 

which introduces concerns about data integrity. This issue is acknowledged in the study’s 

Limitations section. 

Despite these concerns, the test functioned as an exploratory tool for triangulation. When 

viewed alongside self-reported vocabulary gains and interview reflections, the test results helped 

cross-check whether the vocabulary most commonly found in the game was indeed being 

recognized and understood by players. The integration of survey, interview, and test data thus 

enabled a more multidimensional understanding of vocabulary learning within the game 

environment. 

3.5 Ethical Considerations 

All procedures were conducted in accordance with the ethical standards outlined by the university 

and the British Association for Applied Linguistics (BAAL) Recommendations on Good Practice 

in Applied Linguistics (2021). 

Before participation, all individuals were briefed in English about the nature, purpose, and 

voluntary status of the study. Participants were informed that they could withdraw at any time 

without penalty. While oral consent was obtained before the interviews and vocabulary test, it is 

acknowledged that this approach limits the documentation of informed consent. Although the 

decision was made based on the low-risk nature of the study and participants’ preference for 

convenience in online formats, it is recognized that written or digitally signed consent would have 

provided a clearer record of participation, and this is identified as a methodological limitation. 

No personally identifiable information was collected, and pseudonyms were used in all data 

transcripts. To ensure compliance with GDPR and institutional data protection policies, all files 

(survey responses, interview audio, transcripts, test results) were stored on a password-protected 
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personal device and backed up in encrypted university-approved cloud storage. Access to the data 

was restricted solely to the researcher. 

A Participant Consent Statement (Appendix A. Participant Consent Statement) detailing 

these safeguards was provided in both English and Polish, as the majority of participants were 

Polish citizens and non-native speakers of English. Participants had the opportunity to ask 

questions or decline participation at any stage of the process. 
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4 Findings and Discussion 

This chapter presents the key findings derived from the data collected through the questionnaire, 

interviews, and vocabulary test. The results are interpreted in relation to the study’s research 

questions and the existing literature discussed in chapter 2. The chapter aims to explore patterns, 

notable participant responses, and the overall impact of The Sims 3 on incidental vocabulary 

acquisition among young adult learners. 

4.1 Analysis of In-Game Textual Elements and Vocabulary Acquisition 

This chapter explores the specific textual elements embedded in The Sims 3 and how they 

contribute to vocabulary acquisition. Drawing on vocabulary frequency analysis and qualitative 

data from player interviews, it investigates how these in-game components function within the 

wider framework of incidental vocabulary learning. 

4.1.1 In-Game Textual Elements and Their Role in Vocabulary Acquisition 

The Sims 3 offers a wide array of in-game textual elements that players are regularly exposed to 

throughout gameplay. These include: descriptions, career ladders, moodlets, motives, lifetime 

wishes, lifetime rewards, interactions between Sims, pop-up wishes, traits, skills, opportunities, as 

well as numerous object labels such as furniture items and renovation tools. All of these text types 

(and more) were considered in this study’s analysis. 

Some of the game’s vocabulary is automatically inserted into gameplay-generated 

sentences (e.g., species of insects, rocks, plants, recipes, and fish), contributing to immersion but 

making precise quantification of exposure difficult. These naturally occurring repetitions are a 

direct result of the simulator’s cyclical mechanics, which echo real-life routines. Players are thus 

prompted to revisit vocabulary in varying yet meaningful contexts. Some examples of such 

sentences taken from the corpus: 

● “Make [Object] Fireproof” 

● “Reach [Level] of [Career]” 

● “Catch a Perfect [Fish name]” 

As Rodgers and Webb (2019, p. 25) note, such repeated exposure is essential for second 

language acquisition (SLA). Furthermore, many of the game’s texts are context-driven, allowing 

players to infer the meanings of new words through gameplay without relying on external resources 
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like dictionaries. This is particularly visible in career descriptions, where the language used 

introduces new vocabulary while also reinforcing familiar terms, such as wage or performance. 

These characteristics reflect the principles of IVL, where vocabulary is absorbed naturally 

through exposure, and extramural English, referring to English learned outside formal educational 

settings (Nagy & Herman, 1987; Sundqvist, 2009). The game’s engaging environment, particularly 

in creative modes such as Build or Buy, encourages prolonged interaction with English text. Thus, 

The Sims 3 presents a context-rich platform for incidental vocabulary learning, reinforcing 

acquisition through natural, meaningful, and repetitive exposure to language. 

Interviews with five participants shed some light on RQ1 (perceived vocabulary learning), 

RQ2 (vocabulary types encountered), and RQ3 (effects of repetition on learning). While 

participants were not required to play in English, their reported gameplay language was considered 

during analysis, as language exposure is central to incidental vocabulary learning. 

The first participant is a 24-year-old woman and a Master’s student in Economics. Her 

willingness to participate stemmed from her love of foreign languages and creating imaginary life 

scenarios. She has played The Sims 3 for 12 years, though she primarily played in her native 

language, Polish – a fact that reflects the multilingual accessibility of The Sims 3, where players 

can choose their preferred interface language. As a result, she did not report a noticeable 

improvement in English. However, she recalled encountering the term Mac’n’Cheese, which she 

looked up online, as the dish is unfamiliar in Polish cuisine. She found the game engaging and 

entertaining, particularly enjoying pop-ups and notifications, as they offered insights into her Sims’ 

lives and personalities. She reported that her vocabulary exposure was context-dependent and that 

she usually ignored unfamiliar words. Nonetheless, she viewed The Sims 3 as having potential as 

a language-learning tool, particularly if paired with targeted educational features such as 

vocabulary lists or optional English-only modes. 

The next participant is a 25-year-old man pursuing a Master’s degree in Electromechanics. 

He has played The Sims 3 regularly for 16 years, mainly focusing on building and decorating. 

Although he played the game in Polish, he frequently searched for English equivalents online, 

especially to learn more about the history of materials and furniture. He remembered learning terms 

such as granite, redwood, and pond. The man believes The Sims 3 supports English learning 

through repeated exposure to words and accompanying visuals. He also noted that some in-game 

sentences were confusing due to mistranslations in the Polish version, which became clearer in 
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English. He emphasized that video games like The Sims 3 can be effective for language learning, 

particularly when aligned with one’s interests, even if not directly tied to everyday vocabulary – 

suggesting motivation may outweigh vocabulary category in supporting learning. 

The third participant is a 23-year-old woman who has lived in both Sweden and Poland. 

She began playing The Sims 3 in primary school and considers it the best installment in the 

franchise. She is currently completing a Bachelor’s degree in Nutrition. Although she has not 

played in three years, she recalled her fondness for character creation and managing skills like 

gardening and painting. Her gameplay language was mostly Polish, but English occasionally 

appeared due to community-generated modifications (“mods”). Community mods are unofficial 

player-created additions or alterations to the game, often available in English, which may override 

localized language settings and reintroduce English text into Polish gameplay. Those are unofficial 

player-created additions or alterations to the game, often available in English, which may override 

localized language settings and reintroduce English text into Polish gameplay. While she does not 

recognize a major impact on her English proficiency, she remembers terms such as willow and 

some traits like bookworm and frugal. However, she noted that these did not transfer to her 

academic vocabulary. She typically inferred the meaning of unknown words from context or 

skipped them altogether. Despite this, she acknowledged the potential of The Sims 3 as a language-

learning tool. 

The next participant is a 22-year-old Russian-speaking Master’s student in History who 

also runs a startup. He has been playing The Sims 3 for the past ten years and always played in 

English. His favorite aspect of the game is constructing unconventional architecture. He reported 

learning many everyday vocabulary items from the game, such as umbrella, dishwasher, garlic, 

and invitation, often looking up terms online. He particularly enjoyed reading item descriptions in 

Buy Mode and found Sims’ notifications about interactions to be especially informative. When 

encountering confusing words, he usually ignored them. The participant considers The Sims 3 to 

be an effective language-learning tool due to its interactivity, referring to the player’s constant 

engagement with text-based choices, feedback, and evolving scenarios. 

The last candidate is a 23-year-old woman pursuing a Master’s degree in Business 

Management. She is passionate about linguistics, fashion, and video games, and considers The Sims 

franchise her favorite. She began playing The Sims 3 in 2012 and continues to enjoy it. While she 

initially played in Polish as a child, she later switched to English during adolescence to immerse 
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herself in the language. Now proficient in English, she rarely checks vocabulary while playing. She 

considers gameplay as a more enjoyable alternative to traditional study, describing it as a way to 

feel productive when skipping formal learning sessions. The woman enjoys long play sessions 

interspersed with month-long breaks and finds storytelling and character creation particularly 

engaging. She recalled learning the term rebound kiss from the game and using it later in 

conversation. She believes that repetition helps language retention and that the game’s humor and 

narrative keep players motivated to read descriptions. She reported that career- and skill-related 

vocabulary may have contributed to her academic learning, though she does not recall specific 

examples. Importantly, she always looks up unfamiliar words and sees The Sims 3 as a valuable 

and enjoyable tool for language learning. 

To sum up, the interviews support the broader argument made in earlier sections: simulation 

games like The Sims 3 can support vocabulary acquisition when players are actively engaged. Three 

major trends emerged: language choice matters – participants who played primarily in English 

reported stronger vocabulary retention; context is important – pop-ups, item descriptions, and trait 

explanations were consistently mentioned as memorable, suggesting these elements are effective 

tools for learning, and personal motivation is crucial – players who actively looked up unfamiliar 

words and linked them to their own interests appeared to benefit more than those who passively 

ignored them. 

Overall, while the extent of perceived vocabulary learning varied among individuals, the 

interviews present some support for the notion that The Sims 3 offers an environment where 

repeated exposure to contextualized language can foster incidental learning, especially when 

players are curious, motivated, and reflective. 

To better understand patterns of vocabulary frequency, repetition, and distribution, a 

frequency analysis of the game’s written content was conducted. The results confirmed that the 

most commonly encountered words were basic, high-frequency items in English. 
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Table 1: The 20 most frequently encountered words in The Sims 3 script. 

Interestingly, despite the large volume of in-game text, word repetitions were not extremely high. 

The weighted average for a word’s appearance was approximately 7.6, with the most frequent 

word, the, appearing 1,769 times, while around 2,700 words occurred only once. The weighted 

average (mean) refers to the average number of times a word appears in the game text, factoring in 

the total number of word types and tokens. This provides a more accurate picture of repetition 

levels than raw frequency alone. This suggests that while foundational vocabulary is reinforced 

frequently, The Sims 3 also exposes players to a diverse and wide-ranging lexicon. This aligns with 

Nation’s (2001) concept of lexical diversity, which reflects the range of different word types in a 

corpus. The relatively high number of low-frequency words suggests a wide lexical scope, 

encouraging incidental vocabulary acquisition. 

4.1.2 Types of Vocabulary Encountered in The Sims 3 

The large variety of vocabulary in The Sims 3 mirrors its goal of simulating everyday life. This 

naturalistic gameplay allows players to acquire English in a variety of thematic domains. The 

vocabulary encountered during gameplay can be organized thematically, following frameworks 

used in vocabulary acquisition research such as Nation’s (2001) classification of high-frequency, 

technical, and low-frequency vocabulary: 

● Household and environment: includes words related to furniture, renovation, interior 

design, and household maintenance. While these might be considered specialist in other 

contexts, The Sims 3 embeds them within routine gameplay, making them part of a 

simulated “everyday” lexicon. Players interact with terms like counter, crib, or dishwasher 

through Build and Buy modes. 

● Emotional states and personality: expressed through moodlets, traits, and motives/needs. 

Vocabulary such as grumpy, charismatic, hot-headed, daredevil, and opportunistic is 

introduced via Sims’ personalities and emotional conditions. 

● Professional career-related: each career path introduces its own specialized terminology. 

Players encounter words like promotion, performance, or job offer. Examples include: 

○ Business career: meeting, campaign; 

○ Criminal career: crook, thug; 
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○ Military career: salute. 

● Social interactions: the game allows a range of interactions between Sims, using verbs 

such as gossip, flirt, or compliment. These simulate naturalistic conversational patterns and 

idiomatic expressions. 

● Aspirational and abstract: lifetime wishes and rewards introduce more conceptual 

vocabulary, including terms like fulfill, emperor, anchor, and forensic. 

An additional content that can be bought to the basic game can expand knowledge to other aspects 

of life. DLCs often present abstract things. 

○ Pets allow players to play with animals such as dogs, cats, horses, rodents, lizards, 

birds, and many more. 

○ World Adventures can bring our Sims to China, France, and Egypt; in those places 

it is possible to buy a vacation home or camp in a tent. 

○ Generations create possibilities for experiencing life in different stages: parents can 

buy a stroller, teenagers can violate their curfew, and elders can use a walking cane. 

○ Late Night gives players a chance to live among celebrities who very often are 

vampires. 

○ Supernatural is filled with fairies, werewolves, and witches; players can choose to 

be morally good or a bad as a mythical creature. 

○ Into the Future has mechanics to control time and space, allowing players to create 

either an utopian or dystopian future. 

The variety and contextual integration of these lexical categories contribute to both vocabulary 

breadth (range of known words) and depth (understanding of word meaning and usage), as 

discussed in Qian (2002). Because the vocabulary is functional, relevant, and deeply embedded in 

context, it supports long-term retention. Players often encounter the same terms in multiple 

contexts, which encourages comprehension through inference and pattern recognition. For 

example, a burnt meal might lead to a bad moodlet that in turn affects a work opportunity, providing 

an implicit chain of meaning. 

Humor and wordplay further enrich the linguistic experience. Some examples include: a 

lifetime wish “Gold Digger” where a Sim must marry a wealthy partner and witness their death – 
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a pun on both wealth and both metaphorical and literal digging (i.e., grave). In a local library, 

players may encounter a book titled “Game of Thorns” – a parody of a widely known fantasy series 

and TV show. In the DLC Ambitions, players meet a playfully named child character Dee Liver 

who delivers newspapers – a pun on deliver. 

In the survey, Question 12 (Appendix: D. Vocabulary Test) gathered data on words that 

participants believed they had learned from The Sims 3. The thematic groupings align with domain-

specific vocabulary clusters, as commonly identified in studies of incidental vocabulary learning 

through immersive environments (e.g., Cobb & Horst, 2004; Gee, 2007). The responses were 

grouped into several categories: 

● Interactions and relationships: girlfriend, rebound kiss, make out (kissing), inside joke, 

infant. 

● Environment: porch, neighbourhood, tides, master suite, barnacle. 

● Furniture: drying machine, burglar alarm, crib, ornaments, end table. 

● Food: Mac’n’Cheese, aubergine, leftover. 

● Skills: pottery, tinkering. 

● Traits: charismatic, absent-minded. 

● Others: wish, cane, whim, clerk. 

One participant noted they had memorised the names of character traits, another stated they were 

certain they had learned a word but could no longer recall which one, and a third participant 

mentioned “Dag dag” – a well-known phrase in Simlish that Sims use during gameplay. 

Many of the words listed came from content beyond the base game, such as tides, master 

suite, drying machine, barnacle, pottery, and cane. Interestingly, inclusion of British variants such 

as aubergine and neighbourhood indicates that not all in-game vocabulary conforms to American 

English norms, possibly due to localisation settings or custom content. On the other hand, the word 

whim was reported by one participant, who traced their exposure to a custom content mod that 

added new interactions and goals beyond the base game. 

These elements require a certain level of linguistic competence and cultural knowledge. 

This wordplay may reward players who are attentive to language, promoting intertextual awareness 

and enhancing retention through humor. 
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The Sims 3 provides a simulation of everyday life that incorporates linguistic elements 

alongside visual and mechanical components, thereby offering opportunities for language 

exposure. Players acquire real-world terminology and phrases incidentally (i.e., through exposure 

in meaningful contexts without explicit instruction) while interacting with the game’s mechanics 

and narrative structures. 

4.2 Selected Vocabulary Analysis 

This section is based on in-game text analysis and participant self-reports, rather than observational 

gameplay recordings. Although the analysis focused only on the base game, many participants 

referred to vocabulary from expansions, sometimes without distinguishing whether these came 

from the base game or added content. These expansions may have introduced more vocabulary, 

but even the base game includes a large amount of useful language for players to learn from. In 

this context, “useful language” refers to vocabulary that is (1) frequent, (2) functionally applicable 

in real-world situations, and (3) likely to be retained due to contextual repetition and salience – 

criteria informed by Nation (2001) and Schmidt’s (1990). The study focused on vocabulary items 

that met these criteria, with reference to an in-game corpus compiled during text analysis. The 

following categories were selected based on their frequency in the corpus and relevance to core 

gameplay mechanics: 

● Skills – e.g., cooking, logic, charisma; 

● Traits – e.g., brave, clumsy, ambitious; 

● Needs – e.g., hunger, bladder; 

● Career-related words – e.g., promotion, coworkers, boss, performance; 

● Household items and furniture – e.g., counter, bookshelf, bathtub; 

● Daily interactions and activities – e.g., chat, compliment, tell a joke, clean the house. 

For example, words like hunger, job performance, or read a book come up in nearly every session. 

These words are integral to core gameplay mechanics and are likely to recur frequently during 

typical play sessions. This is because the game repeats real-life routines, so players naturally see 

the same vocabulary again and again. 

 From the collected data, the five most frequently occurring words selected for inclusion in 

the next part of the thesis were: performance (frequency: 169), job (frequency: 161), improve 

(frequency: 119), earn (frequency: 86), fence (frequency: 75). These words were among the top 20 



35 
 

most frequent content words in the in-game corpus and were selected due to their clear, non-

technical meanings and role in core gameplay actions. These words became central to the 

Vocabulary Test (Appendix: D. Vocabulary Test), which was distributed to participants who had 

expressed interest in contributing to the study.  

 The questionnaire was informed by previous studies on incidental vocabulary learning and 

extramural English exposure, particularly in gaming contexts. It draws on Sundqvist and Sylvén’s 

(2016) framework, which emphasizes the role of self-perceived language development through 

digital game play. Items on gameplay frequency, language settings, and engagement with in-game 

texts were modeled after tools used in studies by Olsson (2012) and Sylvén and Sundqvist (2012), 

which explored the relationship between English exposure outside the classroom and vocabulary 

acquisition. Motivational and self-assessment components reflect constructs from Dörnyei’s 

(2005) work on learner agency and motivation in language learning. The questionnaire aimed to 

establish baseline information about individuals interested in taking part in the study. This included 

collecting data on self-perceived language improvement, motivational factors, and levels of 

exposure to English in the context of gameplay. 

The vocabulary test design was grounded in Nation’s (2001) principles of vocabulary 

assessment, focusing on recognition, recall, and contextual understanding. Task types – including 

matching definitions, fill-in-the-blank items, and contextual use – were modeled on formats used 

in studies such as Webb (2008) and Pellicer-Sánchez and Schmitt (2010), which assess different 

levels of lexical knowledge. The lexical items themselves were drawn from in-game language in 

The Sims 3, aligning with the approach of Miller and Hegelheimer (2006), who emphasized 

authentic vocabulary drawn from digital games. Categorization and collocation tasks further reflect 

an interest in measuring depth of vocabulary knowledge across thematic domains. The test 

comprised six sections, amounting to 30 tasks in total. The test aimed to measure recognition, 

recall, and contextual understanding of vocabulary likely encountered in The Sims 3. Each section 

was designed to assess a different aspect of lexical knowledge: form-meaning mapping, contextual 

usage, semantic categorisation, and collocational competence. Section 1 asked participants to 

match words with their correct definition. Section 2 involved completing sentences with given 

words, initially using in-game examples and later applying the same vocabulary in original short 

stories. Section 3 focused on grouping given words into appropriate categories. Section 4 consisted 

of collocation completion and an analysis of the word epiphany in context. Section 5 included 



36 
 

various lexical tasks: choosing the correct collocation, identifying words that did not belong, 

selecting informal/slang terms, choosing the correct definition of superfluous, and identifying 

likely words used in Sims skill descriptions. Notably, Section 6 asked participants to reflect on 

whether they had learned any new words or developed interest in vocabulary either during 

gameplay or while taking the test – thus assessing both retrospective and metacognitive awareness. 

In total, nine participants completed and returned the test. The overall accuracy rates by 

section were as follows: 

The five practical sections were completed successfully, though two tasks – Exercise 13 

and Exercise 23 – were noted by participants as “confusing.” The tasks focused on career-related 

vocabulary received the highest average scores – higher scores on career-related items may be due 

to high exposure rather than the inherent ease of those words. 

Ten of the 30 tasks were answered with 100% accuracy. The perfect scores on some items 

suggest that certain tasks may have been too easy or involved very familiar vocabulary. Future 

versions of the test should consider greater difficulty differentiation. A number of participants 

remarked that they recognized specific phrases from the game, such as “You’ll improve your 

Painting Skill and perhaps improve the __________ of your next painting!” and “Your Sim wants 

to find a butterfly or __________ to call their own.” 

To summarize, eight out of nine participants agreed that they had learned new vocabulary 

or developed interest in certain words as a result of the test. The test was diagnostic and reflective, 

not instructional. However, some participants reported noticing or consolidating vocabulary during 

the test process, which may indicate metalinguistic engagement. Two respondents also added brief 

comments, praising the activity as a “funny and engaging linguistic experience.” 

Some participants shared examples of words they remembered thanks to the game: 

● “When I built a pond, I remember, I checked this word out in English through Google 

Translate. Now, I remember it only because of this situation.” 

● “I remember that I learned the phrase rebound kiss thanks to The Sims 3 and used it in 

conversations afterwards.” 

● “Playing The Sims 3 made me discover Mac’n’Cheese. Not only do I remember this word 

right now, but I also made it in real life at some point.” 
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These quotes show that players not only noticed new words, but also remembered them thanks to 

repetition and the emotional connection they had with the game. Their choices, goals, and favorite 

activities often helped them remember specific vocabulary. 

Even though this study looked only at the base game, many participants used DLCs, which 

may have helped them learn even more words. Future research could explore how expansion packs 

add new topics and vocabulary to the game. 

4.3 Player Interactions and Their Influence on Vocabulary Learning 

Participants reported interacting with the game in many ways. They read texts, clicked on options, 

chose actions for their Sims, and followed career or relationship goals. These activities helped them 

understand the meaning of words and phrases in context. 

The survey consisted of close-ended questions, with the exception of two open-ended items. 

These invited participants to mention other aspects of playing The Sims 3 that might have 

contributed to their vocabulary development and to list specific words or expressions they believed 

they had learned through the game. 

The survey revealed that the majority of participants play The Sims 3 a few times per month 

(14). Most of them reported having played the game for either 6–10 years (9 participants) or 11–

15 years (5 participants). An interesting observation emerged regarding the language selected for 

gameplay. The group was evenly split: 19 participants reported playing in English, while 17 played 

in their native language. The study then takes only into account participants who stated that they 

played The Sims 3 in English. No one reported playing in another foreign language, suggesting that 

the game was not used as a tool for learning a completely new language. 

Most participants (18) stated that they read in-game texts either always, often, or 

sometimes. On a 5-point Likert scale ranging from “Strongly disagree” to “Strongly agree,” 17 

participants either agreed or strongly agreed that playing the game had helped improve their 

English, while 2 disagreed. Participants were also asked to identify which elements of the game 

they found helpful in learning English. The responses were as follows: 

● Career and skill descriptions – 11 

● Object names and descriptions – 10 

● In-game notifications and pop-ups – 10 

● Sim interactions and traits – 5 



38 
 

● Other: “game mods that can be downloaded in English” (1), “online forums about 

The Sims 3” (1) 

When asked whether they had learned new words they could later use in real life, 15 participants 

responded affirmatively, while 4 disagreed. Regarding looking up unfamiliar words, the majority 

(15) stated they had done so “sometimes,” one participant reported doing it “often,” and the 

remaining 3 indicated they had “never” done so. 

Additionally, 11 participants stated that they had guessed the meaning of some words from 

context, 7 mentioned using a dictionary, and 1 reported ignoring unfamiliar vocabulary. Nearly all 

participants (18) agreed that The Sims 3 introduces new vocabulary in an easy-to-understand way, 

with only one person finding it difficult. Similarly, all respondents (19) agreed that the vocabulary 

used in The Sims 3 may be useful in real-life contexts, while two disagreed. 

For example, based on common gameplay scenarios, when players sent their Sims to work 

or made them cook, they had to read information about job performance or cooking levels. When 

choosing a Sim’s personality traits, they read short descriptions of words like neurotic, ambitious, 

or evil. This helped them guess what the words meant without using a dictionary. 

● One participant said: 

“I didn’t understand some traits, but I was interested in the personalities of different Sims 

and discovering new traits over time. I could see how the Sim behaved, and it made sense.” 

● Another added: 

“I always picked a great kisser, and it stuck with me.” 

These comments show that interaction with the game is not passive. Players make choices and 

connect words to actions and outcomes. This type of learning aligns with the concept of learning 

through context, which refers to the incidental acquisition of vocabulary by encountering words in 

meaningful, goal-oriented situations. When players repeatedly associate a word with an in-game 

action or outcome, its meaning becomes clearer without the need for explicit instruction. 

4.4 Comparison with Previous Studies 

The findings of this study are similar to earlier research on video games and vocabulary learning. 

For example, Sundqvist and Sylvén (2016) found that games can help learners improve their 

vocabulary in natural ways, especially through repeated exposure and motivation. Rodgers and 
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Webb (2019) also highlighted the importance of repetition in vocabulary learning. In The Sims 3, 

repetition occurs through recurring interactions with the same vocabulary, such as daily job tasks, 

cooking actions, or skill-building, where players repeatedly encounter terms like promotion, burnt, 

or charisma. 

Like in those studies, participants in this research said they remembered and used words 

they had seen in The Sims 3. Many of them mentioned they did not use dictionaries or translation 

tools, but still understood new vocabulary from context. Among the participants who played the 

game in English, the results suggest that The Sims 3 can serve as a useful tool for incidental 

vocabulary learning in an extramural context. However, this effect was not universal and appeared 

to depend on the player’s language settings and level of engagement. 

However, there are also some differences. For example, The Sims 3 is not a fast-paced or 

competitive game like Fortnite or Call of Duty, which have been studied in the past. Instead, it is 

slower and more reflective. This may give players more time to read and understand language, 

making it especially useful for language learners. 

Overall, this study provides preliminary evidence that playing The Sims 3 in English may 

support vocabulary development among young adult learners, particularly when gameplay involves 

regular reading and decision-making. The game’s mix of repetition, context, and player interaction 

– understood here as the decision-making processes, text engagement, and choice-based navigation 

within the game – helps create an environment conducive to language development, even in a 

single-player context.
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5 Conclusion 

This chapter summarizes the main findings of the study, discusses their implications for language 

learning, reflects on limitations, and provides suggestions for future research separated into four 

subchapters. 

5.1 Summary of Findings 

The Sims 3 primarily exposes players to vocabulary related to household management, 

construction, interpersonal relationships, careers, and personality traits. Participants described their 

experience with the game as engaging and entertaining. While several participants noted they did 

not learn a substantial amount of English vocabulary solely through gameplay, the vocabulary test 

– designed to assess recognition of high-frequency words and phrases extracted directly from the 

game’s interface and tooltips – prompted reflection on their familiarity with this lexicon. 

Although it cannot be definitively concluded that these words were first encountered in The 

Sims 3, the test was intended to reveal whether players could recall and recognize vocabulary 

embedded in typical gameplay scenarios, particularly words that might otherwise remain unnoticed 

due to their high frequency and routine presence. This supports findings by Miller and Hegelheimer 

(2006), Wang (2009), and Ranalli (2008), who also emphasized the motivational and contextual 

benefits of video games for language learning. 

The vocabulary used in the game tends to be high-frequency and concrete, including 

commonly taught lexical items such as bed, cook, or friend. These words often overlap with content 

learned through formal classroom instruction or consumed via other media, such as TV shows, 

online videos, or social media platforms, making it difficult to isolate The Sims 3 as the sole source 

of acquisition. This aligns with McGeoch’s (1942) observation that learning rarely occurs in 

isolation and is instead a cumulative process influenced by multiple exposures. Miller and 

Hegelheimer (2006) state that the first game of the franchise is suitable for learners as it provides 

2,000 high-frequency English words. Haynes (2007) notes that such a number is somewhere in-

between of early language production and speech emergence. DGBLL can benefit learners who 

strive to begin the process of acquiring a second language, as joy plays a crucial role in the process 

of fostering incidental language learning (Zou et al., 2021; Chowdhury et al., 2024). This way, the 

simple language of the game may be its big asset in incidental language learning. 

The presentation of vocabulary in The Sims 3 is both repetitive and contextualized, as each 

occurrence appears in a meaningful context. Most participants agreed that The Sims 3 could serve 
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as an effective language learning aid, particularly due to its immersive and repetitive nature. The 

research findings addressed the three research questions as follows: 

● RQ1: participants generally reported a positive perception of vocabulary learning through 

The Sims 3. Most agreed that the game contributed to their incidental acquisition of English 

vocabulary, particularly due to the immersive and goal-oriented gameplay. The repeated 

exposure to contextually embedded lexical items – such as actions, object names, and life 

simulation concepts – was perceived as beneficial. Players highlighted that the game’s 

engaging and repetitive nature enhanced their awareness and retention of English words, 

even when vocabulary learning was not a conscious goal. This aligns with theories of 

incidental learning, where meaningful interaction with language-rich environments can 

foster acquisition without explicit instruction. 

● RQ2: the analysis revealed that The Sims 3 exposes players to a wide range of vocabulary, 

primarily centered on everyday activities, life stages, professions, needs, and interpersonal 

relationships. Commonly encountered lexical items included nouns related to household 

objects (e.g., fridge, crib), verbs associated with daily routines (e.g., cook, clean), and 

abstract terms relevant to mood states or aspirations (e.g., ambition, fun, relationship). The 

game’s life-simulation mechanics naturally emphasize frequent repetition of such 

vocabulary, especially in the context of fulfilling Sims’ needs or progressing in their 

careers, thus creating multiple incidental encounters with functional language. 

● RQ3: the game’s design features repeated exposure to high-frequency vocabulary through 

consistent interactions with UI elements, tooltips, and in-game notifications. Players 

encounter the same lexical items across varied but contextually related scenarios – such as 

cooking meals, maintaining hygiene, or navigating relationships. This contextualized 

repetition reinforces word recognition and facilitates retention over time. The research 

found that this repetition – combined with visual, interactive, and goal-based reinforcement 

– supports incidental learning by creating a low-stress, engaging environment for 

vocabulary acquisition. Moreover, the convergence of language and action allows players 

to associate words with tangible in-game outcomes, thereby strengthening comprehension 

and memory encoding. 
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5.2 Implications for Language Learning 

The results suggest that simulation games like The Sims 3 can be valuable tools for beginner-level 

language learners, particularly when supported by instructional materials such as glossaries, 

vocabulary tests, or guided tasks. This aligns with the findings of Bakar and Nosratirad (2013), 

who emphasized the importance of guided learning in game-based environments. 

From a personal perspective, the author recalls acquiring numerous English words from 

The Sims 3, many of which remain in her active vocabulary today. However, this outcome was 

likely influenced by a combination of classroom instruction and a strong personal motivation to 

explore game-related content outside of gameplay. Thus, while the game offers potential for 

incidental learning, its effectiveness increases significantly when paired with learner curiosity and 

external resources. 

5.3 Limitations of the Study 

One key limitation of the study is its relatively small and localized sample. Most participants were 

university students from Poland, with only a few from other countries (Turkey and Russia). This 

demographic limitation may reduce the generalizability of the findings. Moreover, some 

participants appeared to be part of the same online community, which may have influenced their 

vocabulary knowledge through shared experiences or community-specific terminology, mod 

content, or fan-made expressions. In addition, the study relied on self-reported data and did not 

include observation of live gameplay sessions. Therefore, the findings reflect participants’ 

perceptions rather than actual instances of vocabulary acquisition. 

5.3.1 Acknowledgment of Appendices’ Design Limitations 

Following participant responses and expert feedback, several limitations in the questionnaire and 

interview design were identified. Some questions presupposed vocabulary learning or English-

language gameplay, potentially excluding those who played The Sims 3 in their native language or 

did not perceive language gains. For example, items such as “How do you usually deal with 

unfamiliar words in the game?” lacked opt-out options, and others like “Which aspects of the game 

have contributed the most…” assumed a positive response to prior questions. Additionally, binary 

yes/no formats often limited nuance where Likert scales would have been more appropriate. Certain 

items also failed to clarify that “words” referred specifically to English vocabulary, reducing clarity 

for multilingual players. These issues extended to the interview prompts as well. Future iterations 
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will address these concerns through conditional logic, clearer phrasing, and improved scaling. 

Despite these flaws, the instrument yielded valuable insights, especially when contextualized with 

qualitative data. 

5.4 Suggestions for Future Research 

Future research could expand upon this study by including a larger and more diverse participant 

pool to enhance generalizability. Studies could also compare The Sims 3 to other games within the 

simulation genre or explore different genres altogether. Researchers might also consider analyzing 

actual gameplay sessions to observe vocabulary use and exposure in real time. This could provide 

more objective insights into how players interact with in-game language. Moreover, future studies 

could explore additional language skills beyond vocabulary, such as grammar acquisition. 

Integrating longitudinal approaches might also reveal the longer-term effects of game-based 

learning.
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Appendices 

 

A. Participant Consent Statement 

ENGLISH VERSION 

I hereby confirm that I have been informed about the purpose and scope of the research study titled 

English Vocabulary Learning by Young Adults: The Reported Effects of Playing The Sims 3. I 

understand that my participation in the questionnaire, interview, and vocabulary test is entirely 

voluntary. I also acknowledge that all data collected will remain anonymous and will be used solely 

for academic purposes. 

I am aware that I can withdraw from the study at any time without providing a reason and without 

any consequences. 

By participating in this research, I give my consent to take part in the study under the above-

mentioned terms. 

POLISH VERSION 

Niniejszym potwierdzam, że zostałam/em poinformowana/y o celu i zakresie badania pt. English 

Vocabulary Learning by Young Adults: The Reported Effects of Playing The Sims 3. Rozumiem, 

że mój udział w ankiecie, wywiadzie oraz teście słownictwa jest całkowicie dobrowolny. 

Przyjmuję również do wiadomości, że wszystkie zebrane dane pozostaną anonimowe i zostaną 

wykorzystane wyłącznie do celów naukowych. 

Mam świadomość, że mogę wycofać się z udziału w badaniu w dowolnym momencie, bez 

podawania przyczyny i bez żadnych konsekwencji. 

Biorąc udział w badaniu, wyrażam zgodę na uczestnictwo na wyżej opisanych warunkach. 
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B. Questionnaire 

1. Could you state your gender? 

● Female 

● Male 

● Prefer not to say 

2. What is your age? 

● 18–19 

● 20–21 

● 22–23 

● 24–25 

3. What is your native language? 

[Enter your answer] 

4. How would you rate your English proficiency? 

● Beginner (A1–A2) 

● Intermediate (B1) 

● Upper-intermediate (B2) 

● Advanced (C1) 

● Proficient (C2) 

5. How often do you play The Sims 3? 

● Daily 

● A few times per week 

● A few times per month 

● Rarely 

6. How long have you been playing The Sims 3? 

● Less than a year 

● 1–5 years 

● 6–10 

● 11–15 years 

● 16 years 

7. In which language do you usually play The Sims 3? 

● English 



53 
 

● My native language 

● Other foreign language 

8. Do you read in-game texts such as pop-up notifications, menus, and item descriptions? 

● Always 

● Often 

● Sometimes 

● Rarely 

● Never 

9. Do you feel that playing The Sims 3 has helped you improve your English vocabulary? 

● Yes, significantly 

● Yes, somewhat 

● No, not really 

● No, not at all 

10. Which aspects of the game have contributed the most to your vocabulary development? [Select 

all that apply] 

● In-game notifications and pop-ups 

● Object names and descriptions 

● Sim interactions and traits 

● Career and skill descriptions 

● Other [Enter your answer] 

11. Have you learned any words from The Sims 3 that you now use in real-life conversations or 

writing? 

● Yes 

● No 

12. If you answered the previous question with “Yes,” please provide some examples. 

[Enter your answer] 

13. Have you ever looked up a word from The Sims 3 because you didn’t understand it? 

● Yes, often 

● Yes, sometimes 

● No, never 

14. How do you usually deal with unfamiliar words in the game? 
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● Guess from context 

● Look them up in a dictionary 

● Ignore them 

15. Do you think The Sims 3 introduces new vocabulary in a way that is easy to understand? 

● Yes, very easy 

● Somewhat easy 

● Rather difficult 

● Difficult 

16. Do you find the game’s vocabulary useful for real-life situations? 

● Yes, very useful 

● Somewhat useful 

● Not useful 

17. Would you be interested in participating in a follow-up interview? 

● Yes 

● No 

18. If you answered the previous question with “Yes,” please provide your e-mail for contact.  

[Enter your answer] 

19. Would you be interested in participating in a vocabulary test based on the most common words 

in the game? 

● Yes 

● No 

20. If you answered the previous question with “Yes,” please provide your e-mail for contact.  

[Enter your answer] 
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C. Interview Questions 

1. Can you tell me a little about yourself and how long you’ve been playing The Sims 3? 

2. What language do you usually play in, and why? 

3. How often do you play, and what aspects of the game interest you the most? 

4. Have you ever noticed your English improving because of The Sims 3? If so, how? 

5. Can you recall any specific words or phrases you learned from the game? 

6. Have you ever encountered a word you didn’t know and had to look it up? If yes, can you give 

an example? 

7. Do you think The Sims 3 presents vocabulary in a way that is engaging and easy to remember? 

Why or why not? 

8. Which in-game texts do you pay the most attention to (pop-ups, item descriptions, Sim traits, 

etc.)? Why? 

9. Do you think the game’s career and skill descriptions helped you understand professional or 

academic vocabulary? 

10. Are there any words or phrases you found confusing or difficult to understand in the game? 

11. How do you usually handle unfamiliar words while playing? Do you try to guess the meaning, 

ignore them, or look them up? 

12. Do you believe video games like The Sims 3 can be an effective tool for language learning? 

Why or why not? 

13. If you could change anything about how the game presents English text, what would it be? 

  



56 
 

D. Vocabulary Test 

Vocabulary Tasks 

Thank you for taking part in my Vocabulary Test and supporting me in acquiring data for my MA 

Thesis! 

You showed interest in participating, so let’s begin! 

Please don’t look up any definitions as you go. 

Opening Task 

Do you consent to participate in this Vocabulary Test and confirm you are an adult? 

● Yes 

● No 

If you answered “Yes,” please proceed. 

Task 1 

Match the following words to their definitions: 

moulding  

baseboard  

crown  

tile  

A. A decorative strip used where the wall meets the ceiling. 

B. A thin slab of baked clay used for covering roofs or floors. 

C. A strip of wood or material covering the lowest part of an interior wall. 

D. A strip of material used for decorative architectural purposes. 

Task 2 

Match the following words to their definitions: 

scalloped  

herringbone  

diagonal  

ornate  
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A. Arranged in a V-shaped pattern. 

B. Having a curved edge or outline. 

C. Very decorative or complex in detail. 

D. Running at an angle rather than straight. 

Task 3 

Match the following words to their definitions: 

promotion  

earn  

job  

facility  

A. A place designed for a specific activity. 

B. To receive money in return for work. 

C. A paid position of regular employment. 

D. Advancement in rank or position. 

Task 4 

Fill in the blanks using: recipe, chef, servings, simmering 

● As a celebrity Five-Star __________, you are the face of the restaurant. 

● The heat of the kitchen has never been hotter and it’s a __________ for disaster if you aren’t 

careful. 

● Get the pans __________ before time runs out! 

● You’ll need to show up with three high quality group __________ to provide a good 

showing at your personal buffet area. 

Task 5 

Use the same words in a short story: 

The __________ prepared a new __________ for mushroom soup and left it __________ for two 

hours. He made four __________ for his guests. 

Task 6 

Fill in the blanks using: shrubbery, mulch, soil, fences 
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● This lunar __________ is teeming with so much life, a handful of this __________ has 

more bio-diversity than the planet Earth. 

● If anyone demands that you give them a __________, this should do the trick. 

● Hedges are great for impromptu __________ and creating mazes! 

Task 7 

Use the same words in a short story: 

The gardener arranged the __________ around the garden and added __________ to nourish the 

__________ near the white picket __________. 

Task 8 

Fill in the blanks using: stereo, bumper, dome, part-time 

● This is the __________ for the Landgraab Industries Science Facility. 

● Grown in huge subsidized farms, __________ Crop Redwood trees are enhanced with 

hormones and pesticides. 

● Your school’s work/study program doesn’t have time to find a job for you, so they’d like 

you to go out and find a __________ job on your own. 

● Vary up your routine by working out with a TV or __________, then going for a jog, and 

finally by swimming for at least 30 minutes to earn a cash bonus. 

Task 9 

Use the same words in a short story: 

She worked a __________ job at the electronics store, selling items like __________ systems, car 

__________, and even a decorative light shaped like a __________. 

Task 10 

Fill in the blanks using: quality, performance, raise, ambitious 

● __________ Sims dream big and are more rewarded when their wishes are satisfied in life. 

● You’ll improve your Painting Skill and perhaps improve the __________ of your next 

painting! 

● The Leader of the Free World must be a passionate and charismatic politician who is always 

able to __________ immense campaign funds. 

● The local symphony’s guitarist is injured with carpal tunnel syndrome and needs to sit out 

from their upcoming __________. 

Task 11 
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Use the same words in a short story: 

Due to her excellent __________ and consistent __________, she was offered a __________, 

which further encouraged her __________ nature. 

Task 12 

Fill in the blanks using: fountains, tiles, archway, borders 

● Leading this new trend is the Prima Donna, an arrogant __________ with smugness to 

spare. 

● Water __________ add an air of aristocracy to any yard, which is fine during times of 

decadent opulence. 

● Crime knows no __________, nor does justice. 

● A roof made from oven-baked red brick __________. 

Task 13 

Use the same words in a short story: 

An old stone __________ stood at the garden’s __________ , leading to a __________ courtyard 

with a beautiful marble __________ in the center. 

Task 12 

Fill in the blanks using: redwood, oak, flagstone, clover 

● __________ make great paths! 

● This intellectual wonderland is first carved from an 800 year old __________, then pressed 

from the pulp of recycled books to create a stunning place to store your novels. 

● __________ is the perfect groundcover for a bucolic setting, and is always a big hit with 

bees and cows. 

● There’s no double edge when it comes to the construction of __________ trees… 

Task 13 

Use the same words in a short story: 

The trail was lined with __________ trees and scattered __________ patches. A __________ path 

led to a cabin made of __________ logs. 

Task 16 

Fill in the blanks using: surplus, promotion, deliver, earn 

● The restaurant is worried they don’t have enough in stock and are paying local growers to 

bring in their __________ watermelons. 
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● Quickly __________ this report to the hospital and your superiors will make sure you’re 

given a compensatory raise. 

● Train hard, inspire the troops, and make sure your superiors know your name when 

__________ time comes around. 

● Help clean up the streets and arrest the crooks that come to your house, and you’ll soon 

__________ that stripe. 

Task 17 

Use the same words in a short story: 

To __________ a bonus, employees had to __________ all orders on time and help manage the 

__________ of unused stock for a chance at __________. 

Task 18 

Fill in the blanks using: science, fishermen, lunar, beetle 

● This dry white mud is made from the dusty fossil remains of early __________ inhabitants. 

● The composer must be well-liked by the musicians of the symphony, a master of music, 

and one who truly understands logic to grasp the __________ of sound. 

● Your Sim wants to find a butterfly or __________ to call their own. 

● The highest quality fish are caught by the best __________, and only if they continue 

casting until quality is caught. 

Task 19 

Use the same words in a short story: 

The school organized a __________ fair on marine biology. The students interviewed local 

__________, studied the effects of __________ phases on fish behavior, and examined the shell of 

a rare __________. 

Task 20 

Group into categories: 

tile, baseboard, shrubbery, mulch, crown, soil, wainscot, juniper 

Interior Design Gardening 
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Task 21 

Group into categories: 

ambitious, job, raise, promotion, part-time, superfluous, quality 

Personality Traits Workplace Vocabulary 

  

  

  

  

Task 22 

Group into categories: 

dome, archway, herringbone, recipe, chef, scalloped, dado 

Architectural Features Cooking Terms 

  

  

  

  

Task 23 

Complete the collocations: 

“A highly __________ individual” 

(Choose between: gum, ambitious, stereo, job) 

“She gave a flawless __________ on stage” 

(Choose between: crown, recipe, performance, quoin) 

Task 24 
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Find a synonym for epiphany in this sentence: 

“She had an epiphany about her career.” 

(Explain what an epiphany is in this context.) 

________________________________________ 

In-game quote for context: 

“Eureka! You discovered Epiphany Fencing. But be warned. Many have come to rely on this hybrid 

of muse and fence for inspiration, only to learn that it eventually takes as much as it gives.” 

Task 25 

Choose the correct collocation: 

“The party was held at a local…” 

● promotion 

● facility 

● job 

● patty 

“We walked past a decorative…” 

● doozey 

● archway 

● ambition 

● quality 

“He planted flowers in the…” 

● border 

● stereo 

● performance 

● ornate 

Task 26 

Identify which word does not belong: 

job – career – raise – stereo 

chef – recipe – diagonal – patty 

oak – redwood – juniper – gait 

Task 27 

Which word is informal or slang? 
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doozey, baseboard, raise, chef 

Task 28 

Which of these words is likely not found in a kitchen? 

patty, science, minnow, servings 

Task 29 

Choose the best definition of superfluous: 

● Necessary and helpful 

● Beautiful and decorative 

● Unnecessary and excessive 

● Expensive and rare 

Task 30 

Which of these might you hear in a Sims skill description? 

handiness, bumper, quality, fence 

Final Task 

Did you learn any new words or become curious to explore any from this test? 

● Yes 

● No 
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