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Abstract
The research field of online informal English learning has revealed associations of various informal digital
English activities and second language vocabulary development. However, most of these studies have
regarded digital resources as uniform entities when investigating their potential for vocabulary
development and have failed to consider learners’ idiosyncratic interaction with the resources driven
by self-defined purposes of use. Informed by the uses and gratifications theory, this study explored how
three purposes of extramural digital experience (entertainment, socialization and information) relate to
vocabulary knowledge, based on the survey responses from 322 undergraduate Chinese EFL learners and
their receptive vocabulary knowledge. PLS-SEM analysis uncovered differential associations of the three
media use purposes with receptive vocabulary knowledge. The study also revealed that the associations
between the purposes of informal digital activities and vocabulary knowledge differed depending on
whether the vocabulary was high frequency or low frequency. Additionally, it was found that the strategic
use of digital resources, in terms of cognitive attention to and processing of lexical information that are
facilitative of vocabulary learning during and/or after the interaction, played a significant moderating role
in the relationship between digital activities for information purposes and receptive knowledge of high-
frequency vocabulary. The findings highlight the importance of considering media use purposes in future
research and pedagogical practices.

Keywords: informal digital English learning; media use purposes; vocabulary knowledge; incidental vocabulary learning;
out-of-class language learning

1. Introduction
Given the ubiquitous presence of technology in our daily lives, naturalistic language exposure
often occurs within digital spaces (Lai, 2023; Lee, 2019). Naturalistic language exposure in the
informal context is indispensable for learners to accumulate the large amount of vocabulary
required for effective communication in a language, as such experiences contribute uniquely and
significantly to vocabulary development in addition to in-class learning (Nation, 2015; Schmitt,
2019). Existing literature has established positive links between online informal learning of
English (OILE; Sockett, 2014), namely learners’ online naturalistic exposure to and use of English
within authentic communicative contexts, and vocabulary knowledge (e.g. De Wilde, Brysbaert &
Eyckmans, 2020; Lin & Lin, 2019; Warnby, 2022). These studies have highlighted the vocabulary
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learning potentials of various informal digital activities, such as consuming audiovisual resources,
visiting English websites, playing computer games, and using social media (e.g. Montero Perez, Peters
& Desmet, 2018; Peters, Noreillie, Heylen, Bulté & Desmet, 2019; Schmitt, 2019; Zhang et al., 2021).
Despite substantiating the positive association between OILE and vocabulary knowledge, these studies
have predominantly employed a technocratic perspective, treating digital activities as fixed and
predetermined entities, without fully recognizing the active role of learners in their media usage. The
same digital activity can be approached by learners for different purposes and to fulfill various needs.
This, in turn, influences how learners engage with the activity and the subsequent learning outcomes
(Hu & Yu, 2021; Lai, Hu & Lyu, 2018). Neglecting the specific circumstances in which technology is
used can lead to misleading or incomplete understanding (Neufeld & Delcore, 2018). Thus, scholars
advocate attending to “finer-grained detail about the nature of extramural exposure” (Schmitt, 2019:
267). Media use purpose, by acknowledging learners’ intentional appropriation of digital resources, can
provide a lens for generatingmoremeaningful and nuanced insights into the relationship of OILEwith
vocabulary knowledge.

2. Literature review
2.1 OILE and incidental vocabulary learning

Incidental vocabulary learning refers to the acquisition of vocabulary as a by-product of meaning-
focused tasks (Webb, Uchihara & Yanagisawa, 2023). Several critical conditions contribute to
successful incidental vocabulary learning, including the presence of rich contextual cues and
comprehensible input, the richness of encoding, repeated exposure to vocabulary, and high levels
of interest and enjoyment (Fievez, Montero Perez, Cornillie & Desmet, 2023; Lee & Pulido, 2017;
Reynolds & Teng, 2021). OILE has the potential to meet the cognitive and motivational conditions
necessary for incidental vocabulary learning. This is because such experiences often involve
interest-driven, self-selected digital activities that provide learners with access to a wide range of
multimodal materials (Niitemaa, 2020). In effect, Webb and colleagues’ (2023) meta-analysis
revealed that incidental vocabulary learning does take place in meaning-focused input activities.
They reported a learning rate of 7% of the target vocabularies through viewing audiovisual
materials, 15% through listening to aural input, and 17% through reading.

Various digital activities, including watching audiovisual English input, playing games, visiting
English websites and using social media, are found to contribute positively to incidental
vocabulary learning (Fievez et al., 2023; Reynolds, Cui, Kao & Thomas, 2022; Zhang et al., 2021).
However, the effects of these digital activities on vocabulary learning can vary significantly. For
instance, research suggests that captioned audiovisual resources and informational audiovisual
input, such as documentary and news clips, tend to have a greater impact compared to subtitled
audiovisual resources and entertaining audiovisual input, like movies (Montero Perez, 2022;
Reynolds et al., 2022). Additionally, the potential of gameplay for vocabulary learning is
contingent on the specific genres of games (Lai & Chen, 2023; Sundqvist, 2019). As a result, mixed
findings have been consistently reported for various digital activities (Peters et al., 2019), which
hampers our understanding of their associations with vocabulary knowledge.

More importantly, studies have shown that learners may use the same digital resource in
different ways (Peng, Jager & Lowie, 2022). Lai et al. (2018) discovered that university English as a
foreign language (EFL) learners reported diverse ways of using Facebook. Some participants used the
platform to access instructional pages on vocabulary and grammar, while others used it to retrieve
information from friends’ posts. Additionally, some participants employed Facebook as a means to
connect with native speakers or engage in social exchanges. The varied purposes of interacting with a
digital resource resulted in different potentials for language learning. For instance, Hu and Yu (2021)
found that recreational use of social networking sites associated negatively with reading performance,
whereas academic use of such resources exhibited a positive association. In Lyu and Lai’s (2024)
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research, adult learners’ perceptions of Lang-8, an online L2 writing sharing community, were found to
influence their engagement with feedback received on the platform. Participants who viewed Lang-8 as
a language learning platform tended to focus on and respond to instruction-related feedback.
However, those who perceived Lang-8 as both a language learning and a social networking platform
showed a greater inclination to engage with various types of feedback. Similarly, in a study conducted
by Vanderplank (2019), university foreign language learners were instructed to watch self-selected
captioned films over a period of 6 to 12 weeks. The findings revealed that these learners exhibited
varied viewing behaviors. Some learners primarily focused on enjoying the films, while others utilized
the films more intentionally for learning purposes. Given the variation in learners’ agentic
appropriation of the same technological resource, scholars advocate for a fine-grained perspective to
understand the relationship between informal digital activities and vocabulary knowledge (Lai et al.,
2018; Schmitt, 2019). Media use purpose may be one such perspective, since purpose defines learners’
cognitive attention and the direction and intensity of their actions (Vanderplank, 2019).

2.2 Purposes of informal digital activities and vocabulary development

Uses and gratifications theory, an influential psychological communication perspective, conceptualizes
that people are agentic, purposeful users of media who engage with media selectively and intentionally
to fulfill individual needs, wants, and/or interests (Palmgreen, 1984; Rubin, 2009). Katz, Blumler and
Gurevitch (1973) underscored four needs that individuals seek to fulfill through media usage:
cognitive, tension-release, affective and social needs. Similarly, McQuail (1987) identified five primary
goals of media use, which include being informed or educated, seeking entertainment, relieving daily
stress, enhancing social interaction, and identifying with others in the media environment. These goals
and needs have been further categorized into three broadmedia use purposes in various media studies,
namely information seeking, entertainment, and socialization (e.g. Chung & Yoo, 2008; Lin, Lee, Jin &
Gilbreath, 2017). Uses and gratifications theory further conceptualizes that media use purposes affect
individuals’media consumption behaviors and the resulting attitudes and behaviors (Katz et al., 1973;
Ruggiero, 2000). To useWalther and colleagues’ (2010) words, media use purposes “shape attention to
variations in the content and features of the topical information one consumes, affecting its
interpretation and recall” (p. 187). Empirical studies have demonstrated that entertainment,
information, and socialization motives activate distinct patterns of interaction with and around media
content (Chung & Yoo, 2008; Lin et al., 2017). In the context of language learning, these three types of
media use purposes have been observed to impact language processing, attention allocation, and the
specific features or parts of information that learners focus on (Knutson, 1998).

Media use for the purpose of acquiring information is found to trigger self-regulatory and
evaluative processes, strengthen the intensity of engagement with the content, and activate the
utilization of metacognitive strategies (Lee & Wu, 2013; Thums, Artelt & Wolter, 2021). This
deeper cognitive processing may contribute to vocabulary development. In effect, Swanborn and
de Glopper (2002) found that reading to learn about a specific topic yielded the highest rate of
vocabulary acquisition. Lai, Liu and Lin (2023) further revealed that the informational purpose of
OILE positively predicted the depth of lexical processing during interaction. But at the same time,
researchers caution that the vocabulary learning potential of this media use purpose might be
hampered if the input is linguistically too challenging (e.g. Dang, Lu & Webb, 2023). Considering
that OILE is often interest-driven and self-chosen, we hypothesized a positive association between
OILE for information purposes and vocabulary:

H1: Media use for information purposes directly and positively predicts vocabulary knowledge.

Media use for socialization purposes is characterized by an increased attention to language to
achieve effective communication and a greater focus on accurate language use (Lai et al., 2018; Yu,
2023), suggesting a potential positive contribution of this type of activities to vocabulary
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development. However, research evidence on the effect of social media use on vocabulary
development is rather mixed (Alharthi, Bown & Pullen, 2020). The inconsistent findings have
been attributed to factors such as the length of engagement and the (im)possibility for
collaborative learning (Hu & Yu, 2021). Given that social interaction is the essence of OILE for
socialization purpose, which affords collaborative learning, we would expect a positive association
between this media use purpose and vocabulary knowledge. Previous studies have, in effect,
evidenced positive associations between OILE for socialization purposes and vocabulary
knowledge (De Wilde et al., 2020; Lai et al., 2023). Thus, we hypothesized that

H2: Media use for socialization purposes directly and positively predicts vocabulary knowledge.

Existing literature has yielded rather mixed findings with regard to the relationship of
entertainment media, such as TV series, songs and games, with vocabulary knowledge (e.g. Peters
et al., 2019). Researchers have attributed the inconsistent findings to potential differences in
genres, the extent of engagement in interaction (active or passive), and the level of cognitive
attention (De Wilde et al., 2020; Lai et al., 2023; Schmitt, 2019). Considering that media use for
entertainment purposes is often associated with casual browsing, less attention to and involvement
with language forms, and a lower level of cognitive engagement (De Wilde, Brysbaert &
Eyckmans, 2022; Lai et al., 2018; Lee &Wu, 2013; Vanderplank, 2019), we would expect the direct
contribution of this media use purpose to vocabulary knowledge to be minimal, a hypothesis that
is supported by previous studies (Lai et al., 2023; Leona et al., 2021; Swanborn & de Glopper,
2002). However, media use for entertainment purposes may contribute to vocabulary
development indirectly, since engaging with media for one purpose may arouse new needs
and motives, thereby leading to content congruent exposure (Sundar & Limperos, 2013). Shade,
Kornfield and Oliver (2015) observed that media use for entertainment purposes, such as
watching a movie, prompted media migration activities aimed at fulfilling other purposes. After
watching a movie (an activity for entertainment purposes), individuals may search the internet to
gain a deeper understanding of the movie’s historical context (an activity for information
purposes) or participate in online discussion about the movie (an activity for socialization
purposes). Moreover, Leona and colleagues (2021) observed that consuming entertaining media
had a mediated, rather than a direct, influence on young English language learners’ vocabulary
knowledge via linguistic self-confidence. Since linguistic self-confidence is critical to the use of
English for information seeking and socialization (Lai et al., 2018; Trinder, 2016), the effect of
entertainment purposes might be mediated by media use for information purposes and for
socialization purposes. Furthermore, media use for entertainment and information purposes
primarily involve receptive activities, where individuals consume media content. These activities
can serve as antecedents to media use for socialization purposes, which often involves more
productive activities and requires a higher level of proficiency (Lai et al., 2018; Yu, 2023; Zhang
et al., 2021). Thus, we hypothesized that

H3: Media use for entertainment purposes predicts vocabulary knowledge indirectly via media
use for information purposes and media use for socialization purposes.

H4: Media use for information purposes predicts vocabulary knowledge indirectly via media use
for socialization purposes.

2.3 Strategic use of digital resources and vocabulary development

According to Hulstijn (2013), vocabulary learning is “mainly a matter of selective attention and
elaborated processing” (p. 2634). Seminal discussions on vocabulary development underscore the
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crucial role of diverse resources and experiences, deliberate word learning, and the cognitive
operations and attention dedicated to words (Laufer, 2017; Nation, 2015; Schmitt, 2008). Thus, the
selection of digital resources and the manner in which learners interact with them can significantly
impact the potential of informal digital activities for vocabulary development. Lai and colleagues
(2022) discovered that both the extent of dual focus on meaning and form during interaction with
digital resources, as well as the depth of lexical processing during and after these activities,
significantly predicted vocabulary knowledge. More importantly, literature suggests that strategic
use of digital resources can also moderate the relationship between language experience and
vocabulary development. For instance, Shin, Sok and Do (2023) found that learners who
employed mental translation strategies to a greater extent gained more vocabulary through
listening to stories compared to those who used these strategies less frequently. Thus, strategic
engagement with digital resources may moderate vocabulary development potentials of digital
activities. However, previous studies also show that the moderation effects of strategy use were
context-dependent. For instance, Lin, King, Fu and Leung (2024) found that summarization
strategy failed to moderate the link between ICT use inside the school and digital reading
performance but significantly moderated that of ICT use outside the school. They revealed that as
the use of summarization strategy increased, the negative association of ICT use outside the school
and digital reading performance decreased. Thus, the moderation effect of strategic engagement
might be more salient in the context with less attention to learning. Informed by these findings, we
hypothesized that strategic engagement with digital resources in terms of cognitive attention and
lexical processing during and/or after the interaction might moderate the path from media use for
information purposes to vocabulary knowledge for two reasons: first, this type of digital
experience often involves global text processing with the primary focus on understanding the
discourse level rather than on the sentential or word level (Zhou, 2011); second, these activities
require a higher vocabulary threshold for comprehension and consume a significant amount of
cognitive attention, which can present challenges for incidental vocabulary learning (Dang et al.,
2023; Webb & Nation, 2012; Webb & Rodgers, 2009). In contrast, the moderation effect might not
be as pronounced in the context of media use for socialization purposes, since such activities often
involve a heightened attention to language forms (Lai et al., 2018; De Wilde et al., 2022; Yu, 2023).
Thus, we hypothesized that

H5: Strategic use of digital resources moderates the associations between media use for
information purposes and vocabulary knowledge.

3. The study
This study investigated how different purposes of informal digital activities associated with
receptive vocabulary knowledge and how strategic use of digital resources might moderate the
relationships. Receptive vocabulary knowledge was the focal point due to the prevalence of
receptive activities in the informal digital engagement of second language learners (Lai, 2018;
Trinder, 2016). The study addressed the following research question:

RQ: How do informal digital English activities for different purposes (entertainment,
information and socialization) relate to English language learners’ receptive vocabulary
knowledge?

In our model, we distinguished between high-frequency and low-frequency vocabulary
knowledge, as informal digital activities contribute differently to vocabulary knowledge at
different frequency levels (Nation, 2015; Niitemaa, 2020). A conceptual framework (Figure 1) was
proposed based on the literature review.
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4. Method
4.1 Participants

Participants were 348 undergraduate foreign language learners from two universities in socio-
economically well-developed regions in mainland China, where English digital resources are easily
accessible. Nonetheless, informal digital English learning was neither a course requirement nor
actively promoted at these universities. The participants were all language majors, one third being
first- and second-year English majors (35%) and the rest being second- to fourth-year foreign
language majors (e.g. Italian, Korean, Arabic) with a strong focus on English (65%). They were of
intermediate level (CEFR B2-B3 level) according to Jin, Wu, Alderson and Song (2017). Roughly
around 25% of the participants were in each year group of undergraduate education. The
participants were predominantly female (83%) with an average age of 20. This study targeted
language majors because they might be likely to engage in informal digital activities for language
learning in general, which is the prerequisite for examining media use purposes. Students from
different year groups were recruited to allow us to include participants with potentially varying
vocabulary knowledge. Participants were recruited through convenient sampling, with the help of
their English teachers at the two universities.

4.2 Research instrument

The research instrument included a questionnaire (see Appendix 1 in the supplementary material)
and a receptive vocabulary knowledge test.

4.2.1 Questionnaire
We measured the frequency of participants’ engagement in informal English digital activities for
different purposes in the past six months, using 5-point Likert scale items (1 = almost never; 5 =
almost always). A definition of online and digital resources was provided at the beginning of the
questionnaire: “It refers to any online and digital English resources that give you exposure to
English, including online communities and forums, public channels, online gaming, audiovisual

Figure 1. The conceptual model.
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resources, instant messaging tools, blogging and podcasting, social media and mobile apps.”
Questionnaire items were adapted from Lai et al. (2018) to measure the three media use purposes:
Entertainment Purpose (n= 4, α= 0.87) measured participants’ use of English digital resources
for recreation and relaxation purposes, using items like “I use online and digital resources to access
interesting entertainment resources in English.” Information Purpose (n= 5, α= 0.82) measured
participants’ use of English digital resources to seek information of personal interest and personal
needs, using items like “I use online and digital resources to obtain daily life information I need in
English.” Socialization Purpose (n= 4, α= 0.90) measured participants’ use of English digital
resources to communicate and socialize with others, using items like “I use online and digital
resources to expand my social network in English.”

We further assessed participants’ strategic use of digital resources facilitative of vocabulary
development, such as attending to multiple medium and dual attention to both language meaning
and form (Lai et al., 2022). Strategic Use of Digital Resources (n= 4, α= 0.80) was measured by
having participants rate their agreement with statements like “I focus on both the gist and
language use when interacting with the online and digital resources in English.” This construct
was measured using a 6-point Likert scale (1 = strongly disagree; 6 = strongly agree). In addition,
we collected demographic data including age, gender, major and grade level, as these variables
have been found to influence receptive vocabulary learning (De Wilde et al., 2020; Puimège &
Peters, 2019).

4.2.2 Vocabulary test
Nation and Beglar (2007)’s Vocabulary Size Test (VST) was used to measure the participants’
receptive vocabulary knowledge. VST measures written meaning recognition knowledge of form-
meaning links via a multiple-choice test on 140 vocabularies sampled from the most frequent
14,000-word families of English, 10 from each 1,000-word level. For each test item, the stem
contains each word followed by a simple non-defining sentence, which specifies the part of speech
and limits the meaning of words that might have homographs without giving much contextual cue
on the specific meaning of the word. Four choices are given for each test item (see below for a
sample).

bristle: The bristles are too hard.
1. a. 问题

2. b. 短而硬的毛

3. c. 折叠床

4. d. 鞋底

The test follows a progression from the most frequent 1,000-word level to the less frequent
word levels. This study used the bilingual (Mandarin) version of the test, which has been validated
in previous studies (e.g. Zhao & Ji, 2018). Although the original VST contains 14 levels, previous
research conducted in the Chinese university context has indicated that including the first eight
levels of the test is adequate for distinguishing different proficiency levels and that the higher levels
of the VST, specifically words from the 7th to the 14th frequency level, do not effectively
differentiate between intermediate and high proficiency levels (Wang & Fan, 2011; Zhao & Ji,
2018). Following Nation and Beglar’s (2007) recommendation of letting elementary and
intermediate learners attempt a few levels beyond their present level, we included the first 10 levels
of the VST in this study.

4.3 Data collection and analysis

A bilingual version (English and Chinese) of the questionnaire was administered. To ensure the
accuracy of the translation, a process of backward translation was conducted by two bilingual
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speakers to maintain the original meaning of the questions. Both the questionnaire and the
vocabulary test were administered in a paper-based format inside the classroom in the presence of
a supervising teacher. Prior to administering the questionnaire and the test, participants were
required to sign and submit written consent forms. Ample time was provided for participants to
complete both the questionnaire and the test, with all participants finishing within a 40-minute
time frame. After removing incomplete questionnaires, a total of 322 valid questionnaires were
included in the analysis.

Each test item was scored as either 1 (correct) or 0 (incorrect), and a percentage score was
calculated for each level by dividing the number of correct items by the total number of items in
that level. To account for the variation in incidental vocabulary learning across different word
frequency levels (Pigada & Schmitt, 2006), we calculated sub-scores for high-frequency and low-
frequency words. Considering that College English Curriculum Requirement in China covers the
first 5,000-word families (Zhao & Ji, 2018) and that Chinese EFL undergraduate learners’ receptive
vocabulary size falls between 4,000- and 5,000-word families (Zhao & Ji, 2018; Zheng, 2009), we
computed the average pooled percentage scores across the first five frequency levels (1st–5th level)
as an indicator of high-frequency vocabulary knowledge. These words are more likely to be
covered in the participants’ English classes. Similarly, we calculated the average pooled percentage
scores of the next five levels (6th–10th level) to indicate low-frequency vocabulary knowledge. The
reliability index (Cronbach’s alpha) for the whole test was 0.91 (0.77 for test items on high-
frequency words and 0.89 for those on low-frequency words), indicating satisfactory internal
consistency (Kline, 1999).

Partial least squares structural equation modeling (PLS-SEM) was used to analyze the data.
PLS-SEM is a variance-based modeling technique that calculates parameters of the measurement
model (loadings) and structural model (regression coefficients) via an iteration-algorithm
approach (Hair, Hult, Ringle & Sarstedt, 2021). PLS-SEM was chosen because it is appropriate for
exploratory research aimed at theory development and does not require a large sample size nor the
assumption of normal distribution for the data (Hair et al., 2021). SmartPLS was used to fit the
data, with 5,000 bootstrapping samples, against the conceptual model. Prior to the analysis, we
examined the data for common method bias, as the data were self-reported by a single group of
respondents at a single time point. Harman’s single factor test via principal components factor
analysis yielded a value of 40% (lower than 50%) and the Variance Inflation Factors (VIFs) were
all below 2, indicating the absence of common method bias in the data.

5. Results
5.1 Descriptive statistics

The participants reported using digital resources for entertainment purposes most often and for
socialization purposes the least often (Table 1). They gave a slightly positive appraisal of their
strategic use of digital resources. The VST score revealed an average receptive vocabulary size of
6,600-word families (M= 66.15, SD= 13), slightly below the 8,000 needed to comprehend
authentic spoken and written texts (Nation, 2006).

5.2 The measurement model

Confirmatory factor analysis of the conceptual model yielded satisfactory model fit (CMIN/
DF= 1.72, CFI= 0.97, TLI= 0.97, SRMR= 0.05, RMSEA= 0.047, with a 90% confidence interval
of [0.036, 0.059]), suggesting that the constructs were well represented by the corresponding
indicators.

Standardized loadings of the indicators ranged from 0.68 to 0.90, all exceeding the threshold
value of 0.60 (Awang, 2012). The average values explained (AVEs) for all the constructs were
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above 0.50, indicating satisfactory convergent validity (see Table 2). The square root values of the
AVEs were all larger than the inter-construct correlations and the HTMT values for all the
constructs ranged from 0.04 to 0.78, all below the threshold value of 0.85 (Kline, 2011), suggesting
satisfactory discriminant validity (Hair et al., 2021). All these results indicate sufficient construct
validity of the model. Moreover, all the Cronbach’s alpha (α) values and composite reliability (CR)
values were above 0.80, indicating sufficient construct reliability.

5.3 The structural model

PLS-SEM analysis yielded an SRMR value of 0.05, a satisfactory model fit. The model explained
15% of the variance in high-frequency vocabulary size and 23% of the variance in low-frequency
vocabulary size (see Figure 2).

The hypothesized paths among the three media use purposes were all significant:
entertainment purposes → information purposes (β= 0.64, p < .001); entertainment purposes
→ socialization purposes (β= 0.24, p < .01); and information purposes → socialization purposes
(β= 0.36, p < .001). The findings suggest that digital activity for entertainment purposes and for
information purposes were significant antecedents of digital activity for socialization purposes,
with the interplay of these two media use purposes accounting for 29% of its variance. Digital
activity for entertainment purposes was also a significant determinant of digital activity for
information purposes, accounting for 40% of its variance (see Figure 2).

As hypothesized, media use for socialization purposes demonstrated significant direct
associations with receptive vocabulary knowledge: it significantly predicted receptive knowledge
of both high-frequency vocabulary (β= 0.14, p < .05) and low-frequency vocabulary (β= 0.13,

Table 1. Descriptive statistics (N= 322)

Constructs (Label) Measures M SD

Purpose of informal English digital activities a Entertainment 3.03 1.00

Information 2.78 0.77

Socialization 2.00 0.77

Strategic use of digital resources b 4.51 0.79

Receptive vocabulary knowledge Overall vocabulary size 0.66 0.13

High-frequency vocabulary 0.78 0.10

Low-frequency vocabulary 0.55 0.18

Note.a5-point scale, where 2 = once in a while and 3 = sometimes;
b6-point scale, where 4 = slightly agree and 5 = agree.

Table 2. Reliability and validity indices of measurement models

CR α AVE 1 2 3 4

1 Entertainment 0.91 0.87 0.72 (0.85)

2 Information 0.88 0.82 0.59 0.63 (0.77)

3 Socialization 0.93 0.90 0.77 0.46 0.52 (0.88)

4 Strategic use 0.87 0.80 0.62 0.34 0.40 0.24 (0.79)

Note. Diagonal numbers in parentheses: square root for average values explained (AVEs) from observed variables (items); off-diagonal
numbers: correlations between constructs. All the construct correlation values were statistically significant. CR = composite reliability.
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p < .05) after controlling for grade level, major and gender (see Table 3). Media use for
entertainment purposes predicted both high-frequency vocabulary and low-frequency vocabulary
knowledge indirectly via the other two media use purposes (βhigh-frequency= 0.09, p < .05;
βlow-frequency= 0.09, p < .05). Contrary to the hypothesis, media use for information purposes did

Figure 2. The structural model.

Table 3. Direct, indirect and total effects

High-frequency vocabulary size
(R2= 15%)

Low-frequency vocabulary size
(R2= 23%)

β t-value (p) f2 β t-value (p) f2

Entertainment purpose Direct – – – – – –

Indirect 0.09* 2.53* (.01) – 0.09* 2.36* (.02) –

Total 0.09* 2.53* (.01) – 0.09* 2.36* (.02) –

Information purpose Direct 0.04 0.69 (.56) .00 0.04 0.56 (.57) .00

Indirect 0.05 1.89 (.06) – 0.05* 1.97* (.049) –

Total 0.09 1.66 (.10) – 0.09 1.49 (.14) –

Socialization purpose Direct 0.14* 2.12* (.04) .02 0.13* 2.12* (.03) .02

Indirect – – – – – –

Total 0.14* 2.12* (.04) – 0.13* 2.12* (.03) –

Strategic use 0.20*** 3.67*** (.000) .04 0.16** 2.94** (.003) .03

Strategic use X information
purpose

0.08* 2.33* (.02) .01 0.03 0.81 (.42) .00

Control variables Female −0.22 1.58 (.11) .01 −0.10 0.75 (.46) .00

Grade 0.13 1.72 (.09) .01 0.14 1.85 (.06) .01

Major 0.74*** 4.84*** (.000) .06 1.04*** 7.17*** (.000) .13

Note. The bolded numbers are effects that were significant. *p<.05; **p<.01; ***p<.001.
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not emerge as a significant predictor of receptive vocabulary knowledge, as both its direct and total
effect sizes were not found to be significant. The absence of direct associations may be attributed to
the inherent difficulty faced by second language learners when utilizing media to retrieve
information, which often requires a significant cognitive effort to unpack and comprehend
information, leaving limited attentional resources available for the noticing and acquisition of
unfamiliar linguistic forms (Dang et al., 2023). However, the results did reveal a noteworthy
indirect effect on the participants’ low-frequency vocabulary knowledge via digital activities for
socialization purposes (β= 0.05, p < .05). This suggests that increased involvement in media use
for information purposes is associated with a greater likelihood of utilizing media for socialization
purposes, which, in turn, contributes to higher levels of receptive knowledge of low-frequency
vocabularies. More importantly, the path from media use for information purposes to receptive
knowledge of high-frequency vocabulary was positively moderated by strategic use of digital
resources (β= 0.08, p < .05). This finding suggests that participants who employed cognitive
strategies that facilitated vocabulary development during digital activities exhibited a stronger
association between media use for information purposes and high-frequency vocabulary
knowledge. However, this moderation effect was not significant for low-frequency vocabulary
knowledge (β= 0.03, p = .42), suggesting that strategic engagement with digital resources alone
may not be sufficient to strengthen the connection between media use for information purposes
and low-frequency vocabulary knowledge.

Moreover, strategic use of digital resources was a significant direct predictor of vocabulary
knowledge of both high-frequency (β= 0.19, p < .000) and low-frequency vocabulary (β= 0.16,
p < .001). Thus, employing cognitive strategies facilitative of vocabulary learning contributed to
receptive vocabulary knowledge. Among the control variables examined (grade level, gender and
major), only the participants’ major demonstrated a significant association with their vocabulary
knowledge. English majors exhibited significantly greater receptive knowledge for both high-
frequency and low-frequency vocabulary compared to non-English majors.

6. Discussion
The study revealed that media use purpose accounted for 15%–23% of the variance in learners’
receptive vocabulary knowledge, indicating a medium level of explanatory power (Cohen, 2013).
The different purposes of digital activities contributed to receptive vocabulary knowledge in
varying degrees. These findings support the notion that media use purposes have an impact on
learning (Hu & Yu, 2021; Lai et al., 2023; Thums et al., 2021; Vanderplank, 2019) and suggest that
this analytic framework provides meaningful insights into the relationship of informal digital
activities and vocabulary knowledge.

6.1 Differential relationships between purposes of informal digital activities and vocabulary
knowledge

This study revealed differential associations between informal digital activities for various
purposes and vocabulary knowledge. Informal digital activities for socialization purposes were
found to play the most prominent role in determining receptive vocabulary knowledge, being both
a direct predictor and a significant mediator. The significant association observed between
socialization purposes and vocabulary knowledge may be attributed to the greater incentive for
sense-making and self-expression. Engaging in online interactions for social connection motivates
individuals to actively search for the meaning of unknown words used by their interlocutors
(Sivagnanam & Yunus, 2020; Zainal & Rahmat, 2020), leading to deeper language processing,
heightened cognitive engagement, and increased linguistic engagement (De Wilde et al., 2022;
Zhang et al., 2021). Furthermore, activities for socialization purposes are characterized by their
interactive nature and often involve the use of multimodal materials. The interactive and
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multimodal environment can lower the comprehension hurdle and prompt conscious attention to
linguistic forms, thereby facilitating incidental vocabulary learning (Domingo & Aguillon, 2021;
Jin, 2018). The findings hence suggest encouraging the use of digital spaces for socialization
purposes. However, it is important to note that this finding might have been influenced by the specific
research population, which in this case was Chinese EFL learners. The cultural value of saving face and
maintaining positive social image (Lim & Basnyat, 2016) may result in Chinese EFL learners paying
greater attention to linguistic accuracy in their online interactions, contributing to the observed
association between these digital activities and vocabulary knowledge.

The study confirmed an indirect association of digital activities for entertainment purposes and
vocabulary knowledge. The lack of direct effect may be attributed to the interaction patterns
exhibited by learners when using media for pleasure. Learners have been found to avoid games
with intense language, prefer L1 subtitled videos, disregard lyrics or captions (De Wilde et al.,
2022; Vanderplank, 2019), and lack deliberate use of metacognitive strategies (Lee & Wu, 2013),
all of which may hinder vocabulary acquisition (De Wilde, Brysbaert & Eyckmans, 2021; Warnby,
2022). Another possible explanation for the lack of a direct effect is the educational culture and
discourses within the Chinese EFL learning context, where learning is often not associated with
fun but viewed as a disciplined and serious activity (Li, 2003). Consequently, Chinese EFL learners
may perceive entertainment and learning as separate entities, which can diminish the contribution
of entertainment activities to vocabulary learning. Instead, this study observed an indirect
relationship between digital activities for entertainment purposes and vocabulary knowledge.
These activities may either generate motivational sources, such as linguistic self-confidence (Leona
et al., 2021), that activate and fuel other types of digital activities, or provide linguistic sources that
need to be supplemented by other types of digital activities, such as utilizing the linguistic form for
information retrieval and social interactions, in order to have a notable impact on vocabulary
learning. Future research may need to delve deeper into the mediation mechanisms underlying the
relationship between digital activities for entertainment purposes and vocabulary learning.

The finding that media use for information purposes was the weakest predictor of receptive
vocabulary knowledge is counterintuitive, considering that utilizing digital resources to seek
information is typically associated with deeper processing, increased engagement in strategy use,
and self-regulatory behaviors (Lee & Wu, 2013; Thums et al., 2021). However, this finding might
be biased by the research participants who were of intermediate proficiency level with an average
vocabulary size short of the recommended 8,000-word families for effective processing of
authentic text, as specified by Nation (2006). The participants’ limited vocabulary size might have
hindered them from fully engaging in and benefiting from information-oriented digital activities.
Thus, the finding might be different for learners with more advanced language proficiency.
Additionally, the study discovered that the association between informal digital activities for
information purposes and receptive knowledge of low-frequency vocabulary was mediated by
media use for socialization purposes. This finding is consistent with the notion that low-frequency
words are not encountered frequently enough in naturalistic exposure to be acquired incidentally
(Vilkaitė-Lozdienė & Schmitt, 2019). Therefore, repeated exposure to such vocabularies in
different language use contexts, which can be facilitated through media use for socialization
purposes, becomes crucial for their acquisition. The findings hence suggest that media migration
activities in the informal learning context play a crucial role in harnessing the potential of informal
digital activities, particularly those for entertainment and information purposes, for vocabulary
development. Media migration facilitates “linked skill activities” that are essential for incidental
vocabulary development (Nation, 2015). Findings from this study not only support the
significance of considering media use purposes when examining the relationship between
informal digital activities and vocabulary knowledge (e.g. Lai et al., 2023; Vanderplank, 2019) but
also draw attention to the dynamic interplay and potential mediation effects of various media use
purposes. The fluid nature of informal digital activities highlights the need to understand the
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transitions between different media use purposes in order to gain nuanced insights into the
relationship between these activities and vocabulary knowledge.

6.2 Relative associations of purpose of informal digital activities with vocabulary knowledge

This study further revealed that the purpose of informal digital activities accounted for a greater
proportion of the variance in receptive knowledge of low-frequency vocabulary compared to high-
frequency vocabulary. The finding that the purpose of informal digital activities played a more
critical role in the development of less frequently encountered words aligns with previous
research indicating a stronger relationship between informal digital activities and low-frequency
vocabulary knowledge (Nation, 2015; Niitemaa, 2020). The finding on the stronger association of
informal digital activities with low-frequency vocabulary knowledge suggests the importance of
informal digital English learning, especially in the Chinese context, where college English syllabus
centers around the 5,000 high-frequency word families (Wang & Fan, 2011; Zhao & Ji, 2018). The
smaller contribution of informal digital activities to high-frequency vocabulary knowledge is
understandable given that high-frequency vocabularies are likely to be learned in in-class English
learning, hence limiting the add-on value of informal digital activities. However, the limited
association might also be biased by the language proficiency level of the research participants in
this study, as they were of intermediate-mid to intermediate-high proficiency level and might have
already mastered a high proportion of these vocabularies. The finding might be different for
learners with lower language proficiency levels.

Furthermore, this study uncovered that the relationship between informal digital activities for
information purposes and high-frequency vocabulary size was contingent upon participants’
strategic use of digital resources. Thus, the contribution of digital activities for information
purposes to high-frequency vocabulary size was not fixed, but rather depended on how the
learners interacted with the resources, specifically their strategic and deliberate use of digital
resources in ways that support vocabulary learning. The finding adds to existing arguments that
emphasize the significance of strategic engagement in informal digital activities for vocabulary
development (e.g. Lai et al., 2023; Nation, 2015; Shin et al., 2023) by demonstrating that strategic
engagement serves not only as a direct predictor of vocabulary knowledge but also as a moderator
of the relationship between informal digital activities and vocabulary knowledge. It indicates that
deliberate and mindful behaviors that maximize vocabulary development are critical to informal
digital activities that demand greater cognitive attention, specifically those related to information
purposes. Thus, encouraging learners to engage in digital activities for information purposes per se
may not contribute to vocabulary development. Rather, it is essential to encourage and support
learners to engage in strategic interaction behaviors, such as dual attention to meaning and form,
simultaneous attention to multiple medium sources, and deliberate attention to and processing of
lexical information, to augment the association of this digital experience with vocabulary.

7. Conclusion
This study uncovered the complexity of the associations of informal digital activities for different
purposes with receptive vocabulary knowledge. Specifically, it revealed a direct contribution from
digital activities for socialization purposes, a mediated contribution from digital activities for
entertainment purposes, and a moderated contribution from digital activities for information
purposes. It further found that the purpose of informal digital English activities played a more
significant role in low-frequency vocabulary knowledge, while its contribution to the high-
frequency vocabulary knowledge was contingent upon participants’ strategic and deliberate use of
digital resources for vocabulary learning.

The findings suggest that examining media use purposes provides valuable insights into the
relationship between informal extramural digital English activities and vocabulary knowledge at a
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nuanced level. Given the observed differences in the link between digital activities for different
purposes and vocabulary knowledge, future research could delve deeper into how these activities
contribute to various motivational and cognitive factors that are crucial for vocabulary
development. This would help uncover the mechanisms behind the varying impact of different
digital activities on vocabulary development. Moreover, the findings underscore the significance
of strategic use of digital resources in augmenting the relationship between informal digital
activities and vocabulary knowledge, particularly in the context of digital activities for information
purposes, as well as for high-frequency vocabularies. It is essential to raise learners’ awareness of
different aspects of strategic use of digital resources that can facilitate vocabulary development.

The study has a few limitations. First of all, the research findings might have been biased by the
specific context in which the study was conducted, which involved undergraduate intermediate
EFL learners in China. The contribution of digital activities for socialization purposes might have
been magnified, while the contribution of digital activities for entertainment purposes might have
been underestimated in the Chinese cultural context. Furthermore, learners of varying age levels
and language proficiency levels may choose different digital resources, engage with them in
distinct ways, and prioritize different aspects of the linguistic information, even when engaging in
activities with the same media use purpose (De Wilde et al., 2022; Lai et al., 2018; Swanborn & de
Glopper, 2002). Additionally, the linguistic distance between one’s native language and English
has been found to impact incidental vocabulary learning from informal digital activities (Puimège
& Peters, 2019). As a result, the contributions of digital activities for different purposes to high-
frequency and low-frequency vocabularies might manifest differently in different research
contexts. Thus, it is crucial to investigate this research issue in other research contexts. Second, this
study only examined written receptive knowledge of individual words. Digital activities for
different purposes might have varying effects on other aspects of vocabulary knowledge, such as
formulaic expressions, oral receptive vocabulary knowledge, and productive vocabulary
knowledge. Therefore, conducting in-depth investigations into the relationship between media
use purposes and these different facets of vocabulary knowledge is necessary.

Supplementary material. To view supplementary material referred to in this article, please visit https://doi.org/10.1017/
S095834402400017X

Acknowledgements. This study was funded by the Hong Kong General Research Fund (No. 17605518).

Author contributions. Chun Lai: conceptualization; research design; data collection; manuscript write-up and revision.
Qiu Wang: research design; data analysis; manuscript revision.

Ethical statement and competing interests. Ethical approvals were gained from the hosting institution. Participation was
voluntary and consent forms were collected before data collection. The authors declare no competing interests. The authors
declare no use of generative AI.

References
Alharthi, M., Bown, A. & Pullen, D. (2020) The use of social media platforms to enhance vocabulary development in learning a

new language: A review of the literature. Arab World English Journal Special Issue on CALL, 6: 318–331. https://doi.org/10.
24093/awej/call6.21

Awang, Z. (2012) Structural equation modelling using AMOS graphic. Kuala Lumpur: UiTM Press.
Chung, D. S. & Yoo, C. Y. (2008) Audience motivations for using interactive features: Distinguishing use of different types of

interactivity on an online newspaper. Mass Communication and Society, 11(4): 375–397. https://doi.org/10.1080/
15205430701791048

Cohen, J. (2013) Statistical power analysis for the behavioral sciences (2nd ed.). Hillsdale: Erlbaum. https://doi.org/10.4324/
9780203771587

Dang, T. N. Y., Lu, C. & Webb, S. (2023) Open access academic lectures as sources for incidental vocabulary learning:
Examining the role of input mode, frequency, type of vocabulary, and elaboration. Applied Linguistics, 44(4): 747–770.
https://doi.org/10.1093/applin/amac044

14 Chun Lai and Qiu Wang

https://doi.org/10.1017/S095834402400017X Published online by Cambridge University Press

https://doi.org/10.1017/S095834402400017X
https://doi.org/10.1017/S095834402400017X
https://doi.org/10.24093/awej/call6.21
https://doi.org/10.24093/awej/call6.21
https://doi.org/10.1080/15205430701791048
https://doi.org/10.1080/15205430701791048
https://doi.org/10.4324/9780203771587
https://doi.org/10.4324/9780203771587
https://doi.org/10.1093/applin/amac044
https://doi.org/10.1017/S095834402400017X


DeWilde, V., Brysbaert, M. & Eyckmans, J. (2020) Learning English through out-of-school exposure. Which levels of language
proficiency are attained and which types of input are important? Bilingualism: Language and Cognition, 23(1): 171–185.
https://doi.org/10.1017/s1366728918001062

De Wilde, V., Brysbaert, M. & Eyckmans, J. (2021) Young learners’ L2 English after the onset of instruction: Longitudinal
development of L2 proficiency and the role of individual differences. Bilingualism: Language and Cognition, 24(3): 439–453.
https://doi.org/10.1017/S0272263121000097

De Wilde, V., Brysbaert, M. & Eyckmans, J. (2022) Formal versus informal L2 learning: How do individual differences and
word-related variables influence French and English L2 vocabulary learning in Dutch-speaking children? Studies in Second
Language Acquisition, 44(1): 87–111. https://doi.org/10.1017/s0272263121000097

Domingo, M. J. A. & Aguillon, H. J. T. (2021) Perceived role of social media in the vocabulary development of university
students. Allure Journal, 1(1): 1–14. https://doi.org/10.26877/allure.v1i1.9269

Fievez, I., Montero Perez, M., Cornillie, F. & Desmet, P. (2023) Promoting incidental vocabulary learning through watching a
French Netflix series with glossed captions. Computer Assisted Language Learning, 36(1–2): 26–51. https://doi.org/10.1080/
09588221.2021.1899244

Hair, J. F., Jr., Hult, G. T. M., Ringle, C. M. & Sarstedt, M. (2021) A primer on partial least squares structural equation modeling
(PLS-SEM) (3rd ed.). SAGE Publications.

Hu, J. & Yu, R. (2021) The effects of ICT-based social media on adolescents’ digital reading performance: A longitudinal study
of PISA 2009, PISA 2012, PISA 2015 and PISA 2018. Computers & Education, 175: Article 104342. https://doi.org/10.1016/
j.compedu.2021.104342

Hulstijn, J. H. (2013) Incidental learning in second language acquisition. In Chapelle, C. A. (ed.), The encyclopedia of applied
linguistics (Vol. 5). New Jersey: Wiley-Blackwell, 2632–2640. https://doi.org/10.1002/9781405198431.wbeal0530

Jin, L. (2018) Digital affordances on WeChat: Learning Chinese as a second language. Computer Assisted Language Learning,
31(1–2): 27–52. https://doi.org/10.1080/09588221.2017.1376687

Jin, Y., Wu, Z., Alderson, C. & Song, W. (2017) Developing the China Standards of English: Challenges at macropolitical and
micropolitical levels. Language Testing in Asia, 7(1): 1–19. https://doi.org/10.1186/s40468-017-0032-5

Katz, E., Blumler, J. G. & Gurevitch, M. (1973) Uses and gratifications research. Public Opinion Quarterly, 37(4): 509–523.
https://doi.org/10.1086/268109

Kline, P. (1999) The handbook of psychological testing. London: Routledge.
Kline, R. B. (2011) Principles and practice of structural equation modeling (3rd ed.). New York: Guilford Press.
Knutson, E. K. (1998) Reading with a purpose: Communicative reading tasks for the foreign language classroom. Washington:

ERIC Digest. https://files.eric.ed.gov/fulltext/ED425658.pdf
Lai, C. (2018) Autonomous language learning with technology: Beyond the classroom. London: Bloomsbury Academic.
Lai, C. (2023) Insights into autonomy and technology in language teaching. Melbourne: Castledown Publishers.
Lai, C., Hu, X. & Lyu, B. (2018) Understanding the nature of learners’ out-of-class language learning experience with

technology. Computer Assisted Language Learning, 31(1–2): 114–143. https://doi.org/10.1080/09588221.2017.1391293
Lai, C., Liu, Y., Hu, J., Benson, P. & Lyu, B. (2022) Association between the characteristics of out-of-class technology-mediated

language experience and L2 vocabulary knowledge. Language Learning & Technology, 26(1): 1–24. https://hdl.handle.net/10125/
73485

Lai, C., Liu, Y. & Lin, Y. (2023) Purpose and strategic engagement in informal English digital activities and aspects of
vocabulary knowledge. Applied Linguistics. Advance online publication. https://doi.org/10.1093/applin/amad075

Lai, K.-W. K. & Chen, H.-J. H. (2023) A comparative study on the effects of a VR and PC visual novel game on vocabulary
learning. Computer Assisted Language Learning, 36(3): 312–345. https://doi.org/10.1080/09588221.2021.1928226

Laufer, B. (2017) From word parts to full texts: Searching for effective methods of vocabulary learning. Language Teaching
Research, 21(1): 5–11. https://doi.org/10.1177/1362168816683118

Lee, J. S. (2019) Quantity and diversity of informal digital learning of English. Language Learning & Technology, 23(1):
114–126. https://doi.org/10125/44675

Lee, S. & Pulido, D. (2017) The impact of topic interest, L2 proficiency, and gender on EFL incidental vocabulary acquisition
through reading. Language Teaching Research, 21(1): 118–135. https://doi.org/10.1177/1362168816637381

Lee, Y.-H. & Wu, J.-Y. (2013) The indirect effects of online social entertainment and information seeking activities on reading
literacy. Computers & Education, 67: 168–177. https://doi.org/10.1016/j.compedu.2013.03.001

Leona, N. L., van Koert, M. J. H., van der Molen, M. W., Rispens, J. E., Tijms, J. & Snellings, P. (2021) Explaining individual
differences in young English language learners’ vocabulary knowledge: The role of extramural English exposure and
motivation. System, 96: Article 102402. https://doi.org/10.1016/j.system.2020.102402

Li, J. (2003) U.S and Chinese cultural beliefs about learning. Journal of Educational Psychology, 95(2): 258–267. https://doi.org/
10.1037/0022-0663.95.2.258

Lim, S. S. & Basnyat, I. (2016) Face and online social networking. In Lim, S. S & Soriano, C. R. R. (eds.), Asian perspectives on
digital culture: Emerging phenomena, enduring concepts. Abingdon: Routledge, 17–32.

Lin, J.-J. & Lin, H. (2019) Mobile-assisted ESL/EFL vocabulary learning: A systematic review and meta-analysis. Computer
Assisted Language Learning, 32(8): 878–919. https://doi.org/10.1080/09588221.2018.1541359

ReCALL 15

https://doi.org/10.1017/S095834402400017X Published online by Cambridge University Press

https://doi.org/10.1017/s1366728918001062
https://doi.org/10.1017/S0272263121000097
https://doi.org/10.1017/s0272263121000097
https://doi.org/10.26877/allure.v1i1.9269
https://doi.org/10.1080/09588221.2021.1899244
https://doi.org/10.1080/09588221.2021.1899244
https://doi.org/10.1016/j.compedu.2021.104342
https://doi.org/10.1016/j.compedu.2021.104342
https://doi.org/10.1002/9781405198431.wbeal0530
https://doi.org/10.1080/09588221.2017.1376687
https://doi.org/10.1186/s40468-017-0032-5
https://doi.org/10.1086/268109
https://files.eric.ed.gov/fulltext/ED425658.pdf
https://doi.org/10.1080/09588221.2017.1391293
https://hdl.handle.net/10125/73485
https://hdl.handle.net/10125/73485
https://doi.org/10.1093/applin/amad075
https://doi.org/10.1080/09588221.2021.1928226
https://doi.org/10.1177/1362168816683118
https://doi.org/10125/44675
https://doi.org/10.1177/1362168816637381
https://doi.org/10.1016/j.compedu.2013.03.001
https://doi.org/10.1016/j.system.2020.102402
https://doi.org/10.1037/0022-0663.95.2.258
https://doi.org/10.1037/0022-0663.95.2.258
https://doi.org/10.1080/09588221.2018.1541359
https://doi.org/10.1017/S095834402400017X


Lin, J.-S., Lee, Y.-I., Jin, Y. & Gilbreath, B. (2017) Personality traits, motivations, and emotional consequences of social media
usage. Cyberpsychology, Behavior, and Social Networking, 20(10): 615–623. https://doi.org/10.1089/cyber.2017.0043

Lin, L., King, R. B., Fu, L., & Leung, S. O. (2024) Information and communication technology engagement and digital reading:
How meta‐cognitive strategies impact their relationship. British Journal of Educational Technology, 55(1): 277–296. https://
doi.org/ 10.1111/bjet.13355

Lyu, B. & Lai, C. (2024) Analysing learner engagement with native speaker feedback on an educational social networking site:
An ecological perspective. Computer Assisted Language Learning, 37(1–2): 114–148. https://doi.org/10.1080/09588221.
2022.2030364

McQuail, D. (1987) Mass communication theory: An introduction (2nd ed.). London: Sage Publications.
Montero Perez, M. (2022) Second or foreign language learning through watching audio-visual input and the role of on-screen

text. Language Teaching, 55(2): 163–192. https://doi.org/10.1017/S0261444821000501
Montero Perez, M., Peters, E. & Desmet, P. (2018) Vocabulary learning through viewing video: The effect of two enhancement

techniques. Computer Assisted Language Learning, 31(1–2): 1–26. https://doi.org/10.1080/09588221.2017.1375960
Nation, I. S. P. (2006) How large a vocabulary is needed for reading and listening? The Canadian Modern Language Review,

63(1): 59–82. https://doi.org/10.3138/cmlr.63.1.59
Nation, I. S. P. (2015) Principles guiding vocabulary learning through extensive reading. Reading in a Foreign Language, 27(1):

136–145.
Nation, I. S. P. & Beglar, D. (2007) A vocabulary size test. The Language Teacher, 31(7): 9–13.
Neufeld, P. G. & Delcore, H. D. (2018) Situatedness and variations in student adoption of technology practices: Towards a

critical techno-pedagogy. Journal of Information Technology Education: Research, 17(1): 1–38. https://doi.org/10.28945/
3934

Niitemaa, M.-L. (2020) Informal acquisition of L2 English vocabulary: Exploring the relationship between online out-of-
school exposure and words at different frequency levels. Nordic Journal of Digital Literacy, 15(2): 86–105. https://doi.org/
10.18261/issn.1891-943x-2020-02-02

Palmgreen, P. (1984) Uses and gratifications: A theoretical perspective. Annals of the International Communication
Association, 8(1): 20–55. https://doi.org/10.1080/23808985.1984.11678570

Peng, H., Jager, S. & Lowie, W. (2022) A person-centred approach to L2 learners’ informal mobile language learning.
Computer Assisted Language Learning, 35(9): 2148–2169. https://doi.org/10.1080/09588221.2020.1868532

Peters, E., Noreillie, A.-S., Heylen, K., Bulté, B. & Desmet, P. (2019) The impact of instruction and out-of-school exposure to
foreign language input on learners’ vocabulary knowledge in two languages. Language Learning, 69(3): 747–782. https://doi.
org/10.1111/lang.12351

Pigada, M. & Schmitt, N. (2006) Vocabulary acquisition from extensive reading: A case study. Reading in a Foreign Language,
18(1): 1–28.

Puimège, E. & Peters, E. (2019) Learners’ English vocabulary knowledge prior to formal instruction: The role of learner-related
and word-related variables. Language Learning, 69(4): 943–977. https://doi.org/10.1111/lang.12364

Reynolds, B. L., Cui, Y., Kao, C.-W. & Thomas, N. (2022) Vocabulary acquisition through viewing captioned and subtitled
video: A scoping review and meta-analysis. Systems, 10(5): Article 133. https://doi.org/10.3390/systems10050133

Reynolds, B. L. & Teng, M. F. (2021) Incidental and informal vocabulary learning: Introduction to the special issue. TESOL
Journal, 12(4): Article e642. https://doi.org/10.1002/tesj.642

Rubin, A. M. (2009) Uses and gratifications. In Nabi, R. L. & Oliver, M. B. (eds.), The SAGE handbook of media processes and
effects. Los Angeles: Sage, 147–159.

Ruggiero, T. E. (2000) Uses and gratifications theory in the 21st century.Mass Communication and Society, 3(1): 3–37. https://
doi.org/10.1207/S15327825MCS0301_02

Schmitt, N. (2008) Instructed second language vocabulary learning. Language Teaching Research, 12(3): 329–363. https://doi.
org/10.1177/1362168808089921

Schmitt, N. (2019) Understanding vocabulary acquisition, instruction, and assessment: A research agenda. Language
Teaching, 52(2): 261–274. https://doi.org/10.1017/S0261444819000053

Shade, D. D., Kornfield, S. & Oliver, M. B. (2015) The uses and gratifications of media migration: Investigating the activities,
motivations, and predictors of migration behaviors originating in entertainment television. Journal of Broadcasting &
Electronic Media, 59(2): 318–341. https://doi.org/10.1080/08838151.2015.1029121

Shin, H. W., Sok, S. & Do, J. (2023) Role of individual differences in incidental L2 vocabulary acquisition through listening to
stories: Metacognitive awareness and motivation. International Review of Applied Linguistics in Language Teaching, 61(4):
1669–1695. https://doi.org/10.1515/iral-2021-0212

Sivagnanam, S. & Yunus, M. M. (2020) Utilizing social media in vocabulary enhancement among primary ESL learners.
Universal Journal of Educational Research, 8(2): 490–498. https://doi.org/10.13189/ujer.2020.080220

Sockett, G. (2014) The online informal learning of English. Basingstoke: Palgrave Macmillan. https://doi.org/10.1057/
9781137414885

Sundar, S. S. & Limperos, A. M. (2013) Uses and grats 2.0: New gratifications for new media. Journal of Broadcasting &
Electronic Media, 57(4): 504–525. https://doi.org/10.1080/08838151.2013.845827

16 Chun Lai and Qiu Wang

https://doi.org/10.1017/S095834402400017X Published online by Cambridge University Press

https://doi.org/10.1089/cyber.2017.0043
https://doi.org/
https://doi.org/
https://doi.org/10.1111/bjet.13355
https://doi.org/10.1080/09588221.2022.2030364
https://doi.org/10.1080/09588221.2022.2030364
https://doi.org/10.1017/S0261444821000501
https://doi.org/10.1080/09588221.2017.1375960
https://doi.org/10.3138/cmlr.63.1.59
https://doi.org/10.28945/3934
https://doi.org/10.28945/3934
https://doi.org/10.18261/issn.1891-943x-2020-02-02
https://doi.org/10.18261/issn.1891-943x-2020-02-02
https://doi.org/10.1080/23808985.1984.11678570
https://doi.org/10.1080/09588221.2020.1868532
https://doi.org/10.1111/lang.12351
https://doi.org/10.1111/lang.12351
https://doi.org/10.1111/lang.12364
https://doi.org/10.3390/systems10050133
https://doi.org/10.1002/tesj.642
https://doi.org/10.1207/S15327825MCS0301_02
https://doi.org/10.1207/S15327825MCS0301_02
https://doi.org/10.1177/1362168808089921
https://doi.org/10.1177/1362168808089921
https://doi.org/10.1017/S0261444819000053
https://doi.org/10.1080/08838151.2015.1029121
https://doi.org/10.1515/iral-2021-0212
https://doi.org/10.13189/ujer.2020.080220
https://doi.org/10.1057/9781137414885
https://doi.org/10.1057/9781137414885
https://doi.org/10.1080/08838151.2013.845827
https://doi.org/10.1017/S095834402400017X


Sundqvist, P. (2019) Commercial-off-the-shelf games in the digital wild and L2 learner vocabulary. Language Learning &
Technology, 23(1): 87–113. https://doi.org/10125/44674

Swanborn, M. S. L. & de Glopper, K. (2002) Impact of reading purpose on incidental word learning from context. Language
Learning, 52(1): 95–117. https://doi.org/10.1111/1467-9922.00178

Thums, K., Artelt, C. & Wolter, I. (2021) Reading for entertainment or information reception? Gender differences in reading
preferences and their impact on text-type-specific reading competences in adult readers. European Journal of Psychology of
Education, 36(2): 339–357. https://doi.org/10.1007/s10212-020-00486-1

Trinder, R. (2016) Blending technology and face-to-face: Advanced students’ choices. ReCALL, 28(1): 83–102. https://doi.org/
10.1017/S0958344015000166

Vanderplank, R. (2019) ‘Gist watching can only take you so far’: Attitudes, strategies and changes in behaviour in watching
films with captions. The Language Learning Journal, 47(4): 407–423. https://doi.org/10.1080/09571736.2019.1610033

Vilkaitė-Lozdienė, L. & Schmitt, N. (2019) Frequency as a guide for vocabulary usefulness: High-, mid-, and low-frequency
words. In Webb, S. (ed.), The Routledge handbook of vocabulary studies. Abingdon: Routledge, 81–96. https://doi.org/10.
4324/9780429291586-6

Walther, J. B., Carr, C. T. & Choi, S. S. W. (2010) Interaction of interpersonal, peer, and media influence sources online: A
research agenda for technology convergence. In Papacharissi, Z. (ed.), A networked self: Identity, community, and culture on
social network sites. New York: Routledge, 25–46.

Wang, Y. & Fan, Y. (2011) Validity study on Chinese version of VST. English Abroad, 11: 310–311.
Warnby, M. (2022) Receptive academic vocabulary knowledge and extramural English involvement – Is there a correlation?

ITL - International Journal of Applied Linguistics, 173(1): 120–152. https://doi.org/10.1075/itl.21021.war
Webb, S. & Nation, P. (2012) Teaching vocabulary. In Chapelle, C. A. (ed.), The encyclopedia of applied linguistics. Chichester:

Wiley-Blackwell. https://doi.org/10.1002/9781405198431.wbeal1177
Webb, S. & Rodgers, M. P. H. (2009) Vocabulary demands of television programs. Language Learning, 59(2): 335–366. https://

doi.org/10.1111/j.1467-9922.2009.00509.x
Webb, S., Uchihara, T. & Yanagisawa, A. (2023) How effective is second language incidental vocabulary learning? A meta-

analysis. Language Teaching, 56(2): 161–180. https://doi.org/10.1017/S0261444822000507
Yu, L. T. (2023) A comparison of the autonomous use of technology for language learning for EFL University students of

different proficiency levels. Sustainability, 15(1): 606. https://doi.org/10.3390/su15010606
Zainal, Z. & Rahmat, N. H. (2020) Social media and its influence on vocabulary and language learning: A case study. European

Journal of Education Studies, 7(11): 1–18. https://doi.org/10.46827/ejes.v7i11.3331
Zhang, R., Zou, D., Cheng, G., Xie, H., Wang, F. L. & Au, O. T. S. (2021) Target languages, types of activities, engagement, and

effectiveness of extramural language learning. PLOS One, 16(6): Article e0253431. https://doi.org/10.1371/journal.pone.
0253431

Zhao, P. & Ji, X. (2018) Validation of the Mandarin version of the Vocabulary Size Test. RELC Journal, 49(3): 308–321. https://
doi.org/10.1177/0033688216639761

Zheng, Y. (2009) Exploring Chinese EFL learners’ receptive and productive vocabulary knowledge: Implications for EFL
vocabulary teaching. The Journal of Asia TEFL, 6(1): 163–188.

Zhou, R. (2011) The impact of reading purposes on text processing strategies. i-manager’s Journal on English Language
Teaching, 1(3): 23–29. https://doi.org/10.26634/jelt.1.3.1592

About the authors

Chun Lai is an associate professor at the University of Hong Kong. Her research interest is in self-directed language learning
beyond the classroom.

Qiu Wang is an associate professor at Syracuse University, USA. His research interest is in quantitative research methods.

ReCALL 17

https://doi.org/10.1017/S095834402400017X Published online by Cambridge University Press

https://doi.org/10125/44674
https://doi.org/10.1111/1467-9922.00178
https://doi.org/10.1007/s10212-020-00486-1
https://doi.org/10.1017/S0958344015000166
https://doi.org/10.1017/S0958344015000166
https://doi.org/10.1080/09571736.2019.1610033
https://doi.org/10.4324/9780429291586-6
https://doi.org/10.4324/9780429291586-6
https://doi.org/10.1075/itl.21021.war
https://doi.org/10.1002/9781405198431.wbeal1177
https://doi.org/10.1111/j.1467-9922.2009.00509.x
https://doi.org/10.1111/j.1467-9922.2009.00509.x
https://doi.org/10.1017/S0261444822000507
https://doi.org/10.3390/su15010606
https://doi.org/10.46827/ejes.v7i11.3331
https://doi.org/10.1371/journal.pone.0253431
https://doi.org/10.1371/journal.pone.0253431
https://doi.org/10.1177/0033688216639761
https://doi.org/10.1177/0033688216639761
https://doi.org/10.26634/jelt.1.3.1592
https://doi.org/10.1017/S095834402400017X

	Online informal learning of English and receptive vocabulary knowledge: Purpose matters
	1.. Introduction
	2.. Literature review
	2.1. OILE and incidental vocabulary learning
	2.2. Purposes of informal digital activities and vocabulary development
	2.3. Strategic use of digital resources and vocabulary development

	3.. The study
	4.. Method
	4.1. Participants
	4.2. Research instrument
	4.2.1. Questionnaire
	4.2.2. Vocabulary test

	4.3. Data collection and analysis

	5.. Results
	5.1. Descriptive statistics
	5.2. The measurement model
	5.3. The structural model

	6.. Discussion
	6.1. Differential relationships between purposes of informal digital activities and vocabulary knowledge
	6.2. Relative associations of purpose of informal digital activities with vocabulary knowledge

	7.. Conclusion
	References


