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Abstract—This paper focuses on the gaming
community’s unique linguistic usage of the English
language. For this purpose, the researcher peruses
online corpuses available within RPG sites and
general online gaming dictionaries, in order to
ascertain if there is an influence on the day-to-day
interactive communications among gamers in Sri
Lanka.
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L33T Speak, or the more popularly known
Gaming Lingo is a variety of English used
primarily, as its name suggests, within the gaming
community. With the constant evolvement of
technology, the gaming spheres too has expanded
and developed to the extent that people are able to
create virtual realities and worlds within the online
gaming forum. These online gaming forums in turn
create online gaming communities. The online
gaming community is a constructed virtual
community comprising of people around the world
with the common love for games and virtual
interaction. Whilst their habit has invited the
whining of parents on a global scale, some studies
have proven it to be fertile grounds for education
and even language acquisition. It is the effect of the
latter that interests me.

Thus, my study will focus on the
lexicosemantic variations that exists within the
language used to communicate via the gaming
worlds. The reasons for said variations will be
examined and the main aim would be to ascertain
the level of influence such gaming lingo has on a
gamer’s day to day speech/vocabulary. Further, this
study will build up on the framework of
Schneider’s Five Phase Model of World

INTRODUCTION

133

Englishers, for which the gaming virtual world
would provide fruitful grounds for its application.

The gaming community comprises of a diverse
group of people of all ages, nationalities and
languages. But as most of the gaming arenas are
created by American Companies, the language
predominantly used within the game, for both,
instruction and interaction is English. Whilst the
game developers used a standard variety of
English, the gamers have taken the liberty to invent
a unique lingo that they consider an elite and
exclusive form of speech. This is a form of
speaking in writing (Spitzer, 1986) that has evolved
within the gaming interfaces, chat rooms and logs.
The main reasoning behind this is due to the highly
exclusive nature of the gaming community that
strives to differentiate themselves from other online
communities or cyber related systems, as an elite
community within the virtual worlds. Further, the
fast-paced nature of the games as well result in the
coining and clipping of easier to type words.

Thus, it can be observed that the most
productive word formations are clippings,
initialisms and acronyms. Another lexicosemantic
feature that constantly persists is semantic
variations.

The nature of the gaming lingo within the
gaming community becomes very interesting to
observe as like in the real world the language used
here too is constantly evolving. A word gains
popularity for a while and then is dropped as time
passes. Further, almost all these online games
consist of a user based/created dictionary that helps
keep record of the vocabulary used and the varied
meanings within the gaming world, in order to
provide orientation for non-gamers or new gamers.
It is from these online corpuses that I will draw the
majority of my data.
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II.

“Probably no other domain [virtual worlds]
within the Internet offers such possibilities for
creative, idiosyncratic, imaginative expression, and
the likelihood that this situation will produce a
distinctive linguistic variety...” [2]. This is my
premise and it is this very fact that makes the
gaming worlds a productive space for my study of
lexicosematic variations.

A study by [1] on "Virtual Discourse Structure:
An analysis of Conversation in World of Warcraft”
delved into the discourse of one of the most popular
online Role Playing Games (RPGs), World of
Warcraft, which has been used as the prime case
study for organized conversation in text-only
mediums. The author uses the traditional tools of
Conversation Analysis (Sacks, Schegloff, &
Jefferson, 1974; Hutchby & Wooffitt, 1996) to
analyze online discourse. In order to gather data,
the author observes and analyses logs of chat from
within the game world. The author is able to see
patterns in chat turn taking, especially over
multiple-message turns, via the Turn Construction
Unit Continuation theory (Schegloff, 1996;
Couper-Kuhlen & Ono, 2007). Further, the author
showcases the viable role the tools of Cohesion
(Halliday & Hasan, 1976) play in the linking of
turns. Finally, certain aspects of WoW participant
communication are analyzed, with the main focus
on repair functions in the discourse, namely *-
repair for typographical errors and an in-group
feature “get out of my head!” for overlap. Through
this study the author is able to prove that online
discourse is organized and constructed. This
becomes important for my study as it delves into
one of my chosen RPGs for analysis, while this has
been looked through the lens of a communication
medium, [ will be dissecting the linguistic element
of the site.

In reference [2], chapter on "The Language of
Virtual Worlds, from his book, Language and the
Internet, he focuses on the language used within the
inhabitants of virtual worlds. These worlds maybe
social, educational or gaming zones. As reference
[2] focus is on the various forms of texts used to
operate one’s avatar (projection of self) within
virtual worlds. He distinguishes between spoken
and action commands and further establishes the
link between typist and character and language
used thus. In the study [2] bases his study primarily
on MUDs (Multiuser Dimension) and further draws
from a previous study by Cherny who created a
MUD in order to fulfill her research requirement,
named ElseMOO. Drawing examples via these

LITERATURE REVIEW

134

methods, Crystal is able to see patterns as well as
conclude the multi-dimensional nature of these
virtual worlds. The most intriguing element that [2]
points out is that such virtual worlds, especially due
to its imaginary construction becomes a productive
platform for linguistic creativity, which is precisely
my interest in the subject.

Another research conducted by [3] on
"Ubercool Morphology of Internet Gamers: A
Linguistic Analysis”, is a pilot study looks at the
language of Internet Gamers as one of the many
dialects used in the larger context of language used
on the Internet and specifically examines the
formation of words within the gaming community
that contributes to their unique dialect. The author
gathers data via gaming chat rooms, limiting the
study to the chat rooms of the Quake Clans. The
researcher uses both live chat as well as chat logs
received from the anonymous participants of these
chat rooms. A standard variety was then established
by the frequency of usage, out of which clippings
was found to be the most common word formation
practice within the community. Further, she
concretizes the fact that it is indeed a form of text
speech that is used within this community and is
largely communicated in English, almost no
evidence of other languages were found. The
observations of clippings being one of the most
productive word formation processes in the
language used by gamers is of interest to me, as it
does largely reflect my own observations, for
which, I gather the main reasoning behind it is the
fast paced nature of the gaming sphere.

In reference [4], "Word Formation on Internet
Gaming Forums” she looks into the frequent
language use on the internet that leads to newly
generated words, which then in turn is transferred
to the oral language. The author strives to identify
the most commonly used word-formation
processes in gaming chat rooms. For this purpose,
the researcher only focuses on the English words
used and formed within this gaming forum. The
study also discovers certain trends in word usage
and easily identifies the most actively utilized
vocabulary. Within the limited pilot study carried
out, the author is able to carry out a qualitative
research of indicative results, applicable only to
particular gaming forums and should not therefore
be generalized. The study proved lexical
categories, abbreviations and truncation to be the
most common word formation processes used with
a count of 75 percent. Other, generally frequently
used morphological processes, such as loan words
resulted in a meager 1 to 5 percent. The reasoning
behind this was the lack of subject matter that
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allowed for the introduction of loan words within
these forums and also the limited opportunity for
the usage of other languages, other than English,
within the forums. Abbreviations, acronyms and
clippings on the other hand provided the
participants of the forum an easy and swift method
of communication and further enhanced their sense
of community of familiar groups meeting online.
This article quite closely looks at a part of what my
study focuses on, the morphological aspect of the
language used within gaming forums, thus making
it quite relevant to my study although the net speak
has and will continue to evolve.

Another interesting study by reference [5] on
"The Lexis of Electronic Gaming on the Web: A
Sinclairian Approach” reexamines his previous
thesis from 2000 that takes into consideration
Sinclair’s lexical model for examining linguistic
phenomena on the Web such as electronic gaming.
In lieu of this, [5] establishes a more effective
methodology in order to discover lexical units of
meaning for this popular online genre. The study is
based on a word corpus of approximately one
million, comprising advertising descriptions,
gaming reviews, and discussion forums among
gaming participants. Using the data from the
corpus, [5] then screens it through an integrated
corpus linguistic tool, WMatrix. This tool
accurately generates word frequency profiles,
concordances, part-of-speech annotation and
semantic content analyses. Through this dataset
gained via this tool, [5] is then able to look into the
various illustrative lexemes from this genre, and in
order to gain a holistic point of view, he inspects
the concordances using Sinclair’s model and
compares it with some popular online dictionaries.
The use of a technical linguistic tool in this study,
gives it more accuracy, nevertheless, I believe that
the tedious task of observations allows one to
actively interact with the processes of word
formation and semantic variation, giving it more
depth.

Studies like what reference [6] have conducted
on "Massively Multiplayer Online Role-Playing
Games as Arenas for Second Language Learning”
are quite popular, he examines the high probability
of language education via massively multiplayer
online role-playing games (MMORPGS). In lieu of
this, the development and key features of these
games are investigated. The author then looks into
the various theories at the time, which suggested
the effectiveness of game-based learning, and
further explores the truth behind the value claims
of utilizing network-based gaming in computer
assisted language learning (CALL). Drawing from
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previous literature, Peterson than critically
examines the three influential learner-based
studies. This showcased that the available research
material was inadequate and therefore had its
limitations. Further, the analysis displayed that
MMORPGs form a motivational device for learner
training for intermediate and advanced level
English language learners, encouraging language
interaction. The research further indicated that
network-based gaming provided its participants
with the opportunity for vocabulary acquisition
resulting in the improvement of communication
skills. The gaming sphere does provide a more
enjoyable method of language acquisition, but the
question still remains, is the language acquired
thus, acceptable?

Whilst the main studies conducted under the
online gaming genre and linguistics are largely
based on its unique lingo and how it is formed as
well as language acquisition, my study will focus
on the prior as a base and will delve into the
common usage of this language in the real life, out
of the virtual world and especially among Sri
Lankan youth.

I11. RESEARCH QUESTIONS

A. Research Question 01 : Does
Gaming Lingo influence a
Gamer’s day-to-day
vocabulary?

This is the main research question which strives
to claim that gamers are indeed influenced by the
lingo used within their gaming communities and
are therefore, quite likely to employ the same words
in their real lives amongst their real friends and
family.

B.  Research Question 02 :Is there
acceptance outside the
community?

This secondary research question strives to
ascertain if, they do use it in their real lives, has it
gained acceptance. If so, is it only amongst the tech
savvy, SMS generation or is it likely to be accepted
by all?

C. Reseaech Question 03 : Does it
fit into Scheider’s Model?

Finally, does the variant Gaming lingo fit into
Schneider’s Five Phase Model? It is model of great
controversy and established by most linguists as
impossible to follow phase by phase, but rather that
language evolves within all phases at once.
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Nevertheless, does this constructed virtual gaming
world fit in more aptly?

V. METHODOLOGY

A. Online Dictionaries

This is phase one of my study. Perused the
General Online Gaming Slang Dictionary and the
Specific RPG dictionaries: World of War Craft,
Final Fantasy, DOTA. [User based corpus] in order
to gather the unique recorded lingo. Thus,
establishing a corpus for which I would keep
referring back to.

B. Observations

In order to observe if the words recorded in the
online dictionaries were in usage amongst the
gaming community in real time, chat room logs
were observed in confidence and with the
permission of a few fellow gamers, whose
identities will remain anonymous for this study.

C. Interviews
Informal interviews were conducted with
current and past gamers via chat and text in order
to gather if they do use the lingo outside of the
gaming sphere or if it was purely game bound.

V. RESULTS AND DISCUSSION

The online dictionaries brought to light that the
productive word processes were acronyms,
initialisms and clippings. Further, within these
words, Semantic variations were also apparent. The
main reasoning behind these lexicosematic
variations is the rapid pace of the gaming world and
thus emerges out of convenience. It was further
observed that the semantic variations were more
due to the encouragement of an exclusive
atmosphere within the gaming community as well,
the idea of a second virtual life that is different from
the mundane lives in the real world.

Find Examples below;
Acronyms/Initialisms

AH - Auction House
BG/BGs - Battleground
CC - Crowd Control
DnD - Do Not Disturb
GY - Graveyard
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HoT - Heal over Time

IDK - I Don't Know

IMO - Abbreviation for "In My Opinion"
LFM - Looking for More

LFW - Looking for Work

MOTD - Message Of The Day

AFAIK - (acr)(phrase) As Far As I Know
FTW/FTL - (acr)(phrase) For the win.
FTL refers to the opposite, For the loss.

Clippings

Add - (n.) Additional, unwanted monster
that had entered the fray

Disco - Disconnect or go LD (link dead) -
Semantic Shift

Aggro - (n.) A shortening of "Aggressive
(behavior)". This term refers to the
behavior of an enemy approaching and
attacking, as opposed to your attacking
first.

Hume - (n.) Humes are the most basic of
races, closely resembling the humans of
our world.

Bio - Short for "biological break"; usually
means a bathroom break or sometimes to
eat. (SS/E)

Inc -Short for "incoming" which is a term
used by someone to notify their fellow
party members of an aggroed mob coming
their way.

Other

Farming — Obliterating monsters — (In RL
- The village is situated in a farming
country)— Semantic Shift

Camper — Stays in one place and attacks
only whatever comes his/her way ---
Semantic Restriction

Creep — A type of a monster --- Semantic
Restriction

Rape — Brutal attack of a monster till it
dies --- Semantic Amelioration

Gang Bang — Organized group mission---
Semantic Amelioration

Noob — Newbie
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VI CONCLUSION

This study has made it evident that the large
online gaming community has its own English
dialect and thus becomes a variety within the
internet language variety. The unique gaming lingo
has been established as used within and without the
gaming sphere, thus a contributor to World
Englishes. We can also conclude that only certain
words are adopted, it is still an ongoing process;
words are added and dropped on a daily basis, and
due to the nature of the gaming world it adopts a
rapid speed in which new things are adopted and
then become history. This nature makes it quite
difficult to keep track of all the words that are ever
created, data will therefore, never be fully accurate.
Another limiting factor is the exclusivity of the
gaming community, which makes it difficult for
others to accurately study their unique lingo, thus
maybe confined to a particular group. Finally,
acceptability is gained, on condition: the game
itself encompasses its own languages, elvish,
orcish, simlish , but doesn’t really endorse the user
slang, acceptance is gained therefore, within the
gaming community only and amongst the people of
the electronic age, the youth mostly, who do not
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look at the text messaging lingo as a bastardization
of the English Language.
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