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In countries like Sweden, secondary school students are increasingly exposed to English outside the
classroom through self-initiated, Extramural English (EE) activities (e.g., gaming, social media). In line
with usage-based theories (Ellis et al., 2016), we would expect that the #ype and amount of EE engagement
have an effect on students’ output. While this hypothesis has not been systematically tested in the context
of EE, there is some supporting evidence in the literature, in particular for EE gaming and EE reading: EE
gaming (which tends to provide lexically varied, oral/spoken input) has been shown to positively affect
students’ vocabulary size (e.g., Sundqvist & Wikstrom, 2015), while EE reading (providing written/literate
input) is found to positively affect students’ noun phrase complexity (Kaatari et al., 2023). However, most
previous research has examined EE activities in isolation, overlooking potential interaction effects from
engaging in multiple activities simultaneously.

The present study zooms in on grammatical complexity to test the hypothesis that the type and amount
of EE input students receive will affect their output. Grammatical complexity is defined as the addition of
optional structural elements to simple phrases and clauses (Biber et al., 2022). It offers a helpful framework
for analyzing possible effects of EE on students’ output in that different groups of complexity features are
associated with oral vs. literate registers: ‘Oral’ features (e.g., finite adverbial clauses, verb + that-
complement clauses) are more frequent in oral/spoken registers, and ‘literate’ features (e.g., attributive
adjectives, prepositional phrases) are associated with literate/written registers (Biber & Larsson, 2025).

Using the Swedish Learner English Corpus (Kaatari et al., 2024), we focus specifically on the possible
effects of EE gaming and EE reading. We would expect increasing literate/written input through EE reading
to lead to more literate/written-like complexity features, following Kaatari et al. (2023). For EE gaming,
our analysis will be exploratory, but given the spoken elements of many online games (e.g., Reinhardt,
2019), we expect that more gaming will lead to more oral/spoken-like complexity features. We ask the
following research question:

e To what extent does high/low engagement in both these EE activities (e.g., a high reading and high
gaming profile) affect students’ use of phrasal vs. clausal complexity features?

We looked at students whose EE reading/gaming time was in the top/bottom tertiles. The high gaming-high
reading group had consistently higher frequencies than the other three groups for phrasal complexity with
a low-to-medium effect size (d: .58, .21, .15). No main effects of the profiles were noted for clausal
complexity. Partially contrary to our hypothesis, we thus conclude that both EE activities have a positive
effect on phrasal complexity.
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