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Introduction

Internet communication has been one of the fastest growing and most
prevalent forms of communication within the last few decades. A wide variety of
languages is used in internet-based communication. According to various statistics,
the most used languages on the internet are English, Chinese, Spanish, Arabic,
Indonesian, Portuguese, French and Japanese (Statista, 2021; Internet World Stats,
2021). The main language of the internet, however, is considered to be English.
The rapid growth of internet-based communication has had an interesting effect on
the English language used on the internet. As most people on the internet
communicate through text-based messages, the language has had to adapt to its use
in new and unexpected ways, evolving and developing into its own branch of
language.

The internet English, or ‘Netspeak’, has many peculiarities across many
different places on the internet. These peculiarities may vary depending on which
part of the internet Netspeak is used in. The features of the language used on social
media websites like Facebook and Twitter differ from one another, but they are still
largely the same. The features of the language used on video hosting and streaming
sites like YouTube or Twitch differ from those used elsewhere on the internet even

more than one might expect.

The topicality of this work lies in the fact that internet communication,
especially communication on livestreaming sites like Twitch, has not been
researched thoroughly or comprehensively yet, despite the rising popularity and
spreading influence of these forms of communication. In particular, their
grammatical and lexical peculiarities, which separate the English language used on

the internet and various websites from standard Modern English.

The topic of internet communication as a whole is still in its early stages. Its
existence as a separate study of linguistic processes was advocated by the English
linguist David Crystal. In his 2005 work, “The Scope of Internet Linguistics”, he

outlined four main perspectives for further investigation — the sociolinguistics



perspective, the educational perspective, the stylistic perspective and the applied
perspective, all of which are interlinked and affect each other. In the stylistic
perspective, he outlined the various outlets in which internet English may differ

according to the way they are structured.

This work shall focus on identifying the peculiarities of internet English, as
well as its use on the video streaming website Twitch, its grammar, unique
vocabulary and other features which separate it from standard Modern English, its
influence on the English language used both on other parts of the internet and in

general English discourse.

The object of this work is the English language used in internet
communication, specifically based on the language culture of the media streaming

website, Twitch.

The aim of this work is to identify and analyze the special grammatical,
orthographical and lexical features of the English language used in English-

speaking communication on the website Twitch.

The methods of research used in this work are a combination of qualitative
and quantitative analysis, intended to provide a wide variety of information on the
peculiarities of the grammatical, orthographical and lexical aspects.

Compositionally, this paper consists of the introduction, three chapters, the
general conclusion, the list of references and appendixes.

Chapter 1 deals with the unique features of internet English as a whole.

Chapter 2 explores the unique features of Twitch’s internet English, its
history and influence.

Chapter 3 focuses on analyzing the unique grammatical and lexical features

of internet communication based on Twitch chat comments at various levels of

viewership.

The appendixes include analyzed snippets of 8 different livestreams and
their chats from Twitch.



1. English as the lingua franca of the internet in the age of

globalization.

English as a lingua franca has been growing in use across the entire world
since beginning of the 20" century, having effectively replaced French as the
language of diplomacy after World War 1. Its use around the world differs in form,
but it remains a consistent common language of diplomacy, science, trade and

business.

According to the paper “Brief History of the Internet” (Leiner et al., 1997),
the internet was originally created as a result of a series of experiments by
American computer scientists who envisioned a connected world-wide network of
computers. Along with this, according to Webfoundation.org (2021) and W3C.org
(2021), the most notable developments in the history of the modern internet, the
creation of the World Wide Web in 1989 and its subsequent public release in 1991,
were done by the English computer scientist, Sir Tim Berners-Lee. As such,
throughout the 1990s, during the internet’s early growth, English remained the
main language used in communication. And although many other languages have
grown in use on the internet, English remains the most used language for

communication between people from different nations.

To continue the description of English as a lingua franca, we must first
clarify what a ‘lingua franca’ is. Following the most common definition given by
Oxford Dictionary, it is a language or dialect which is used between two people or
groups which do not share a language or dialect. With this definition, it is easy to
see how English is considered the lingua franca of the modern world, both in real

life and internet worldwide communication.

In the current age of globalization, English has spread to every corner of the
world, whether through official communication between different nations, cultural
sharing from the English-speaking countries or through the internet. This is due to
the history of colonization by the British Empire and the teaching of English as a

second language being quite common in most developed countries around the



world. Such widespread presence of the English language has made it quite unique

among the lingua francas of history.

There have been many studies of English as the lingua franca of the world
(Crystal, 2003; Cogo, 2016; Mares, 2016; Melitz, 2018; Mauranen, Ranta, 2009;
Mauranen, 2003; Allerton, Skandera, Tschichold, 2002; Seidlhofer, 2005; Graddol,
2006; T'omuk, 2015; Illepournpka, 2018). However, only a few of them, like David
Crystal (2001; 2005; 2006) and Mares (2016), explored the effects of the internet
and its language on English as a lingua franca. Even with their contributions
towards the study of English as the internet’s lingua franca, those studies did not
study specific parts of the internet in-depth, instead focusing on the language of the

internet as a whole.

Due to the internet being vehicle of globalization and its main language
being English, most of the most popular websites primarily use English, both as
the language of communication between users and as the language of the sites
themselves. Even if the website is designed with multiple selectable languages or if
the website has non-English content, most popular websites are predominantly
English-speaking.

Examples of sites with English as the main language of communication are
social media sites like Twitter and Facebook, popular forum sites like Reddit and

4chan, and media sharing sites like YouTube and Twitch.

As the lingua franca, the original form of English is often distorted when
spoken by both native and non-native speakers. These distortions are expressed
through shorter sentences, broken grammar, limited vocabulary, non-standard
spelling, etc. On the internet, where the most common type of communication is
written language, these distortions are quite apparent and widespread. David
Crystal (2001) said that the internet’s widespread non-standard, full of new words
and highly tolerant towards spelling errors language is to be viewed as a third

medium, separate from both spoken and written language.

Some of the most used examples of these distortions developed into internet

slang, or ‘Netspeak’. Netspeak is a term coined by Crystal (2001) referring to the



type of communication used in chatrooms and message boards on the internet.
Although it refers to any language used in these contexts, English is the main
contributing Netspeak language, as most international internet slang comes from it.
Common shortenings like LOL, OMG, LMAO, BRB, as well as slang words and

phrases all come from the English language.

Many of these shortenings and slang words used in internet slang are now
being documented in modern online dictionaries such as Merriam-Webster, the
Oxford Dictionary and the public online dictionary Urban Dictionary. For example:
‘Lowkey’ (Urban Dictionary), ‘Stan’ (Urban Dictionary), ‘Salty’ (Salty, Merriam-
Webster), ‘Yeet’ (Yeet, Cambridge Dictionary).

Aside from shortenings and slang words, internet slang encompasses a large
variety of internet-specific communication features. Such features can be special
punctuation and capitalization, emojis and emoticons, purposely erroneous or
broken syntactic features, stylized spellings, heterographs, etc. In general, any
communication on the internet which differs in some way from real world
communication in the same language can be considered internet slang or
‘Netspeak’.

Peculiar grammatical features also permeate Netspeak. As mentioned prior,
English internet communication often features short sentences, sometimes broken
grammar, frequent use of abbreviations and infrequent use of capitalizations and

punctuation in casual communication.

Although these peculiarities are most noticeable in non-native English
speakers, many native speakers may also make both grammatical and spelling
mistakes, either on purpose or accidentally, as outlined in a blog of a popular
online English teaching website Lingoloop (2020). Many native speakers may
simply not know how to properly spell some words, alternatively, they may
purposely make grammatical and spelling mistakes to make the sentences easier to

write or to make them appear more casual.

On the other hand, as it is mentioned in the White Paper issued by the

computer linguistics company Congree (2017), non-native speakers often make



mistakes connected with their native languages, speakers of languages without
articles may not use them as much, if at all. Speakers of languages with completely
different grammatical structures may use those structures in English without

realizing it and so on.

Regardless of mistakes, due to the written nature of most internet
communication, more often than not, it is entirely possible to understand a non-
native speaker’s messages. As such, English continues to be used to communicate
between speakers of different languages. However, due to the fact that non-native
English speakers now vastly outnumber native speakers, the language is changing,

both on the internet and outside of it.

Overall, English continues to thrive as the lingua franca of the internet in the
modern age, being spread more and more across the world by the process of
globalization. Although some, like Zuckerman (2013) and blogs like Motionpoint
(2018), may claim that it is slowly becoming defunct, as people are starting to look
inwards, towards sites and content in their own language, that point is moot, as
English continues to follow the very definition of ‘lingua franca’, being the
language used to communicate by people from different parts of the world who do

not share a language.

However, even as the English language on the internet evolves through
globalization, it is not the same across the entire internet. Different websites may
use different varieties of internet English, they may use different methods of

communication, which wildly changes the direction of its development.
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1.1. Linguistic differences in methods of communication over the

internet.

As mentioned previously, the English language is not homogeneous across
the entire internet. While it is possible to define a general ‘internet English’ which
most people use online, that may not apply to every form of communication over
the internet. Different types of internet slang may not apply to communication in

every part of the internet.

Although various studies (Agha, 2008; Halliday, 1978; Joos, 1961; Trudgill,
1992; Wardhaugh, 1986) claim that there are many styles or “registers” in the
English language, for the purposes of this study, it was decided to limit the
definition to the most commonly found “formal and informal” styles. According to
the common definitions from sources such as the Cambridge dictionary, the
University of Technology Sydney (2013) and the Australian Broadcasting
Corporation (2017), there are two major styles of writing — formal and informal.
The formal style is characterized by its more serious and polite tone, omitting first
person pronouns, contractions and slang, as well as using more formal vocabulary.
The informal style is characterized by a more relaxed and spontaneous tone. In the
informal style, first person pronouns, contractions and slang are common and the

vocabulary is much less formal.

In internet English, the formal style of writing remains the same as in
general Modern English. It is most often used in Emails, online articles, official

company websites, government websites and official announcements.

The informal style of writing, on the other hand, is quite different from the
generally accepted literary style. According to McCulloch (2019), it is
characterized by lack of capitalization and punctuation, frequent use of shortenings
and abbreviations, frequent omission of words, either through grammatical
mistakes or elliptical constructions. However, this is not always the case. Various
types of communication on the internet have different degrees of informal writing.

The informal style is most often used on the internet in private conversations, live

11



text messages, video game chats, public forums, social media, blogs, media sharing

websites, etc.

In private conversations, live text messaging and video game chats, most
communication occurs in real time, meaning text messages appear as soon as you
send them and other participants can respond to them immediately. This closeness
to real life face-to-face communication causes most communication through these

media to be informal to the point of resembling a conversational speaking style.

The informal type of internet English in live chats is shown through these

features:

- frequent omission of capital letters, both at the beginning of sentences and

in personal names;
- lack of punctuation;
- the use of shortenings and abbreviations;

- the use of short sentences and purposely incorrect or unusual grammar,

usually through elliptical constructions;
- Slang words.

Professor David Crystal (2006) characterizes live chats through very quick,
continuous one-sentence messages, rather than long paragraphs. He also mentions,
that this is usually due to a word limit imposed on the live chat service, but may
also be due to the general live chat culture that has developed over the years.
Shorter messages keep people engaged in conversation more, making them more
involved. In chats with more than one person, longer messages may simply take
too long to type out, leading to them being finished long after the people in the chat

have moved on from the topic.

In less formal public forum conversations and arguments, the informal type
Is expressed through very similar features. However, due to the difference between
the instant response nature of live chats, informal forum conversations do not have
such short sentences. Instead, informal forum communication is characterised

through large amounts of shortenings, informal language and frequent use of slang

12



words and shortenings. The length of sentences, their grammatical accuracy and

proper punctuation all generally depend on the person writing the message.

Of course, even when we determine and characterise these distinct types of
communication, they are not always the same across different types of media or
sites. According to Keating (2014), these are “internet dialects”, stemming from
the fact that different parts of the internet have their own unique ways of using

internet English.

Communication on media sharing websites like Twitch and YouTube is

mostly carried out in an informal style.

On Twitch, there is only one type of written communication, however, this
communication is directed at both the other people in the audience and the streamer.
Singmanee et al. (2019) mention that this rather unique multi-directional type of
communication is further compounded in its peculiarity by the presence of the
Twitch-exclusive emotes and emojis, which are shown in the live chat when a user
types out a case-sensitive code. The use of these emotes is extremely influential on

both the language culture of Twitch and the language of the internet as a whole.

On YouTube, one can find a wide variety of different styles of writing.
Comments can be both formal and informal, depending on the type of video the
comment is under, the subject matter and the person writing the comment. In
general, they all follow the same patterns as defined previously, though YouTube
comments may also act as small combinations of forum posts and live chat

messages.

YouTube also recently received a live chat feature for streaming broadcasts,
which has its own emotes and emojis, however they are not as widespread in their
use as the ones on Twitch. The vast majority of emotes used on YouTube
livestreams are specific to the streamer themselves and are locked behind a

paywall, while the emotes used on Twitch are primarily free and site-wide.

Similar things can be said for many social media sites, like Facebook and
Twitter. On Facebook, users are free to type out entire paragraphs in whichever

13



style they decide, using any kind of language. On Twitter, users are limited by a
very low word count, so they must shorten their messages to convey the meaning

concisely.

This word limit on Twitter creates a rather interesting social media language
culture wherein the standard forum type of messaging and the live chat messaging
are combined into one. This makes it so users on Twitter must work around the
constraints, sometimes by using unusual or broken grammar, pictures instead of
words or communicate their full message through multiple tweets. According to
Boot et al. (2019), this is a rather unique dialect of internet English, as even when
Twitter doubled its character limit, up to 280 characters, most people still never

used more than 190 characters per Tweet.

Another more structured yet still informal type of internet English exists in
online blogs. Crystal (2005) specifies several types of blogs — there can be video
blogs, audio blogs, photoblogs written blogs, etc. The most popular types are video
blogs and written blogs. Blogs are, in essence, public online diaries. The language
used in blogs is in a more primal, “naked”, form, published without much editing

or professional standardization, as such, it can be categorized as informal.

One final thing to mention is that the more an internet user browses a certain
part of the internet, the more they start to adopt these ‘internet dialects’, the easier
it is to recognize where they spend most of their time on the internet. A Twitter
user may use Twitter-specific references, vocabulary and may use shorter sentences.
A Twitch user will often insert the codes for the Twitch emotes in communication
on other parts of the internet, despite the emote not working outside of the website

it originates from.

In conclusion, while we may be able to identify some common features of
internet English and its slang, the deeper we look into English Netspeak on
different parts of the internet, the more we find that it is not entirely accurate to say
that it is just one new dialect of the English language. Many parts of the internet
have had time to evolve and develop their own branch of internet English, making

each of them a sort dialect or accent of the overall internet English.
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It is akin to the English language itself. It is entirely possible to learn the
generally accepted Standard English, but not many, if any, people speak it in their
day-to-day life. The same goes for internet English. It is possible to learn the
generalization of internet English, but every part of the internet uses it in their own
unique way. Even the generalized categories of sites, like social media, forums or
media sharing websites, have their own separate dialects among the members of
the categories.

15



1.2. Influence of internet communication on English in real life.

As the internet becomes increasingly accessible, an increasingly large
number of people is beginning to become dependent on it. Some use it for
communication, some for entertainment, some for information, many for two or
more of these aspects. Encyclopedia Britannica mentions that due to this increasing
use of the internet, its culture and language are starting to influence the culture and

language outside of the internet.

There have been several studies on how technology and the internet
influence the English language (Al-Sharqi, Abbasi, 2020; Poushter, Carle, Bell,
Wike, 2015) with many of them focusing on specific social media websites,
especially Twitter. Although most studies have focused on how these innovations
could help learn and teach English (Lekawael, 2017; Abbas, 2019; Wu, Ben-
Canaan, 2006; Cingel, Sundar, 2012; Akbarov, Tankosi¢, 2016).

It is rather common in these days to see someone spending all day in front of
a computer, playing a video game, working online, watching something or
messaging people on their smartphones. It is precisely the last part which
influences our culture and language the most. As Zainal and Rahmat (2020)
mention, the more people communicate over the internet, either through private
chats, forums or social media, the more they will begin to assimilate the way they

communicate through them in their everyday lives.

While internet English may have some influence on the grammar people use
in real life conversations or writing, its effect will not be very noticeable with
native speakers, as they know and understand the grammar and syntactic structures
intuitively.

However, as Struck (2020) mentions, due to the fact that many non-native
speakers of English learn the language on the internet, either with no or minor prior
knowledge of it, the simplified and informal English used on the internet may

influence the way non-native speakers learn and use it.
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The biggest influence may be the shortening of sentences through the
omission of words or through slightly incorrect grammar, as in the example given
in the previous chapter. This is the influence of live chats, private messaging and
the social media site Twitter, as they all encourage or even enforce a strict

character or word limit on the user.

Another large part of the internet which influences the way people use
grammar is blogging. In most blogging websites, there is no real character limit,
and the blogger is encouraged to write in a very conversational style, reflecting
their way of speaking rather than their way of writing. This leads to many bloggers
confusing grammar rules in long sentences, as it often happens in real life
conversations. Oftentimes a blogger will forget how they started the sentence and

end it with a different grammatical construction.
For example: “From which country do you come from?” (Crystal, 2017)

Long, complex sentences struggle from this especially, as grammar
consistency falls apart in the middle of the sentence more often than not due to the

sheer length and amount of grammatical constructions used.

On the other hand, the internet has offered many a great opportunity to learn
the grammar and vocabulary of the English language, even if they are a native
speaker. Since most of the communication on the internet is text-based, people who
would not have otherwise read much in English in their spare time are doing so
now. This has had a large influence in improving the English skills and

comprehension abilities of many regular internet users.

In fact, some, like Gandal and Shapiro (2001), claim that the influence of
native speakers on internet English will improve the quality of the English learned
by non-native speakers.

According to Mushani (2016), the negative parts of such influences on real
life English language are that a person may get too used to speaking informal
English and internet slang, erroneously using them in live communication. This is

most noticeable in the speech and writing of non-native speakers who learn
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English primarily on the internet. While it is true that the internet has a wide
variety of native English learning material, as well as having easy access to many
native English speakers to converse with, most of them use informal internet
English.

It is difficult to say whether this influence on the way non-native speakers
learn and use the language is negative. On one hand, the internet helps people learn
English much faster and much more naturally than any classroom, but on the other
hand, the quality of the language learned may decrease due to a lack of

understanding of when and why to use some of its features.

An article from Oxford Royale Academy (n.d.) outlines that another aspect
of internet English which has influenced English as a whole is the bridging of real
world dialects through the common rules of written English, even though they are
slightly different in internet English. Native English speakers can now
communicate and understand each other better than ever regardless of the dialect
or accent differences. The same goes for non-native speakers and the more difficult

English dialects, like Indian and African-American.
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1.2.1. The influence of internet slang on English in real life.

The most influential aspect of internet English on the English language as a
whole, however, is internet slang. The countless varieties of internet slang have
started to strongly influence the way people speak and write in English, as
Cimarusti (2013) mentions in an article for Daily Trojan. Specifically, internet
English has affected young adults and teenagers, as they grew up with the internet
and have experienced the changes in its English firsthand. They are also currently

the main internet user demographic.

There have been many studies on what slang is and how it affects language
(Dumas, Lighter, 1978; Eble, 1996; Mattielo, 2008; Partridge, 1970; Galperin,
1956; Khomyakov, 1971; Kornielaieva, 2019), but most of them were made either
before the internet was created or gained popularity, or simply did not focus on

internet slang as the subject of study.

As mentioned before, much of the most popular internet slang was created in
the early days of the internet, when instant messaging was starting to become
popular and the first public messaging boards and forums became gathering places
for many early internet users. The first and most used variety of internet slang is
shortening and abbreviation. Shortenings, while they are primarily used in text
messages even to this day, have become popular even in spoken English, as many

of them are commonly understood and easy to use (McNutt&Partners, 2019).
Internet slang shortenings and phrases that have become widespread include:

- “LOL” — short for “Laughing out Loud” or “Laugh out Loud”, used to
quickly show amusement. This is frequently used in spoken English by internet
users in casual conversation when the situation is amusing, but not entertaining

enough to start laughing. Almost never used as a full phrase (Merriam-Webster).
“LOL, did you see what they tried to do last night?”

- “OMG” — short for “Oh my God”, used as an exclamation to show an
excited or a shocked reaction. Often used both as a whole phrase “Oh my God” or

as a shortening “Oh em gee” in spoken English (Merriam-Webster).
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“OMG, I haven t seen you in ages!”

- “WTF” — short for “What the Fuck” or “What the Frick”, used as a
question phrase or an exclamation to show a shocked or disturbed reaction. Often
used as a whole phrase or as a shortening “Double-U tee eff” so as to avoid

swearing (Merriam-\Webster).

“WTF are you doing?”’
“WTE, did you see that?”

There are many other such shortenings in use in spoken English, some may
be used as a whole phrase, others may be used as shortenings, and many may be

used as both depending on the situation.

Other, more standard varieties of internet slang, slang words, are also
frequently used in both spoken and written English outside of the internet. They
are words which either originate or were popularized on the internet, generally on
social media and public forums. They may also be old words which have had their

meaning changed.
Popular internet slang words people use in every day communication include:

- “Salty” — a slang word which has existed long before the internet, but was
heavily popularized by it. Its meaning is “feeling or showing resentment towards a

person or situation” in essence, being bitter (Merriam-Webster).
“You 're just salty because your team lost.”

- “Yeet” — a slang word which has a relatively complex etymology. Its
original form is thought to be either the Middle English “yet” or as a slang term
from the mid-2000s which was popularized in the late 2010s. It has several
meanings, but the main meaning that has been popularized is “to throw or move

something quickly” (Urban Dictionary).

b

“I yeeted it away the moment [ realized what it was.’

- “Pog” — a slang word which originates from the website Twitch. It is the
code for one of the deleted emotes which depicted a man reacting to something

exciting with an open mouth. The use of this slang word has spread to nearly every
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corner of the internet and even real life, despite originating in the video gaming

community on Twitch (Urban Dictionary).

)

“The way you played that was so pog, man.’

Several other types of internet slang have also had a certain effect on the
spoken language. Heterographs, words which sound the same but have different
spellings and meanings, are frequently used on the internet, either as a pun or as an
entertaining way to replace a word. The most popular of these heterographs is
“sauce” as a replacement for source when asking for the source of a picture or a

piece of information.

Another type of internet slang from the early years of the internet is 1337
(leet) or Leetspeak, though it has somewhat fallen out of popularity in recent years.
As described in “An Explanation of 133t Speak™ (2002), Leetspeak is an informal
language system which replaces letters with numbers or special characters. It
originated from early internet hackers due to letters being an easy way to work
around word filters on forums. The name of the language has since become a
popular term to refer to skilled individuals, most often referring to video game

players.

Leetspeak also introduced several distinct morphological wordbuilding
forms which are still used both on the internet and in spoken English to this day.
These are primarily suffixes:

-x0r and -zO0r suffixes as replacements for the usual -er and -or suffixes. Most
often seen in the words hacker (h4x0r) and owned (OwnzOr).

-age suffix as an addition to any viable verb, which would turn it into a noun,
though sometimes that rule is broken. Most often seen in words like own (pwnage),
speak (speakage), yeet (yeetage), noob (noobage).

-ed suffix being replaced in several different ways. E in -ed may be replaced
with an apostrophe, while the entire suffix may sometimes be replaced with -t.

Owned (pwnt).
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In terms of written language, Leetspeak often lacks punctuation of any kind
aside from exclamation marks. Commas and full stops are left out entirely,
question marks are very rarely used in proper context, most often merely as a way

to spell something else.

Several purposely erroneous grammatical constructions from popular
internet memes and references are also frequently used in a joking manner by
internet users. Popular examples are the plural of the word internet “internets”,
older memes like “Is only game, why you have to be mad?”, “I can haz

cheeseburgers?”, “If I sits, I fits.” and many more.

Popular internet memes often influence the way internet users talk outside of
the context of the internet as well. They may make frequent references to their
favourite jokes, disrupting the natural flow of the conversation, sometimes even

breaking grammar rules to make the reference.

As Abrams (2010) points out in an article on the effects internet has on
language as a whole, it is sometimes debated whether the influence of internet
English on general Modern English is a good or a bad thing, whether the influence
is large or small or whether this influence will increase or decrease as time goes on.
It has become impossible to say, however, that the influence does not exist at all. It

is the natural evolution of a language in a new environment.

Overall, the influence of internet English on general Modern English is
rather extensive. This influence stems from many different parts of the internet,
like social media, media sharing websites, online forums, etc. It affects both the
spoken and written language of both native and non-native speakers, as well as

affecting their level of proficiency in English as a whole.
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2. Twitch as an interactive video streaming and text based medium,

its unique features.

According to the Statista article by Clement (2021), Twitch is an extremely
popular media streaming website which began as a video gaming focused
streaming website. In another article, Epstein (2021) points out that Twitch focuses
primarily on video game livestreaming, especially esports tournaments and games
associated with esports. It has also been used by real life sports companies, like the

NBA, as a way to branch out into internet culture.

There have been various linguistic studies focusing on the language used on
Twitch (Flores-Saviaga, Hammer, Flores, Seering, Reeves, Savage, 2019;
Olejniczak, 2015; Recktenwald, 2018; Tay, 2020), but only a few of them focused
on specific peculiarities and features. Most focused on the types of messages that
were sent. Along with that, due to Twitch being a constantly evolving and growing
medium, most studies quickly become outdated as viewership and variety of

content increase.

As Streamers Playbook (2021) and Streamscheme (2021) point out in their
articles on the history of Twitch, it rapidly outgrew its more general counterpart,
Justin.tv, which was created in 2007. By 2014, its parent company shut down
Justin.tv and was rebranded as Twitch Interactive. In 2020, it had a reported
audience of over 15 million daily active viewers, with 1.4 million average
concurrent viewers. In recent years, Twitch has also branched out into other types
of creative content, like music streams, painting streams, IRL (in real life) streams
and even just live blog style ‘just talking’ streams.

As it is an American company, the most used language, both by the website
and by the streamers, is English. Although there are also many non-English
speaking streamers.

Due to its nature as a combination of video and text-based communication
and entertainment, as well as its live nature, the language used on Twitch may be

rather different from the language used on other websites. It is primarily informal
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both from the side of the streamer and from the side of the live chat. Formal
language on Twitch is rare, only being used by professional broadcasts, and almost

never by the live chat.

Anybody can watch broadcasts on Twitch, but one has to make a free
account in order to comment in chat. Sometimes, due to various reasons, streamers
may enforce a ‘subscriber only’ chat, blocking messages from free users and only
allowing subscriber messages to appear. Subscribing is a way to support a streamer

by making a monthly subscription, the price of which depends on the streamer.
The main features of the language on Twitch as a livestreaming service are:
® Short sentences.

Due to the nature of live chatting through text, short sentences dominate
most messages, as Twitch has a limit on how many characters (500) you can put
into a single message. Besides the hard limit on the number of characters, there is
also the speed at which some live chats move, forcing viewers to type shorter

messages to either communicate amongst themselves or with the streamer.

S = 3:12:31 nieat: You're a failure tataru
31:36 {3 [ momofire: asmon is right chat 0 O onieat AR L Sl
136 uzzi999: TRUE 3123 ccsalleSISQ carbuncle for arcanist
i : class

31:36 cfrledfoodAu: i know what you mean
3:12:31 g Alexandros_Type_Sigma: ratJAM

believe it to

31:36  §f| NoVaStarGalaxy1: chat is dumb 312:31 (@ [ JeRadio0213: pet summoner
X job/class

31:36 Nazghoul62: survival of the fittest

o = ) ; 3:12:31 {3 stoatacious: summoner pet

31:37 @ hellokidale: gonna take milions of year

3:12:32 [13) Xorel: a wow pet!

for blizzard to evolve ‘

Figure 1: Short sentence examples.
® Non-standard or broken grammar.

Much like with short sentences, non-standard or broken grammar in live chat
communication is a common sight. This may be due to a variety of reasons.
Shorter sentences may sometimes necessitate unusual grammar, the international
nature of Twitch streaming may invite non-native English speakers in the chat, etc.
The main form of non-standard grammar is unfinished sentences and lack of
punctuation, which is often considered more as a feature of internet slang than

broken grammar.
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The influence of some of the later features, like spamming and unique
emotes also impacts the grammar of many messages in the live chats of Twitch,
though for the most part, people who wish to engage in a normal conversation with
either another viewer or the streamer in a slower live chat can simply ignore the

existence of these features.

2:10:14 Leo_97531: Ashe probably one of them
2:10:52 I_Like_Pears: Meta champs only viable
champs 14:00 f4r3s4: any tobias fate viewers watch
‘ sneaky?
Figure 2: Non-standard grammar
examples

® Spamming.
In this case, spam refers to live messaging spam, meaning a large amount of
unwanted messages sent or received within a short time period. Spamming is
common in general internet culture, but it is very prevalent on Twitch, especially in

large live chats of popular streamers.

Whenever a streamer reaches around five thousand or more viewers, their
live chats have to be heavily moderated, as many viewers will create spam
messages, using ASCII characters to make images, repeating the same long
message made to annoy others, or overuse emote and capital letters to gain
attention from either the streamer or other viewers in the chat.

These spammers will go on to rapidly repeat these messages if there is no
time limit on how many messages per minute you can make in the chat, forcing
either the streamer or their moderators to deal with the spammers. The grammar
used in these spam messages ranges from slightly non-standard to almost
completely broken.

The main way most chats deal with spammers is to make the chat
‘subscriber only’, blocking the messages from free accounts and only allowing

channel subscribers to chat.

® Interaction between text and video media.

25



One of the most unique parts about live media streaming on the internet is
the interaction between the streamer and the viewers. The communication between
the viewers and the streamer is done through a combination of text (from the side
of the viewers) and voice (from the side of the streamer), though sometimes the
streamer may choose to communicate with their viewers through other means, like

text.

An important point in terms of interaction between the streamer and the
viewer is how many viewers there are at any given moment and how popular the
streamer is in general. The more popular a stream or its streamer is and the more
viewers there are, the simpler the language in the stream’s chat becomes. Messages
become shorter, more reactive, Twitch’s unique emotes are spammed more and

more.

Eventually, the chat becomes so fast-paced that a normal viewer will not be
able to actually read it. It becomes a constantly moving stream of text and emotes
which repeat themselves more often than not. This problem becomes more evident
during exciting moments in a stream or when the streamer is talking about
something controversial. The only way to express oneself in chat becomes through

emotes, which convey different emotions to the streamer without the need for text.

This is not as much of a problem in small or medium streams, where the
viewer count does not make the chat unreadable. In smaller streams, one may find
actual conversations between the streamer and the viewers, along with
conversations between viewers. The use of emotes is still present, but not as
prominently and not as egregiously. They are mainly there to emphasize a point or

to provide levity.

In medium streams, the chat often moves at a relatively readable speed,
providing both the streamer and the viewer a medium through which to
communicate. Exciting moments in the stream are still a problem, as during them,
the chat still becomes nearly unreadable, just as in more popular streams. Emotes
are used more often than in small streams, as they are a convenient tool to

communicate emotions to the streamer.
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® Twitch’s unique emotes.

For a long time, the unique aspect about the streaming experience on Twitch
was the existence of emotes in its live chat. Initially, these emotes were limited and
were usable on every stream, through the input of a special code tied to that emote
image. As the platform grew, these basic emotes that were present since the
beginning began to gain more and more importance, as they started being used to
show an emotion or a reaction towards something in place of expressing them

through text.

Over time, the emote system expanded, introducing many new general
emotes, which can be used anywhere on the website, as well as emotes unique to
certain streamers. These unique emotes are not as impactful in the larger Twitch
community, as one needs to be subscribed to a streamer to gain access to their

unique emotes, but popular streamers’ emotes can often be seen all around Twitch.

The use of emotes tied to specific codes, most of which are words, has
evolved into a rather interesting feature on its own. Many messages can be seen
replacing entire words with emotes which have come to be associated with specific
emotions or reactions. The specific codes for these emotes can also be seen outside
of Twitch itself, as frequent users of it may sometimes use these codes to show
their reaction towards something. This use of emote codes outside of Twitch may
be either ironic, making fun of the emote culture, or serious, indicating that the
person either doesn’t realize that they are not universal or they made a simple

mistake (Cook, 2018).

As stated in the previous point, emotes are often seen as a way to convey
certain specific emotions without the use of text. Due to this, emotes are seen as
the perfect way to communicate with a popular streamer whose chat is spammed or
is otherwise too crowded to have a proper conversation.

As mentioned in the Statista article by Clement (2021), Twitch is a leader in
the field of online streaming. Its services are used by many companies in the video
gaming industry as well as countless independent streamers who focus on a wide

variety of topics. Its nature as a combination of video and text communication has
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influenced its language immensely, creating a unique language culture which

centers around Twitch’s own special emotes.

Its success in the previously unexplored field of livestreaming online has
influenced many other companies to create their own streaming services. Some e-
sports companies have attempted to create their own streaming services in the past,
but most were not nearly as successful as Twitch. The only notable competitor in
the field of livestreaming in recent years has been YouTube, which had developed
its own streaming service as a response to the rising popularity of Twitch the 2010s,

though it has had streaming capabilities since the mid-2000s.

In recent years, YouTube has taken inspiration from the way Twitch works,
especially in terms of emotes, as they have begun adding unique emotes tied to
YouTube’s livestreamers as an incentive for viewers to join its version of Twitch

subscriptions, “Memberships” (Alexander, 2018).
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2.1. Evolution of Twitch’s language features.

The English language used on Twitch went through a multitude of gradual
changes throughout the years, starting all the way back when its main streaming
platform was Justin.tv. During the early years of Justin.tv, the language used in
stream chats was relatively normal for its time. There were still no emotes, and the

streaming language culture had not yet developed.

From 2007 to 2011, a multitude of emotes was added to the website, which
could be used in the chat of any stream on the platform. These emotes would later
pass down to Justin.tv’s gaming focused spin-off, Twitch (Fairly Odd Streamers,
2021).

From 2010 to 2012, gaming streams started becoming more and more
popular due to a variety of reasons, ranging from worldwide improvements of
internet speeds to better hardware, all of which allowed for better and more
effortless livestreaming of video games. The large influx of viewers from the
gaming community proved to be one of the most influential parts of Twitch’s
formation and later evolution. This is due to the fact that video games, especially
online video games, had previously developed their own unique type of internet

English. Continued in chapter 2.1.1.

After Twitch officially split from Justin.tv and became its own entity in 2011,
gaming became its main focus. However, as previously mentioned, one of the
features it inherited from Justin.tv was the unique emote system. This emote
system originally consisted of only around two dozen emotes which could be used
in any streamer’s chat. These emotes became widely used and extremely popular

among the viewer base of Twitch due to a combination of factors.

From 2013 to 2021, there have been many changes to the emote system.
Many emotes were added to the common pool of site-wide emotes, some unique,
some simply variations of original emotes. Aside from that, a system was created
in which streamers who have partnered with Twitch were able to add their own

unique emotes to be used anywhere by their subscribers. Some of the most popular
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emotes from various streamers were later also added to the common pool of

emotes with the permission of their creators.

It is impossible to talk about the language on Twitch without mentioning its
unique emote system, as it has become a dominating factor in its culture and

influence on other parts of the internet. Continued in chapter 2.1.2.

Throughout the history of Twitch, it has also developed its own culture,
creating inside jokes and references, along with unique pieces of internet slang
which either developed from video game slang or from events and features on the
website itself. The main unique features of the common structure of language on

Twitch were mentioned previously in chapter 2.

As Twitch rose in popularity as the main streaming website of the internet,
its unique language features and quirks started slowly spreading and influencing

the language used on other parts of the internet.

Overall, the language used on Twitch has gone through a variety of changes
throughout its history, the main points of change being the introduction of video
game culture, and the existence and continuous addition of unique emotes which
could be used anywhere on the site. These factors resulted in such a deviation from
the common internet English that it now subtly influences the overall English of

the internet as a whole.
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2.1.1. The influence of video game chats on the language of Twitch,

The internet English used in video games developed slightly differently
compared to most other types of internet English at the time. It was most similar to

the internet English used in live messaging chats.

While video game chats are often generalized and categorized as one
homogeneous group, especially when talking about in-game chat safety for
children (Gad, 2019), that is not quite correct. The only video games with online
live chat systems are multiplayer games. Multiplayer games, and by extension their

chats, can be different.

Every online game type offers a different chat experience. Shooters, action
or real time strategy games have very fast paced live chats with very short, broken
sentences. This is due to the urgency and the need to communicate in a short span
of time that these types of games promote. On the other hand, as da Silva (2014)
mentions, there are slower paced games, like long term strategy, co-op roleplaying
games and MMOs (Massively Multiplayer Online games). In these types of games,
live chats are slower and more relaxed, allowing for a more standard live

messaging experience.

Despite the differences between games, video game live chats can still be
characterized under one category due to the general culture and standards that have

developed over the decades of online gaming.

Due to the fact that video game chats are so similar in nature to regular live

chats, their characteristics are also similar:
e Short sentences.

Just like with standard live messaging, video game chats tend favour shorter
sentence structures due to the nature of live communication. More often than not,
video game players communicate with each other using short messages due to the
frantic nature of the games. They do not have the time to construct and type out a
full sentence in a competitive environment. This primarily applies to more action-

packed games. Games which have slower action or are more focused on careful
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thinking usually have the same features as standard live messaging, though with

some unique vocabulary.

ok then you guys figure it out
| guess | can go top
ot not!
yes
Have fun
yeah just come up top

itl be a party
top parties are the best parties

Figure 3: Example of short messages from the chat of a game
of League of Legends

e Non-standard or broken grammar.

As a result of fast-paced action in video games, most players do not have the
time to type out full, properly structured sentences. Due to this, many forgo proper
grammar in favour of making sure the situation they mean to convey is understood.
Short, unfinished sentences, lack of proper punctuation and extensive use of unique

shortenings and gaming slang can be seen in nearly every video game chat.

Figure 4: Non-standard grammar examples

G [Arys starlight]: ve
[1 - General] [Impeel]: any ops?

id) [Vulkax]: but did you die?

(Guild] [Arya starlight]: not cause healing :D

Figure 4.1: Non-standard grammar examples

e Non-standard spelling

Aside from short sentences and broken grammar, video game chats can be

characterized by their use of non-standard or unusual spelling. Many video game
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players will forgo the standard apostrophe in most contractions and possessive
cases. They may make spelling mistakes and not bother to fix them due to the
frantic nature of games, forcing them to convey their message more urgently

(Suryanto, Setiawan, n.d.).

A unique way of spelling that may sometimes be seen in video game chats is
leetspeak or “1337”, which was covered earlier in chapter 1. This method of
spelling was mainly popular in the 2000s and has since become a rarity in modern
day gaming. It was still widely used during the time when video game chats started

influencing Justin.tv and Twitch (An Explanation of 133t Speak, 2002).
e Use of slang unique to video game chats.

Just like most separate parts of the internet, video games have developed
their own unique internet slang. Video gaming slang in particular has been very
influential on internet English as a whole. Most of these slang terms exist to
shorten messages while keeping them understandable, giving players the ability to

convey their meaning without bothering to type full sentences.
Some of the most popular pieces of video game slang are:

- "AFK” — A shortening of the phrase “Away From Keyboard”. This is
generally used when a player is temporarily unavailable due to not being near his
or her gaming platform. The term does not always necessarily refer to a real

keyboard, as the player may be using a controller instead (Merriam-Webster).

- “BRB” — A shortening of the phrase “Be Right Back”. This is used in a
similar manner to “AFK”, the main difference being that “AFK” may be used by
another person to guess whether a player is away from their keyboard, while “BRB”
is mainly used by the player themselves to state that they are going to be

unavailable for a short amount of time (Merriam-Webster).

- “BM” — A shortening of the phrase “Bad Manners”. This is used when a
player shows unsportsmanlike or disrespectful behaviour towards other players or

the game (Urban Dictionary).
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- “KS” — A shortening of the phrase “Kill Steal”. This is used by players
who are upset at another player for stealing or securing their kill in a game.

Sometimes used together with “BM” (Urban Dictionary).
- “GG” — A shortening of the phrase “Good Game”. This is used at the end

of a match or game as a gesture of good sportsmanship. “GG” has become a
customary phrase at the end of any game, no matter the outcome or the events in it.
It has also become a way to quickly say “game over”, as it is synonymous with the
end of a game. Some players may use this term as an insult, by saying “GG” in the

middle of a match, implying that they have already won (Urban Dictionary).

- “Elo hell” — A term used for a situation in which a player becomes stuck at
a lower rank compared to their true skill level. Originates from the Elo rating
system, created by Arpad Elo for games like chess. The term has gained popularity
and widespread use due to several competitive games which were mainly streamed
on Twitch, such as League of Legends and CS:GO (Dictionary.com; Urban

Dictionary).

- “Lag” — Aterm used for an unexpected delay between video game control
inputs and actions performed. This often proves disadvantageous to the player, the
scale of the disadvantage depending on the type and severity of the lag. It may be
caused by slow internet speeds, low quality hardware or low-quality software. The
term gained popularity among the video gaming community both as an excuse for
poor gameplay and as a common explanation for various kinds of delays in

gameplay (Cambridge Dictionary).

- “OP (Overpowered)” — A term used in both shortened and full forms
depending on the speaker’s preference. It refers to a piece of content within a video
game that is improperly balanced, making it too powerful to properly overcome or
otherwise defeat. Often used by players both seriously and sarcastically (Urban
Dictionary).

There are many more pieces of video gaming slang that could be talked
about, but these are the ones one could encounter the most while watching a

Twitch broadcast or speaking to a video game player about their favourite games.
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2.1.2. The use of emojis and emoticons in internet English and their

influence on the language on Twitch.

Emojis and emoticons have always had a significant impact on the language
used on the internet. They are often seen as the best way to represent basic
emotions through text messages, especially when those messages are short. Instead
of writing out long, stylized texts to convey emotion, emojis and emoticons can

simply represent them through imagery.

Emojis and emoticons are very similar in their roles, but differ in

presentation.

Emoticons, according to various dictionaries, are purely text-based character
combinations which resemble some kind of facial expression, usually utilizing
punctuation marks, numbers and rarely letters to express feelings through text.
Emoticons predate emojis, as their use began with the very first computers that had

text-based communication (Merriam-\Webster; Lexico).

The first recorded use of an emoticon in internet communication was by
Scott Fahlman, who used the emoticons :-) and :-(. Throughout the history of the
internet, there have been several styles of emoticons. These are usually divided
into western-style and Japanese-style emoticons (Ken Y-N, 2007; Wattention,
2018), though there are several other Asian styles which are used in their countries
of origin (90 Day Korean, 2021). The most often used western-style emoticons on
the internet are smiley faces built with a colon and other additional characters, such
as :), :D, :-), :(, D: and so on. Emoticons are also often referred to with the

shortening ‘emote’. Though ‘emote’ also sometimes refers to specific emojis.

Emojis are pictures which can be made through character combinations
encoded in various text programs and websites. They are effectively an evolution
of emoticons, as they use actual images instead of mimicking them through text. In
an article on the history of emoticons and emojis, Andrei Stefan (2019) explains
that both the term ‘emoji’ and their existence originates from Japan. The word is

made up of two Japanese words — e (picture) and moji (character), meaning its
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resemblance to the word emoticon is actually coincidental. The use of emojis was
popularized in Japan in the 1990s, when several Japanese phones were released
with an emoji system built into it. The concept of emojis soon spread to the rest of
the world in the early 2000s. Today, there are many styles of emojis, differing from
website to website and from phone to phone, though the most basic emojis, the

smiley faces, have mostly remained the same.

Kukreti and Patel (2020) have studied the idea of both emoticons and emojis
having had a very noticeable impact on the way people communicate through text
online. Since both systems exist to convey emotion in text-based communication,
people have used them to further simplify the already shortened sentences that are

common in live messaging and general internet communication.

When Twitch was still only Justin.tv, it received two emoji systems. One of
them was a standard ‘smiley face’ emoji system which shared characteristics with
most regular systems all over the internet (Fairly Odd Streamers, 2021). The other
emoji system became something called “Twitch emotes”. These are special emojis
which are tied to specific letter combinations to make images unique to the website.
As stated previously, the emote system had both site-wide emotes, which could be
used by anyone visiting the website, and user-specific emotes, which could only be

used by subscribers of the streamer the emotes were tied to.

A rather interesting and unique language culture spawned from this ‘emote
system’, as they were being used to convey specific emotions that standard emojis
and emoticons could not. Since the communication on Twitch is a combination of
livestreaming and live messaging, the text messages are mostly short and informal.
Grammar rules are frequently flouted in favour of speed and conciseness. Along
with that, many chat messages tend to be reactive, as they respond to what the
livestreamer is doing or saying, rather than engaging in conversation with other
viewers. Due to all of these factors, Twitch emotes are seen as the perfect way to
shorten messages further without sacrificing their meaning by conveying emotions

through these emotes.
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Over the years, a great number of emotes has been introduced to Twitch, all
of which have their own unique codes and meanings. More often than not, the
original intended meaning of an emote does not matter, as the Twitch community
replaces these meanings with their own. Eventually, an emote’s meaning or
meanings become deeply ingrained in the community and they stay that way unless

some major event changes its meaning.

The most popular emotes used on Twitch are:

Kappa — One of the oldest and most popular Twitch emotes. It has

been entered into several online dictionaries, such as
Dictionary.com and Urban Dictionary. It depicts a grey-scaled version of the face
of a website engineer, Josh DeSeno who put in his own emote in 2011 when he
was hired to work on the chat client on Justin.tv. This emote, like every other

emote from Justin.tv, was later transferred to Twitch.

The code of the emote, “Kappa” originates from the creator’s love for
Japanese mythology, in which a Kappa is a turtle-like spirit (Grayson,
Streamscheme, 2020).

It exploded in popularity almost the moment it was discovered, becoming a
long-standing joke on the website and later gaining popularity outside of it. The
emote’s primary use is to denote sarcasm, jokes, irony and smugness. It is also
often used as a reaction to a humorous situation in a livestream. Its popularity is

attributed to the apparent smugness of the emote.

DansGame — Another emote from the era of Justin.tv, also

present in several online dictionaries, such as Dictionary.com
and Urban Dictionary. It depicts an old, popular livestreamer going by the name
DansGaming. This emote was created when the streamer became a site admin in
2010.
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The emote has since been used as a way to convey revulsion, disgust, anger
or annoyance towards something or someone. It can often be seen as a reaction
towards something revolting or annoying happening on the livestream or towards

another viewer’s comment (Goodman, Streamscheme, 2020).

This emote is not often referenced outside of Twitch, but is very often used

on the website itself.

TriHard — An emote based on the Twitch streamer, TriHex. It
was created in 2012, during an event where this picture of the

streamer was taken. As the website’s admins were looking for new

emotes to add to the overall free emote collection, they came upon it and it quickly

gained popularity. In fact, it is currently the most popular emote on Twitch.

It is intended and often used to convey excitement and happiness. However,
some viewers use this emote for the purposes of racial discrimination, as it is

sometimes spammed in chat whenever a black person was streaming or speaking.

There has been some controversy over whether this emote should be banned
for its use in racial discrimination, but its popularity, the dwindling number of such
racially charged uses and the opinion of the streamer depicted in the emote, it has

stayed on the list of free site-wide emotes (Goodman, Streamscheme, 2020).

LUL — A more recent emote, originating from the popular Video
Game reviewer, TotalBiscuit. The emote was created in 2014 and

has had a controversial history due to two events since its creation.

Due to its popularity, the photographer who took the original picture has
claimed this emote as his own and requested for it to be removed from the platform.
After some debate, the photographer released the photo on the condition that it
would become a free, website-wide emote, rather than a subscriber emote (Grayson,
Streamscheme, 2020; Bulgac, 2020).
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The other controversy concerned whether it was acceptable to use the emote
after the person depicted on it passed away from cancer in 2018. It was decided

that the emote would continue to be used in his honour.

The emote mainly serves as a replacement for the word LOL, most often

used as a reaction to something funny and to depict laughter.

Its primary use 1s to replace the slang word “salty”, which refers to someone

being bitter, upset or frustrated over a situation or someone else. Due to the
popularity of the slang term on the internet and in video game chats, This emote
quickly became popular as a reaction to the streamer getting “salty” (Grayson,

Streamscheme, 2020).

PogChamp — One of the most popular emotes on Twitch and on the

internet as a whole. It was created in 2012, originating from the
YouTuber Gootecks. Its primary use is to convey excitement or positive surprise

for a situation in the stream.

This emote became very controversial and subsequently banned when the
person it depicted voiced violent opinions supporting the former US President

Donald Trump during the 2021 post-election civil unrest.

Though it was removed from the website, the code for the emote is often
used on its own, both on Twitch and outside of it, to convey the emotion the
original emote did. The code for the emote has become so popular, in fact, that it
has spawned many internet memes and references, along with many other Twitch
emotes which reference it in their codes and images (Goodman, Streamscheme,
2021).
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¢‘°° Monka$S — A more recent emote than the ones previously discussed.
It was created in 2016, though it didn’t gain popularity until 2017. It
Is tied to the Twitch browser extention BTTV, which adds a variety of

improvements and emotes to the website.

This emote shows an image of a sweating “Pepe the Frog”, a popular
internet meme. It is used to convey anxiousness, nervousness and the intensity of a
situation or event. It is also sometimes used as a reaction to uncomfortable things a

person in the stream may say (Hannah, Streamscheme, 2021).

The code for this emote is often used outside of Twitch as a way to relate to
the emote in order to convey the emotion it usually denotes. It is also sometimes
used in a joking manner to refer to the habits of Twitch chat users to overuse

emotes.

In recent years, images derived from Pepe the Frog have become very
popular, both as reaction images in memes and as emotes on Twitch. A wide
variety of emotes using different pictures of the same character are available as
part of the BTTV extension (Edwards, 2021).

There are many more popular free emotes in use on Twitch, some of which,
as Solsman (2015) states in an article, are so popular they are even referred to
outside of the website. Just like the emojis and emoticons before them, Twitch
emotes are used to replace or convey emotions without spelling them out through
long text messages. Unlike the more standard emojis and emoticons, these emotes
convey a large variety of specific emotions which cannot be conveyed by standard
“smiley faces”. Besides that, both the site-wide free emotes and the streamer-
specific emotes promote community building, as they become something people
share between each other, regardless of their differences.

The inclusion of these emotes has shaped Twitch language throughout its
history. As the system of emotes expanded and developed, so did the culture of the
website and its language. Nowadays, one cannot think of Twitch without also

thinking of its emotes. Regardless of whether one thinks of the images themselves
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or the codes. Both have become iconic and inseparable from the language of
Twitch.
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2.2. Influence of Twitch on the English of the internet as a whole.

As has been said previously, the language of Twitch has influenced the
language of the internet as a whole. This primarily refers to the codes of the Twitch

emote system and the slang that first gained popularity on Twitch.

Some of the Twitch emote codes have actually become so popular on their
own that they have become internet slang. Examples of this can be seen with
emotes like Kappa, PogChamp, LUL, TriHard, MonkaS, Jebaited and many more.
Because Twitch is mainly a video game streaming service, most of the people who
use these emote codes as slang are video game players. However, the influence of

some of these codes has spread further than that.

When searching on Twitter, one may find hundreds if not thousands of
tweets using the code PogChamp, despite Twitter not having the same emote
system as Twitch. Many Tweets even reference hearing the codes used in everyday

communication.

) % @Erarktail
1)ty ridCKidll

J.* Gg Tiffany
3 }7\‘} -

oh my god i just heard some guy irl say "its pretty
pogchamp" to this girl and shes just like "i dont know
what this means"

7:48 AM - Aug 4, 2020 - Twitter for Androic

2111 Retweeis 115 Quote Tweets 10.8K Likes

Figure 5: Example of Twitch slang outside of Twitch

This is a tweet from from the Twitter artist @Fracktail (2020), who explains a real
life situation in which she heard one of the most popular Twitch emote codes being
used and another person not understanding it. This is a problem many Twitch
streamers and frequent viewers deal with, as they find they cannot stop referencing
the emote codes outside of Twitch. This may end up making other people confused
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or making others who know the reference feel second-hand embarrassment or
cringe, as mentioned in the following tweet by the streamer @FRANA_OW (2019).

FRAN &
@FRANA_OW

| can’t stop saying twitch emotes irl and it’s
PROBLEMATIC

______

304 Retweets 41 Quote Tweets 2,659 Likes

Figure 5.1: Example of Twitch slang outside of Twitch

The demographic of people affected by this the most consists of video game
players, young adults and teenagers. The more people watch streams and interact
with others on Twitch, the more its slang and emote codes become normal.
Eventually, one may find themselves saying a Twitch reference out loud or
referencing it through text without even realizing it. It has become commonplace to
see at least one Twitch reference in most game chats, especially when used
ironically.

Cook (2018) mentions that this is most noticeable in the real life
communication of teenagers who frequently watch Twitch streams. Since young
people are more susceptible to outside influence, especially if it seems ‘cool’ to
them, many of them end up fascinated by the language and slang used by the
streamers they look up to, as well as their stream chats. This is currently a rising
trend, however, so there is not much material on it outside of speculation and

personal experience.

Besides Twitter and real-life communication with teenagers and young
adults, Twitch slang may be seen or heard on media websites like YouTube, forums
like Reddit and many gaming-related news websites, such as PCGamer, Kotaku
and TheGamer, especially those related to Twitch in some way, like Dot Esports,

which deals with the esports often streamed on the platform.
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Overall, although referencing Twitch emote codes as part of internet slang is
often seen as cringy or embarrassing by other people who know about them, the
trend is on the rise in the gaming community and among the young generations,

especially teenagers.
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3. Analysis of grammatical, lexical and orthographical aspects and
features of internet English used on Twitch based on chat messages

from streamers of varying popularity.

In order to truly understand the unique features of the language used on
Twitch, one must analyze it in a variety of ways. As said in previous chapters, the
language used in the stream chats on Twitch can be wildly different depending on
several factors. Many long-time streamers tend to build their own community with
their own inside jokes and references, which may affect the words they use and the
way they build their sentences. Along with unique streamer communities and
cultures, the popularity and viewership size of the streamer are also important

factors.

As such, qualitative and quantitative analysis will be conducted on different
streamers with varying levels of popularity and viewership. Going from extremely
popular streamers that sometimes reach upwards of one hundred thousand
concurrent viewers, all the way down to small streamers, which only reach

upwards of five hundred viewers. The five levels analyzed in this work will be:

Extremely high viewership streamer — 50-100k average concurrent
viewership. The expectation for this level of viewership is that the chat will be
much faster and much more chaotic. Messages will be short and many messages
will simply be emotes or spam. The streamer is expected to only pay attention to

and interact with messages from his/her subscribers.

High viewership streamer — 10-40k average concurrent viewership. The
expectation for this level of viewership is that the chat will be slightly slower than
the previous level, but still too chaotic for the streamer to interact with non-

subscriber viewers.

Medium viewership streamer — 5-9k average concurrent viewership. The
expectation for this level of viewership is that the chat will be even slower than the

previous level, giving the streamer a chance to interact with regular viewers,
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though only to answer simple questions. The chat is still too fast for in-depth

conversations.

Low-medium viewership streamer — 1-4k average concurrent viewership.
The expectation for this level of viewership is that the chat will be manageable
enough for the streamer to properly engage his/her viewers in proper conversation.
At this level of viewership, the chat may not require ‘slow mode’ and normal

moderation is possible.

Low viewership streamer - <1k average concurrent viewership. The
expectation for this level of viewership is that the streamer can have long, in-depth
conversations with their chat, along with viewers being able to have lengthy

conversations among themselves.

One study on the scale of participation on Twitch by Flores-Saviaga et al.
(2019) divided the streams into similar viewership levels. However, since the study
was conducted in 2019 and the website has been rapidly growing in popularity and
experiencing changes in its media culture, it was determined that the levels of

viewership needed to be changed.

The analysis will focus on several aspects of the streamer and their chat’s
language. In particular, the grammatical, lexical and orthographical features of the
language used in the chats of the streamers over a certain period of time or a
certain amount of messages and the amount and kind of Twitch emotes used within

that period of time or amount of messages.

The content and interactivity between the streamer and their chat often
depends on the activity the streamer is doing at the time of the viewers’ messages.
If the streamer is “Just Chatting” with their viewers, their interaction with the chat
will be the focus of the stream. Consequently, the contents of the messages in chat
will also be more serious and well-structured. If the streamer is playing a game or
Is preoccupied with some other activity, their interaction with the chat will be more
limited. In this case, the contents of the messages in chat will also be less serious

and more reactive.
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All of this is also heavily influenced by the viewership of the streamer, as
high-viewership streamers will still be forced to rely on subscriber messages or
donations in order to properly interact with their viewers. Low-viewership
streamers may not encounter such problems, as their chat will move slow enough

for them to read the messages of regular viewers.

In order to represent the streamers’ chats in this work, there will be several
snippets of them in each subchapter of the analysis. These snippets will be shown
in the appendices. For the more popular streamers, the snippets will not be enough
to show the entirety of the material analyzed. As such, links to the analyzed

streams will be provided as references.
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3.1. Analysis of linguistic features of extremely high viewership

stream chats based on the streamer Asmongold

The highest level of viewership for a non-esports stream can range anywhere
between 50-100k concurrent viewers, according to various Twitch stat websites
like SullyGnome (2021). On Twitch, there are not many such streamers. Those
streamers that do have such high viewership have long histories and many years of
experience behind them. In nearly all such cases, the streamers in question have
built up their own community of loyal viewers. Such communities tend to have
their own inside jokes and references, as well as mannerisms that are separate from

those in other chats on the website.

Streamers of this magnitude have influenced the very identity and culture of
the website over the years they have been active. Much of the Twitch slang came

from the communities of these streamers.

One such influential streamer is the American streamer Asmongold. He is
primarily a video game streamer, focusing on the most popular Massively
Multiplayer Online Role Playing Game (MMORPG, or MMO), World of Warcraft
(WoW), although in recent years he has branched out into other games, notably
Final Fantasy 14, another MMO. According to articles by Down (2020), Bogdanos
(2016), and Porter (2019), along with Asmongold’s own description on his Twitch
channel (2021), he started his streaming career in 2014 and has been gaining
followers since then, until his rapid surge in popularity in 2019, with the release of
a gamemode for WoW, called WoW Classic. Since then, he has been one of the
most influential content creators on Twitch and in the gaming scene surrounding
MMO games.

His interaction with his chat can be described as relatively active, as he often
reads messages from both subscribers and regular viewers. He often engages in
conversation even while playing games on stream and he has a long-running series

in which he looks over chat ban appeals from his viewers. Such active interaction
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with his viewers, despite being one of the most popular content creators on Twitch

has endeared him to many, creating a loyal fanbase.

His chat culture is thus much less focused on purely joking reactions or on
making fun of the streamer, unlike many other streamers with such viewership.
Many times, regular viewers attempt to contribute to conversations, both with the
streamer and with other viewers, although the success of either is debatable in such

a fast-paced stream chat.

This analysis focuses on two parts of a stream broadcast on 01.08.2021. Due
to the sheer speed at which messages appear over short periods of time, as well as
the sheer amount of messages and the lack of proper tools to tally them, the
analysis will be limited to four minutes. The first part of the analysis will go over
two minutes of the “Just Chatting” part of the stream, where Asmongold discusses
recent issues with World of Warcraft with his chat. The second part of the analysis
will go over two minutes of the stream’s chat and Asmongold’s interaction with it
during gameplay, so as to determine whether there is significant difference in the
chat depending on the two types of content. Examples of Asmongold’s chat can be

seen in Appendix 1.

Emotes, word choice and their use will be analyzed throughout these four
minutes, grammar features will be analyzed using snippets of chat from the two

analyzed segments.

The first thing to note when analyzing the chat of such a large stream is that
multiple messages appear extremely fast all throughout the stream. There is almost
never even a single second in which a chat message has not appeared. This makes
it very difficult to hold a proper conversation over the stream chat, forcing many
viewers to either type out whole sentences at the risk that they will be ignored,

make shorter sentences or simply send reactive messages, like jokes or emotes.

This effect is not as pronounced during the “Just Chatting” parts of a stream
due to the fact that it is focused on interaction between the streamer and the
viewers. In this particular instance, a large portion of the messages in chat was

filled with arguments and reactions to Asmongold’s somewhat controversial point
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of view about a topic concerning World of Warcraft. Due to this, the chat was less

reactive and more proactive, favouring longer messages over shorter ones.

In just two minutes of the “Just Chatting” segment, there were just under
1000 messages. Of these 1000 messages, 350 messages had at least one emote in
them, most of them in reactive messages whenever Asmongold made a

controversial argument.

Only around 15% of these messages are lengthy, properly structured
sentences, posing arguments or otherwise continuing the conversation with the
streamer. The rest of the messages were short, reactive ones. Many of the
messages that did not have emotes in them but were too short to be counted as a
proper part of the conversation with the streamer omitted referential or expletive
subjects, although this is not as prevalent in Twitch chats as in regular, personal
chat groups, or other important parts of a full sentence, creating elliptical
constructions. Some sentences are missing proper context, which can only be
gained by watching or listening to the stream at the same time as reading the chat.

“Fred Durst (is) trending”

“(It)sounds like a big cope”

“(It’s)gonna take millions of year(s) for blizzard to evolve”

“(There is) no such thing as evolution”

In terms of longer, more thought out messages, less than half of them had
proper spelling and grammar. Most messages started without capitalization.
However, a curious thing may be noted. When a message had more than one
sentence in it, and it started without capitalization, sometimes the subsequent
sentences in the message would start with a capital letter. This may be tied to both
the set expectation of messages on the internet having to start with non-capital

letters in order for it to not be taken too formally, as well as the proper habit of

starting a new sentence with a capital letter.
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“you assume that the developers want to make a good Game. But what if
they don t? What if the WoW Developers hate the people playing it and don't want
to make a good Game?”

“this is beyond the point of possiblity of coming back bruh. This point was
long time ago and they didnt do it”

Most messages except the most well written ones lack punctuation almost
entirely. The most common punctuation mark was the period. The second most
common punctuation mark was the question mark. Commas are omitted in nearly
every message where they should apply.

“Look up Swedish chicken experiment(,) Darwin s theory is WRONG(.)”

“l know what you mean(,) | believe it to(.)”

“It s oversimplified(,) but he’s right(,) chat(.)”

In terms of writing style and word choice, most of the messages in the chat
were informal, while some used offensive language.

The second part of this analysis will go over two minutes of chat during the
gameplay part of the stream, when Asmongold cannot fully focus on the chat and
the viewers do not expect full interaction. The expectation for the chat from this
part of the stream is that most of the messages will be reactive, short and filled
with emotes. Some may use offensive language.

In two minutes of the gameplay section, there were 1140 messages. Of these
1140 messages, approximately 650 were emotes. Approximately 10% of the
messages sent in this span of time were full sentences. However, compared to the
last segment, most of these messages were short and did not attempt to start or
continue a conversation, merely reacting to the events of in the stream.

“shes a low level”

“back to the starting area”

“mentor streamer”

“BELIEVE IN HER”
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Most of the text messages sent in this time period had no punctuation
marks and started from a non-capital letter. The few punctuation marks that

were present were periods, question marks and, more rarely, commas.
“remember the first day? lolz, been a while(.)”

“@asmongold do you find it weird that you re selling out the equivalent of a

large arena every stream?”
“as an arcanist/summoner, you get a pet(.)”

Many messages omitted at least one part of the sentence, usually
structured as a short response to a question, a commentary of an event or a reaction

to the events in the stream, rather than a full sentence.
“level 17
“babysitting”
“Mentor streamer”
“She is trying”
“arcanist summon”
“summoner pet”

Most of the sentences that were properly structured were missing context,

which was provided by the streamer.
“You are projecting like youre in the lalafel closet or something haha”
“Did he really read all the text so far”
“Thats a carbuncle, An Arcanist combat minion.”

As one can see, there was a stark difference in terms of the messages in the
chat depending on which type of content the streamer was engaging in. During the
Just Chatting segment of the stream, the chat was filled with messages that
attempted to make arguments and stating their points of view with longer, better
structured sentences. Although most messages had at least one or two errors, most
being the lack of punctuation and spelling mistakes, they were all understandable

and were written for a specific purpose.
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During the gameplay segment of the stream, the chat was almost entirely
devoid of long messages with coherent arguments or points of view. Most
messages were short and structured as reactions to events in the stream or short
answers to the streamer’s questions. The few long, structured messages that were
present were directed towards the streamer, prefaced with “@asmongold” so as to

gain the streamer’s attention.

In terms of emotes, there was also a very noticeable difference between the
two segments. In the Just Chatting segment, only around a third of the messages
were emotes, most of them being reactions to controversial arguments or
statements of the streamer. In the gameplay segment, just under two thirds of the
messages were emotes. Once again, the emotes were being used as reactions to
events on the stream, though this time they were primarily reactions to the events
in the game, rather than the words of the streamer. All of the emotes were tied to
certain recognizable emotions, which could be guessed from the images

themselves.

In terms of grammatical features, the messages in chat primarily deviated
from proper modern English rules through omission of parts of the sentence. Many
messages were simplified for the sake of speed. An interesting thing to note is that
very few messages omitted expletive and referential subjects, unlike most private
chatrooms. This may indicate that there is a noticeable difference between the
livestream chat and other types of chatrooms. Other than omission, most sentences
were properly structured, if poorly presented. Most of the messages were in present

tense, using active voice.

In terms of orthography, most messages were written without any capital
letters and with very little punctuation, if any. The most common punctuation mark
was the period, followed by the question mark and then the comma. Some
messages had spelling mistakes other than lack of capitalization, but there were

surprisingly few actual spelling mistakes in words in either segment.
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In terms of lexical features, most of the messages were written in an
informal style, using informal vocabulary. Some messages used vulgar vocabulary,

usually for the sake of making a stronger statement or making a joke.

In terms of interaction between the streamer and the chat at this level of
viewership, it depends on which type of content the streamer is focused on. During
the Just Chatting segment, the streamer and the chat were actively engaged in a
conversation, both making arguments for or against certain points. During the
gameplay segment, the interaction was minimal, with the chat merely serving as an

outlet for the viewers’ reactions to the events in the stream.

Overall, Asmongold’s chat appeared somewhat more structured in terms of
grammar than most chatrooms on the internet. There were no major grammatical
features flouted aside from the omission of certain words, which is present in
nearly every chatroom on the internet. This is reminiscent of real-life conversations,
as the chat simulates live discourse through its speed and casual atmosphere. This
forces people to type fast, foregoing certain rules of proper writing, like
capitalization and punctuation. Much like in informal live discourse, the viewers

omit certain words when they respond to questions.
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3.2. Analysis of linguistic features of high viewership stream chats

based on the streamers RTGame and Kripparrian

The range between 10-40k concurrent viewers has many streamers. They
make up the bulk of the common Twitch culture and communities. These streamers
generally have a long history of content creation, either on Twitch or elsewhere,
usually on YouTube. In terms of content, these streamers usually focus on variety,

playing different games every other week, though there are exceptions.

RTGame is one such streamer. As mentioned in articles by Maher (2019) and
Walker (2021), RTGame is an Irish-Canadian content creator who focuses on
playing games in unorthodox and mischievous ways. He began streaming in 2016,
but has been making gaming-related content on YouTube since 2011. His content is
varied, he never sticks to playing one game for too long, aside from Minecraft, in
which he often does community challenges. He quickly rose in popularity because

of two games on which he made multiple videos, Hitman 3 and Minecraft.

His presence is notable on both YouTube and Twitch. Due to this, his regular
viewers base is more diverse than that of a normal Twitch streamer. They less
typical for a Twitch audience, as many of them are not engrossed in the general

Twitch chat culture.

He is notable for often involving his viewers in his streams, constantly
interacting with them and making gameplay more entertaining with his
commentary. He frequently reads viewer messages and responds to them during
the stream, creating the feeling of friendliness and involvement. However, he
streams without a webcam, so his content can feel less personal due to the lack of a
face people can relate with. The majority of the messages are reactive, as is normal
for a gameplay stream. RTGame’s subscribers often refer to him in their messages,

preferring well-structured messages without many emotes over short, reactive ones.

His audience wildly varies in terms of age. His videos and streams are aimed

at teenagers and young adults, but many of his viewers may be children, due to the
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wide appeal of the content he makes. While the exact age of the regular viewers

cannot be guessed at, his subscribers are generally young adults.

Another streamer around this level of viewership is Kripparrian. According
to Kripparrian’s page on Liquipedia (2021) and an article written by Parfitt (2016),
Kripparrian is a Romanian-Canadian content creator, focusing around daily Twitch
streams and YouTube highlights. He has been streaming since 2009, focusing on
games from the company Blizzard. He rapidly gained popularity when he started
playing the card game Hearthstone, and currently remains one of the most popular

streamers for that game.

Over the years, the streamer has built up a loyal community that watches his
streams every day. His chat interaction is not as active as RTGame’s and his chat
culture is wildly different as well. The messages in Kripparrian’s chat are far less
structured, favouring emotes, short messages and spam messages over actual
communication with the streamer. Many of the messages also seem to be more
focused on the chat’s automated response system, a “bot”, which, in an article by
Bennett (2021), is said to be a great system to enrich a Twitch channel’s streaming

experience.

The difference between these two streamers and their chats may shed some
light on how different communities on the same website can provide different

experiences, as well as different linguistic features.

This analysis will be focused on the comparison between the two presented
streamers through three minutes of chat from both streams. Both stream segments
are focused around gameplay, meaning the interaction between the streamer and
the chat will be somewhat limited. In RTGame’s segment, the game being played is
Terraria, and he is playing it with his viewers. In Kripparrian’s segment, the game
being played is Hearthstone, and he is playing it alone.

The use and number of emotes, word choice, sentence length and structure
will be analyzed based on the two three minute segments. Specific grammatical
and orthographical features will be analyzed based on the snippets of chat from

various periods from the analyzed segments.
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Streams with this amount of viewers moves much slower than the previous
level of viewership, however, that does not mean that the chat moves slowly. It is
still too fast for viewers to properly converse among each other, but is often slow

enough to allow the streamer to catch some viewer comments and respond to them.

The speed and content of stream chats of this level of viewership depends
almost entirely on the community the streamer has built around themselves.

The first segment of analysis focuses on 3 minutes RTGame’s stream chat
and the snippets on this page. Examples of RTGame’s chat can be seen in
Appendix 2.

In three minutes of streaming, there were approximately 370 messages, 35
of which were emotes. This is a much lower number than is normal for a stream of
this size, as the number of messages with emotes is usually at least a third of the
total message count. This may point towards RTGame having a much more diverse
stream culture and community compared to content creators who only stream on
Twitch.

Around 25% of the messages were full sentences, with all others being
short, reactive messages. Many short messages in this time period were comments
and reactions to the events in the stream.

In terms of grammar, like before, some messages omitted at least one word
in the sentence, however, this ellipsis was even less frequent in RTGame’s chat.

“(The) guide (is) gone”

“(It’s) WALL TIME BOYS”

In terms of orthography, like in the previous subchapter, most messages did
not start with a capital letter, regardless of whether it was a simple reactive
message or a full sentence meant to convey a message.

“You know everythings going great when everything is grey”

“it’s a graveyard”

“you re all so dead”

“go on red team so people can teleport to you”
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Additionally, most messages did not have any punctuation. The most
frequently encountered punctuation marks were the period, the question mark and,
more rarely, the comma. There was only one instance of an exclamation point,

together with quotation marks. There was also only one instance of an ellipsis.
““Hold men!”" Immediately gets bodied.”
“...ARE THEY?”
“God(,) has anyone actually gotten decent items(?)”
“why does he have a post pantera light pet(?)”

Short messages were often spelled entirely with capital letters, presumably

to emphasise an emotional reaction and draw attention to the message.
“THE AMOUNT OF GRAVESTONES”
“WALL TIME BOYS”
“OH LAWD”
“DONT DO ITTTT”
“LOL”

In terms of lexical features, the messages in this chat often used video
gaming slang. The word choice and writing style were both informal, with a heavy
emphasis on internet slang and references.

“The server needs a tombstone cleanup asap”

“The entire server is dying and RT is gonna summon the wall?”

The next segment of the analysis will focus on Kripparrian’s stream chat and
the three snippets on this page. Examples of Kripparrian’s chat can be seen in
Appendix 2.

In three minutes of streaming, there were approximately 120 messages from
real people, 55 of which were emotes. The rest of the messages were from a

stream chat bot, which is heavily used in Kripparrian’s chat as an additional piece

of entertainment. The bot allows people in chat to play several text games, such as
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roulette, as well as request additional information about either the stream or their

chat statistics.

Such bot games are common in streams with less active streamer interaction
or passive gameplay. They allow viewers to occupy themselves in-between action-
packed parts of the stream without getting bored. In some streams, like
Kripparrian’s, these bots and their games are deeply tied to the stream’s culture and
history. There has not been a single Kripparrian stream without chat bot games
since 2014.

Fewer than 10% of the messages in the three minute time period were
full, sensible sentences. Most other messages were either emotes, requests for the
bot roulette games or long spam messages, usually called “copypasta”. Copypastas
are a common piece of internet slang, though they are mostly used in unmoderated
chats and forums. They exist to annoy other people by constant repetition of a large,
nonsensical piece of text. However, more often than not, these copypastas have

properly structured grammar and orthography.

For example, there were 6 counts of this copypasta in the chat after

Kripparrian’s dog barked in the background of the stream:

““Alright, bark at Kripp, I guess” “Haven't barked at Kripp in a while, let’s

2999

go bark” “Barking at Kripp isn t that good, but alright

Aside from the omission of the period, the sentences were correct. However,
the message was sent by 6 separate people in the span of a minute, clogging up the

chat with useless messages.

This is the case for most of Kripparrian’s stream chat. There were relatively
few messages that had any real sense or gave constructive criticism or arguments.
Most of them were simply reactive, joking messages which made fun of either the
game the streamer was playing or the streamer himself, along with reacting to the

bot games.

Just like in previous parts of analysis, most messages in this chat started with

a non-capital letter and omitted most punctuation marks except periods, question
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marks and, rarely, commas. Surprisingly, the messages that used the highest
amount of punctuation marks were spam messages, since they are pre-written
messages that users simply copy into the chat.

“thank god for the damage cap(,) lol(.)”

“who let the dogs out(?)”

“have you considered leveling up?”

Most short messages that weren’t complete sentences in this chat were
simply exclamatory or reactive messages.

“Midgame divine shield build”

“a “lil” better”

“speed run to 8th”

Many messages in this chat were also misspelled in some way, usually by
omitting an apostrophe in a contracted word.

“dont give up! you can do it!”

“lol cenvala isnt playing elemental”

“GUESS ILL LEVEL UP”

In conclusion, there is a stark difference between chat cultures on Twitch. At
the same level of viewership, RTGame’s chat was more active towards the

streamer, interacted with him more and was generally more presentable. The emote

use was very limited and most messages had no grammatical mistakes.

In contrast, Kripparrian’s stream was far more chaotic, despite having much
less chat participation and interaction. Most viewer messages were either short and
reactive, playing with the chat bot, or making fun of the streamer or the game
being played. The chat was also filled with spammers who simply copied messages
and repeated them over and over. The emote use was proportionally more subdued
than in Asmongold’s chat during gameplay, but more active than during the Just

Chatting segment.
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In terms of grammatical features, there wasn’t much deviation from
standard modern English rules in regular messages. Some short messages used
ellipsis for conciseness. Other short messages were simply reactive, exclamatory,
or simply repeating words or phrases from the stream, not intended to be
grammatically correct in the first place. Most messages that were intended for
purposeful communication were correct, but presented poorly through incorrect
orthography.

In terms of orthography, it was much the same as in Asmongold’s chat.
Although it must be noted that there were more messages with correct
capitalization and punctuation marks in general. Copypastas are another interesting
element, as they are generally created using proper grammar, capitalization and

punctuation, with particular word choices that make them more annoying.

In terms of lexical features, the language and writing style used in both
stream chats was informal. In RTGame’s chat, messages were more civil and used
friendlier language, only sometimes using vulgar vocabulary. The use of Twitch
emotes was very limited compared to both Asmongold’s and Kripparrian’s chat. In
Kripparrian’s chat, many messages had a mocking tone, including emotes to
emphasize the effect. Copypastas contributed to the general mocking and offensive

tone of the chat.

In general, this comparison shows how different stream chats can be, even at
the same level of viewership. The streamer’s attitude, content and level of
interaction can change the content of their chat immensely. While RTGame’s chat
was interested in conversation, commentary and interaction with the streamer,
Kripparrian’s chat was more concerned with joking, spamming the chat and
making fun of the streamer. However, aside from the different contents of the chats,
there was not much difference in terms of grammatical and orthographical
composition of the messages themselves. The only major difference was in terms

of word choice.
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3.3. Analysis of linguistic features of medium viewership stream

chats based on the streamer Sneaky

This level of viewership, much like the previous one, is characterized by the
presence of a loyal viewer base. Many streamers at this level have built up their
fanbases by playing a certain game particularly well, or by making content
elsewhere alongside streaming on Twitch. The communities and chat cultures at

this level vary greatly.

The medium and medium-low levels of viewership make up the bulk of
Twitch’s popular stream lists. Most people who watch Twitch streams watch at
least one or two streamers at these levels, as the streamers begin to have great
variety of focused content. There are many streamers at this level who focus
entirely on things other than gaming. There are live vloggers, streamers who focus
entirely on communication with their viewers, content creators from other
platforms who use Twitch for communication with their fans, painting streams,
drawing streams and many more. However, gaming remains the most popular kind

of stream at this level.

One gaming streamer at this level is Sneaky. According to an article by
Erzberger (2020) on a popular Esports website ESPN, Sneaky is a former League
of Legends professional player for a team called Cloud9. He started streaming just
a few years after he started playing professionally in 2013. The team he was part of
had a large following after their consecutive successes on the world stage for
several years. It became a fan favourite among other North American teams and
the players gained many loyal followers. In an article for another popular Esports
website, Dot Esports, Esguerra (2020) mentions that nearly every original player
on the team, including Sneaky, started streaming more often after their relative

success in the World Championship of League of Legends.

After 6 years of playing professionally, Sneaky finally retired in 2019 and
became a full time Twitch streamer, having amassed a decent personal following.

In an article for Dexerto, Amos (2021) mentions that Sneaky is also known for
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high quality cosplays and YouTube clips from his Twitch streams, as such, his

viewer base is more diverse than that of most other former LoL professionals.

This analysis will focus on 5 minutes of chat from Sneaky’s stream during
standard League of Legends gameplay and 5 minutes of chat from the stream
during a waiting period between matches. This is a game Sneaky is very
comfortable with, having played it for over half a decade at a professional level.
Because of this, both he and his chat are able to communicate with each other
without paying too much attention to the game itself. Examples of Sneaky’s chat

can be seen in Appendix 3.

However, while he is able to fully interact with his viewers during the
waiting period between matches, he is still unable to pay full attention to the chat
during gameplay. Because of this, the viewers in the chat interact with each other

more than with the streamer.

Because most of the viewers are focused more on the game than the chat,
there are far fewer messages than is to be expected from a stream of this size.
Another cause of this may be that many of his viewers put the stream on in the

background while doing something else.

In the 5 minute gameplay segment, there were approximately 120 messages,
60 of which were emotes. Over 25% of the messages were full sentences,
though as usual, most of them did not have a capital letter at the beginning and

lacked punctuation marks.

In this chat segment, the most used punctuation mark was the question mark,

followed by the comma. The period was used he least.
“@spicycakeguy Did you just assume my gender?”
“does no one at this train station see this fight?”
“@sneakylol did you ever watch the replay from last game invade?”
“yo chat what was the Name of the earth bound style game snack played?”
“any tobias fate viewers watch sneaky?”

“Inside?”
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“@sneakylol he did, xerath wasnt standing on edge of bush and nocturne

placed a ward that they didnt see(.)”
“@GREYGOD yeh. noc warded, xer was in troll position(.)”

Some messages omitted one or more words in the sentence, some omitting

articles, others omitting auxiliary verbs or nouns.
“@itstylerjuan (it’s) just another day for them”

“what (is) the dog doin” — it should be noted that this omission is part of an

internet slang phrase.
“TFW[that face when] (you’re) not playing jack-0”
“(Do) any tobias fate viewers watch sneaky?”
“@GREYGOD yeh. noc warded, xer was in (a) troll position”
“She is (there/easy) to get beginners into ze game”

The most used tense in this chat was simple present tense. However, this

segment had an unusually high amount of simple past tense.
“@spicycakeguy Did you just assume my gender?”
“@sneakylol did you ever watch the replay from last game invade?”
“@theaveragegoat it wasnt omori?

“I literally @, ed you earlier” — in this case, the symbol @ replaces a verb as

part of internet slang, meaning “directed my message at you”.

“what happened to dbz? did it became to easy? or repetitive?” - the word
became may be judged as either a spelling mistake or a grammatical mistake in this

case.

In this chat segment, one may also note that most messages omitted the

apostrophes in contracted forms, as well as in possessive forms of words.
“What is sneakys main?”
“please god dont play gio”
“im the fat lady in the middle”

“yeah shes so easy and simple”
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In this five minute segment where the streamer was waiting for the next
match and talking to his viewers, there were 85 messages in the chat. Of these
messages, 35 had emotes in them. More than 50% of the messages were full
sentences that weren’t reactive or exclamatory. Most were either responses to the
streamer’s statements or questions, either to the streamer or to other people in the
chat. Sneaky was able to fully interact with the chat, both answering questions and

commenting on other issues.

Once again, the main feature to note here is the orthography. Most messages
did not start with a capital letter. Most of these messages also lacked punctuation
marks. The most common punctuation marks that were present were question
marks and commas. There were no periods in the 85 messages counted from this
segment.

“can you play kaisa?”

“do u cosplay as anime characters?”

“@sneakylol when you say self-sufficient, do u mean the player themselves
skillwise or the champ?”

“Did Sneaky ever play against Xpeke?”

The most used tenses in this segment of the chat were once again present
simple and past simple, though the present tense was used far more than during the
gameplay segment of analysis.

One interesting thing to note is that at this level of chat, the streamer did not
feel the need to put slow mode on. As mentioned in the previous chapter, slow
mode is a chat option that puts a limit on how many messages a viewer can make
in a certain period of time. Most streams above a certain amount of viewers make
use of slow mode to stop their viewers from spamming the chat. The lack of slow
mode in a stream of this size shows both trust in the moderator team of the chat
and the behaviour of the streamer’s regular viewers.

In terms of grammar, most long messages in Sneaky’s chat were correct,

with rare exceptions. Most short messages were simply reactive or exclamatory,
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omitting large parts of a full sentence or simply typing one or two words. The most
used tenses in the chat were the present simple and past simple. Other tenses are
rare and often accompanied by proper spelling and punctuation. The voice of most

messages Is active.

In terms of orthography, just like in the previous parts of analysis, most
messages did not start with a capital letter. In Sneaky’s chat, the most used
punctuation mark was the question mark, followed by the comma. The period was
used very rarely. Spelling mistakes were more common than in the previous parts

of analysis, but that may simply be happenstance.

In terms of lexical features, Sneaky’s chat was more vulgar than the chats of
the previously analyzed streamers. Most of the slang used in this chat was
connected to video games, most of it being centered around the game Sneaky is

most known for, League of Legends.

66



3.4. Analysis of linguistic features of medium-low viewership stream

chats based on the streamers Sips and The Anime Man

This level of viewership is characterized by a more relaxed pace in the chat
than the previous ones. Unless something particularly exciting happens in the
stream, the chat is easily readable and interactable. The streamer can easily talk to
the viewers in the chat if he/she wants to and the viewers can just as easily talk to
each other. Streamers at this level are more familiar with their usual viewers, as
they may often see them either donating, subscribing or simply chatting. The
regular viewers may also become more familiar with the moderators and long-time

subscribers in the chat.

Due to the relatively minor difference in viewership between this level and
the previous one, the number of messages and the level of activity in the chat may
be inconsistent. It may be higher or lower depending on the situation in the stream
or the general level of activity and interaction between the streamer and the
viewers. More active communities at 3-4k concurrent viewers will result in a more
active chat than in more passive communities at 6-7k concurrent viewers. Because
of this, it is best to view this part of the analysis as a direct continuation of the

previous one.

One streamer of note at this level is Sips, a Canadian member of the content
creator group Yogscast. According to the Yogscast Wiki (2021) and an article by
Partis D. (2018), Yogscast began as a YouTube channel in 2008, focusing on the
game World of Warcraft. They quickly moved on to the game Minecraft as their
main focus of content. Multiple members joined Yogscast over the following years,
including Sips, who joined in 2009. For the first 7 years, all of his content was
hosted on YouTube, but in recent years, he has fully transitioned to streaming on
Twitch.

Sips has also been part of the annual Yogscast Christmas Charity streams,
which have raised over $20 million for various charities at the time of 2021, as

mentioned on the Jingle Jam website (2020).
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His long history of making content on various platforms for over a decade
has resulted in a varied viewer base which has grown up watching his content.
Most of his Twitch viewers are thought to be his long-time viewers from YouTube,

meaning that Twitch-specific language features are not as prominent in his chat.

Another streamer at this level of viewership is The Anime Man, a Japanese-
Australian YouTuber and Twitch streamer. The Anime Man is a content creator
who primarily focuses on YouTube videos from the perspective of an Australian-
raised person who came to Japan to experience his ancestry’s home country. He
mostly speaks English, but is also fully fluent in Japanese. According to an

interview conducted by Ben K. (2019), The Anime Man is also a voice actor.

This analysis will go over 10 minutes of Sips’ chat during stream gameplay,
due to the fact that this streamer does not do non-gaming segments. The game Sips
IS playing during this stream is Final Fantasy XIV Online, an MMORPG that has
recently been gaining popularity. He is relatively inexperienced with the game and
is playing for the purposes of the fishing minigame in this stream. Examples of

Sips’ chat can be seen in Appendix 4.

Most of his viewers, much like Sips himself, are not very knowledgeable
with this game, and are primarily watching the stream because of Sips him.
Viewers often communicate with him through small donations, which, after a
certain amount, are read out to him automatically by a text-to-speech device. In
this way, he does not have to split his attention between the game and the chat
during active gameplay.

However, he usually plays relaxing games, giving him the ability to interact
with the chat regardless of the gameplay. This has turned the text-to-speech device
into an interesting interactive tool for people with money to spare to play with and
make the stream more engaging and interesting.

In in the 10 minutes of chat, there were approximately 370 messages, 87 of
which had at least one emote in them. The difference between an audience that
was gained purely on Twitch and an audience that was gained from various sources

IS noticeable here, as the amount of messages that only had emotes was much
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smaller than in most previous analyzed stream chats. RTGame’s chat was the only
one that had such a low number of emote-only messages.

Over 70% of the messages in this segment were full sentences and
weren’t simply reactions to the events on stream. The shorter, one or two word or

emote messages, were reactive or exclamatory.

In terms of grammar, most messages were structured correctly, with few
messages omitting certain parts of the sentence.

“cat ppl are (in the) base game”

“chat (is) lame now. imagine growing up”

“some blue quests can be skipped(,) but (you) might as well do them all”

Once again, the most used tenses in the chat during this segment were
present simple and past simple. Some messages also used future simple.

“@sips_ will you play CK3 when it comes out?”

“You’ll get gear thats good until level 30 at level 15 if you talk to him and do
some stuff @sips_"

In terms of orthography, as in previous analyzed stream chats, most
messages in this segment did not start with a capital letter. Furthermore, most
messages also did not have any punctuation, with the only common exception
being the question mark in messages that are meant to ask a question from either
the streamer or other viewers in the chat. Apostrophes in contracted words are also

frequently omitted.

In terms of lexical features, the language and style used here were informal.
Most of the internet slang used in the chat was related to video games in some way.
Some shortenings were used, but not enough to consider them common. Vulgar
words are used quite casually in this chat, but they are not common.

“cat ppl are base game”

“Mailboxes are a bitch to find tbf, they re never in an obvious place”

Overall, the chat in this stream was much less chaotic than the ones analyzed

previously, both in terms of messages per minute and in terms of the contents of
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the messages. The regular viewers and the subscribers show familiarity amongst
each other, as well as with the streamer.

This part of the analysis will focus on 10 minutes of chat from The Anime
Man’s Pokemon stream in which he attempted to get a very rare pokemon by going
up and down a street in the game. Due to this, the stream was very light on
gameplay and very heavy on interaction between the chat and the streamer.
Examples of The Anime Man’s chat can be seen in Appendix 4.

In these 10 minutes of chat, there were 370 messages, 39 of them having
one or more emotes. Most of the messages in this period of time were full
sentences, with only a single one minute period of reactive messages when the
streamer reached 1000 pokemon caught.

In terms of grammar, most messages were properly structured, although

some used elliptical constructions.
“could surpass one piece chapters”
“me doing uni work whilst u shiny hunt”
“with shiny charm is one in 4000 no masuda”
Some full sentences had improper grammar, usually in regards to tenses.
“what a surprised”

“you might hit 25 hours as well of pokemon Mono challenge as well jesus

this stream”

In terms of tenses, the most used ones were the present simple and the past
simple tense, with a large portion of the messages being questions directed at the

streamer.

In terms of orthography, once again, most messages in this chat were not
capitalized at the beginning, many of them only had punctuation in the form of the
question mark, with commas being a rarity. Some repeating punctuation marks

were used for emphasis.

“Where can | watch the live action of Tokyo revengers???”
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As before, in terms of lexical features, the viewers in the chat mostly used
informal language, with some using vulgarities. The use of emotes was subdued,

likely due to the streamer’s viewer base being from YouTube.

There was no notable difference between the two analyzed streams at this

level aside from the frequency of emote use.
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3.5. Analysis of language features of low viewership stream chats

based on the streamers Dexbonus and KuruHS

This is by far the most populated level of viewership on Twitch. Over 99%
of the streamers on the website have fewer than 1000 regular concurrent viewers.
At this level, the streamer and their audience are very familiar with each other,
cither through other websites where they’ve made content or through long-time
viewing of their Twitch streams. As such, the interactions between the streamer and
the viewers in the chat at this level are much like those between friends or close

acquaintances.

The chat moves rather slowly and there are very few spammers, so there is
no need for slow mode. Moderators take an active role in the chat, often talking
with either the streamer or other viewers. Streamers at this level often do not
bother with automatic text-to-speech donation or subscriber readouts, as they can

simply thank the viewers themselves.

Just like with previous levels of viewership, the contents of the chat may
change depending on the community and chat culture the streamer has built up
around their stream. Most Twitch-exclusive gameplay streamers have chaotic and
unruly chats, gameplay streamers with a presence on other websites often have
more down to earth, coherent chats. Streamers who focus more on talking with
their audience, with or without gameplay, tend to have more well-structured

messages in their chats.

One streamer that focuses on talking to her audience over any kind of
gameplay is Dexbonus, more commonly known as Dodger. According to the
Yogscast Wiki (2021), Dodger is an American streamer who began her career as a
content creator on YouTube by making videos on video game news and gameplay.
She later joined and co-hosted a long-running video gaming podcast The Co-
Optional Podcast.

72



She married a fellow content creator from England and moved there with
him in 2016. Her content has since shifted from primarily YouTube videos to daily

Twitch streams. As such, most of her viewers are long-time fans from YouTube.

Another streamer at this level is KuruHS, who, according to his Twitch and
YouTube channel descriptions, is an Austrian racing game speedrunner with a
relatively good following on both YouTube and Twitch. The focus of his content is
gameplay. However, due to his skill and history of replaying the same games over
and over, he is able to interact with his viewers even during intense gameplay

segments.

His viewer base is a combination of fans from both his YouTube channel and
his Twitch streams, though most of them come from the latter. Because of this, his
chat is expected to be more reactive, focused on communicating between viewers
and on humour, rather than on talking with the streamer and distracting him from

his speedrunning challenges.

These two streamers have extremely different viewer bases with different
habits when it comes to content and interaction with the streamer and other viewers.
They also come from very different backgrounds, allowing for an interesting

comparison between the two streams’ chats.

The analysis will focus on one 10 minute segment from each streamer’s chat.

Examples of Dexbonus’ chat can be seen in Appendix 5.

In this 10 minute segment from Dodger’s Just Chatting stream, there were
approximately 180 messages, 54 of which had at least one emote in them. 80%
of the messages that were not just emotes or simply one- or two-word
messages were full sentences which attempted to continue a conversation with
either the streamer or other viewers. Most messages directed at other viewers in the
chat had an @ symbol with the nickname of the viewer preceding the message.
The messages that were addressed to the streamer were not preceded by an @

symbol.
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Most messages had correct grammar, though some used elliptical

constructions for the purpose of conciseness.
“(There are) Some classics in there”
“Maybe spend half a year (in) England, half a year (in) USA?”
Most messages were in present tense, with only a few being in past tense.

Multiple sentences used the modal verb, would, in order to express the subjunctive

mood.
“pooling resources would get a swank estate.”

“high speed internet would be a challenge in rural england”

“buy a chateau in France they said, it'd be magical they said”

Due to the lack of slow mode in such a low-viewer stream, some viewers cut
their messages into parts and send them as they write pieces of them. This is
reminiscent of the way private and video game chatrooms are, in which people
often avoid posting full sentences in one message, instead cutting them into pieces
and sending them as they are written. The reason for this is primarily because of
the speed at which a chatroom can move, which prompts people to convey their
messages faster and keep the other people in the chatroom interested long enough
to read them. This results in messages being broken apart and unreadable or
unintelligible without the whole context of the chatroom. Another effect of this
tendency to cut messages into parts is that most messages end up reading like they
are a stream of consciousness, rather than structured messages. This is the case

with messages from several viewers in the snippets of chat on the previous page.
“BrettUItimus: DODGER. | have FOX NEIGHBORS.

BrettUItimus: Yep
BrettUItimus: Every morning

BrettUItimus: Foxes come out from the overgrown land next door
BrettUItimus: And sun bathe”

In this same excerpt we can see an example of capitalization used in order

to emphasize certain words and grab the reader’s attention. This was used more
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often in other types of private or video game chatrooms. On Twitch, the emphasis
on certain words may be shown through emotes either surrounding the words or
being placed next to them. Most often this was done to add certain emotions to
words that would otherwise have to be expressed in some other way. Another way
of emphasis used both in Twitch stream chats and in other kinds of chatrooms is

multiple punctuation marks typed in a row:
“Did i hear Zelda??”
“whoa really??”
“why cant weee keep them!!! Sadge”

Judging by the examples from this segment, it appears that capitalization at
the beginning of the sentence depends entirely on the person sending the message
and whether they have an auto-correct system or not. Most viewers do not bother
capitalizing the first letter of the message, nor do they bother using any
punctuation marks except for question marks in questions. Those that do capitalize

the first letter in their messages appear to do it in every message they send.

In terms of word choice and style, this chat is informal, using mostly
internet slang and typing conventions.

“Pitch on your meetings to start a proper ISP”

“Time to make a PowerPoint @dexbonus That’ll get them on board.”

“Someone on Twitter was looking to start a TTRPG based on the Bowie
Labyrinth movie”

There was not much, if any, vulgarity in this segment.

In this 10 minute gameplay segment from KuruHS, there were
approximately 80 messages, with 40 of them having at least one emote. This is a
much larger proportional amount of emotes compared to the previous segment.
This may be due to the fact that this segment, and the stream in general, focused on
gameplay, meaning the viewers reacted to the events in the stream more than they

engaged in conversation with the streamer. Examples of KuruHS’ chat can be seen

in Appendix 5.
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Due to the small amount of chatting viewers, it was still possible for them to
engage in conversation between each other. As in the previous segment, messages
addressed towards other viewers were prefaced by the @ symbol, followed
immediately by the username of the viewer the message was addressed to. The
amount of messages with full sentences that weren’t made by a bot was
approximately 50%o.

Unlike in the previous segment, when viewers wished to address the
streamer in their message, they also prefaced their message with the @ symbol.
This is due to the fact that the context of the stream was not focused on the
streamer chatting with his viewers, but on gameplay. This forced viewers to use
direct address because it was otherwise assumed that the viewer was either not

talking to the streamer or was simply reacting to the events in the stream.

“@KuruHS Origin straight up deleted The Run from my accountand
disabled the key for my hard copy.”

“@KuruHS I kind of ... fell asleep yesterday, I'm sorry”
“@KuruHS what NFS game do you want to see remastered?”

Grammatically, as in the previous segment, several messages used elliptical

constructions, but it was not a common feature of the chat.
“The sound of this car (is) amazing.”
“(You’re/It’s) like a speed demon”
“(I) love (it) when Kuru laugh. HAHAHA”
The most used tenses in this segment were the present simple and past
simple tense. Some messages used the subjunctive mood instead of the indicative.
“who would put black box stickers on his sesto elemento”

Like in all previous analyzed levels of viewership, most viewers did not
capitalize the first letter of their message and ignored most punctuation marks.
Once again, the most used punctuation mark was the question mark, followed by

the comma, the period and various other punctuation marks.
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The language and style of writing used here are informal, with more vulgar

messages on average than in the previous analyzed segment.

In terms of emote use, most of the ones seen in this segment were KuruHS’s
own channel emotes, essentially replacing other, general channel emotes for his

subscribers.

Generally speaking, at this level, the chat was dominated by fully structured

sentences.

Grammatically, most full messages were correct, with some using elliptical
constructions for conciseness or to imitate a conversational tone. The most used

tenses were present and past simple, with future simple appearing rarely.

In terms of orthographical features, Dexbonus’ chat had far more correctly
written sentences in regards to punctuation and capitalization. KuruHS’ viewers
made orthographical mistakes much more frequently, at the same rate as seen in

analyzed chats from previous segments of analysis.

Lexically speaking, both the writing style and the language used were
informal in both chats. Video game and internet slang terms were also used a
moderately large amount of times. The emote use varied greatly between the two

streamers’ chats, with KuruHS’ chat using emotes much more frequently.
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Conclusion

Therefore, having analyzed a variety of Twitch streams according to both the
level of their viewership and their type of content, the following were the identified

special features of the comments on Twitch:

In terms of grammatical features, not many specific features between the
highest level of viewership and the lowest, at least in longer messages, have been
found. The only main feature that changed was the amount of structured messages.
All throughout the analysis, the most used tenses were the present simple, the past
simple and the future simple tenses. Future simple was used the least, and past
simple was primarily used in questions. While most messages used the indicative
mood, many messages in all analyzed stream chats used the subjunctive mood,
especially in questions.

Another common unique aspect of grammar among the analyzed chats was
the omission of certain parts of the sentence, most often through elliptical
constructions which allowed the reader to understand the meaning of the sentence

through context despite the omission of words.

When speaking of orthographical features, there was only a slight
difference between the highest levels of viewership and the lowest. At the lower
levels, there were more messages that at least attempted to properly structure
everything according to the rules. Most messages at all levels of viewership simply
dismissed capitalization and punctuation entirely. The most used punctuation mark
was the question mark, due to the fact that it is a vital part of any question. Other
common punctuation marks, like the comma and the period, were used rarely. On
average, messages that started with a capital letter had a higher chance to also have

proper punctuation marks.

Some messages used capitalization and punctuation marks in order to
emphasize certain parts of the message. This feature was not as common as in most

chatrooms due to the presence of the unique Twitch emotes, which essentially
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replace this function. Most users simply placed an appropriate emote next to their

message in order to replace the effect of extra capitalization and punctuation marks.

Lexically, every analyzed stream chat was informal in both writing style and
vocabulary. The level of internet slang, video game slang and vulgarity used
depended entirely on the streamer and the kind of content they focused on.
Streamers who communicated with their viewers had much less vulgarity in their

chat on average than those who did not.

Proportionally speaking, emote use stayed more or less consistent across all
levels of viewership depending on the type of content and the history of the
streamer in question. If the viewer base of the streamer was gained primarily on
Twitch, the chat would have a higher than average amount of emotes used. If the
focus of the stream was gameplay, the average amount of emotes also increased. If
the streamer gained popularity on websites other than Twitch, the average amount
of emotes used in the chat went down drastically. If the focus of the stream was not
gameplay, but communicating with the viewers, like in the Just Chatting segments,

then the average amount of emotes used also decreased.

It was apparent that the lower the viewer count was, the more the stream
chat resembled a regular private or video game chatroom. The absence of slow
mode allowed viewers to cut their messages into smaller pieces, although it was
not as common as in a regular chatroom. The smaller audience allowed both the
streamer and the viewers to get familiar with one another, creating inside jokes and

references and talking even more casually than in other stream chats on Twitch.

The viewers often referred to the streamer in their messages, knowing that
they would react and answer, instead of possibly missing the message or ignoring it.
This was the cause of the higher percentage of full sentence messages which
attempted to communicate, rather than simply reacting to events in the stream with
short messages and emotes.

At the higher levels of viewership, the chat simply moved too fast for the
streamer to have any kind of meaningful interaction with the chat. This was

especially true in the case of the two upper levels of viewership. In the case of the
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medium levels of viewership, it is worth noting that many such streamers were
quite close to their viewers, often interacting with them and even knowing the

more active members of the chat by name.

The influence of the language used of Twitch, more specifically the emote
codes and inside references of popular streamers, was difficult to measure. It was
clear that there was a general trend among the Twitch streamer and viewer
communities to use these emote codes and inside references outside of the website
itself, but it was unknown whether this influenced the language of others around
them. The slang that originated from Twitch was primarily used ironically, rather
than seriously. Further research is needed to truly determine the extent of the

influence of Twitch slang on the internet and English in real life as a whole.
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Pe3rome

Y poOoTi mpeacTaBlieHO aHali3 TpaMaTUYHUX, opdorpadiuHux Ta
JCKCUYHUX OCOOJMMBOCTEH aHIJIMCHKOI MOBH, 1[0 BHKOPHCTOBYIOTHCS B

aHTIIOMOBHUX KOMEHTApsX y couianbHii Mmepexi Twitch.

OCHOBHMMH 3aBJaHHSMH ITLOTO JOCIIKCHHS OyJI0 BUSHAYUTH OCOOIMBOCTI
aHMIIACHKOT MOBU B IHTEPHET KOMYHIKAIIl CIIUPAIOYMCh HA aHTJIIOMOBHI KOMEHTapi
B cColllaJibHIA Mepexi Twitch, Ta BH3HAYUTH BIUIMB aHIJIINACHKOI MOBH, SKa
BUKOPHCTOBYETHCSI HAa IIbOMY CaWTi, Ha aHMIIHCHKY, SKOI IIOCIYTOBYIOTHCS B

IHIIMX YaCTUHAX IHTEPHETY Ta MPH KUBOMY CIIJIKYBaHHI.

VY po6OTi BUKOPUCTAHO KBAIITATUBHUM Ta KBAHTUTATUBHUN METOAM aHAMTI3Y.
JaHi ns ananizy Oy 310paHi 3 M'sITH PI3HUX PIBHIB KIJTBKOCTI MOTOYHMX IJIs1/1a41B
Ha pi3HUX KaHanax caiity Twitch. Takox y poOOTI HaBeJAEHO KilbKa MPUKIAIIB
1103aCaiiTOBOr0 BUKOPUCTAaHHS OCOOJIMBOI JIEKCUKU Ta clieHry caity Twitch. Bynu
HaBEJIEH1 IPUKJIAJN TA MOSCHEHHS aHIIIACHKOT MOBH B IHILIMX YaCTUHAX 1HTEPHETY,

a Takox OyJ10 MpoaHalli30BaHo 1CTOpit0 Mepexi Twitch.

AHani3 310paHux AaHuxX (POKycyBaBCS Ha TpaMaTHYHHX, JEKCUYHUX Ta
opdorpadigHrX 0COOIUBOCTIX aHIIIHCBKOI MOBHM Ha cauTi Twitch. XapakrtepHi
pPUCH TaKUX OCOOJIMBOCTEN 3aJI€KHO BiJ PIBHA KUIBKOCTI IIISIIa4iB Ta TEM Mepenay

KaHaJIIB TAKOXK OYyJIM MPUMHSATI IO YBar.

B pesynbrari anamizy, AOBENEHO, IO TPaMaTUYHUMH OCOOJIMBOCTAMHU
aHmmiicekoi MoBUM Mepexi Twitch € HasBHICTHP MPOCTUX KOHCTPYKLIM, MPOCTI
yacoBi ¢opmu Ta eminTudHi KOHCTpyKIii. OpdorpadiuyHo, OUTBIIICTE KOMEHTAPIB
HE BIANOBIJAIOTh HOPMaM aHMIiichkoi MoBHU. IlyHKTyamis Ta BenuKi OyKBU
BUKOPUCTOBYIOTBCSI PiJIKO. 3 OIISAAY Ha JIEKCHYHHMHA CKJIaJ] MOBH, TOUIUPEHUM €
BUKOPHUCTaHHS HE(POPMaTbHOI JIEKCUKH, BEIMKOI KUTBKOCTI CIEHTY 1 OCOOJMBHX
E€MOTIKOHIB, K1 crieniudiuHi JIs JaHOT MEpexI.

OCHOBHUM TIOKa3HUKOM BiJIMIHHUX PHC y BUKOPUCTaHHI MOBH, 3aJICKHO Bij
piBHS IsAayiB, OyB BUSIBICHMHM y TUMNaxX pedyeHb y 4Yari. Tum mepenadi KaHaity

TaKO)X MOKa3aB HASIBHICTh BIUIMBY Ha 3arajibHy SIKICTh MOBIJIOMJIeHb. [lepenaui, sxi
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dhoKyCyBaJIMCh Ha CHUIKYBaHHI 13 IIs1a4aMu, Maad OUIbIITY KiJIbKICTh TPaMaTUYHO

Ta opdorpadiyHO NPaBUILHUX MTOBIIOMJICHb.

82



References

4 Ways the Internet Has Changed the English Language. (n.d.) Oxford
Royale Academy. https://www.oxford-royale.com/articles/4-ways-internet-english-
language/

A brief description of Twitch’s most iconic emotes. (2021). Fairly Odd

Streamers. https://www.fairlyoddstreamers.com/blog/emotes-quide

A Brief History of the Internet. (n.d.). The Online Library Learning Center.
https://www.usg.edu/galileo/skills/unit07/internet07_02.phtml

Abbas, J. M. (2019). The Impact of Technology on Modern English
Language. https://www.midad.edu.ig/wp-content/uploads/2019/12/44-The-Impact-
of-Technology-on-Modern-English-Language.pdf

ABC Education. (2017). Learn English: Formal and informal English.

Australian Broadcasting Corporation. https://www.abc.net.au/education/learn-

english/learn-english-formal-and-informal-english/7991608

Abrams, R. (2010). Internets effect on language debated.
Newjerseynewsroom.com.
https://web.archive.org/web/20120422130830/http://www.newjerseynewsroom.co
m/science-updates/internets-effect-on-language-debated

Agha, A. (2008). Registers of language. In Alessandro Duranti (ed.). A
Companion to Linguistic Anthropology (pp. 23-45). John Wiley & Sons.

Akbarov, A. & Tankosi¢, A. (2016). Impact of Social Networks and

Technology on English Language Learners. Journal of Linguistic Intercultural
Education, 9(3), 7-28. https://doi.org/10.29302/jolie.2016.9.3.1

Al Sharqi, L., & Abbasi, I. S. (2015). The Influence of Technology on
English Language and Literature. Canadian Center of Science and Education.
https://doi.org/10.5539/elt.v13n7pl

Alexander, J. (2018). Youtube officially takes on Twitch with wider rollout of

$5 channel memberships, badges and emotes. Polygon.

83


https://www.oxford-royale.com/articles/4-ways-internet-english-language/
https://www.oxford-royale.com/articles/4-ways-internet-english-language/
https://www.fairlyoddstreamers.com/blog/emotes-guide
https://www.usg.edu/galileo/skills/unit07/internet07_02.phtml
https://www.midad.edu.iq/wp-content/uploads/2019/12/44-The-Impact-of-Technology-on-Modern-English-Language.pdf
https://www.midad.edu.iq/wp-content/uploads/2019/12/44-The-Impact-of-Technology-on-Modern-English-Language.pdf
https://www.abc.net.au/education/learn-english/learn-english-formal-and-informal-english/7991608
https://www.abc.net.au/education/learn-english/learn-english-formal-and-informal-english/7991608
https://web.archive.org/web/20120422130830/http:/www.newjerseynewsroom.com/science-updates/internets-effect-on-language-debated
https://web.archive.org/web/20120422130830/http:/www.newjerseynewsroom.com/science-updates/internets-effect-on-language-debated
https://doi.org/10.29302/jolie.2016.9.3.1
https://doi.org/10.5539/elt.v13n7p1

https://www.polygon.com/2018/6/21/17484006/channel-subscription-youtube-

twitch-monetization-emotes-emoji-price

Allerton, D. J., Skandera, P., & Tschichold, C. (2002). Perspectives on
English as a World Language. Basel, Switzerland: Schwabe & Co.

Amos, A. (2021). Sneaky'’s “Bunny Boy” cosplay has left fans speechless.
Dexerto. https://www.dexerto.com/cosplay/sneaky-bunny-boy-cosplay-leaves-
twitter-speechless-1579399/

An Explanation of 133t Speak. (2002). h2g2.
https://h2g2.com/edited_entry/A787917

Asmongold. (2021). Twitch. https://www.Twitch/videos/1104870056, 30m -
32m; 3h 11m — 3h 13m.

Ben, K. (2019). Interview with The Anime Man: On \oice Acting in Pop
Team Epic and More. Grapee. https://grapee.jp/en/102261

Benett, R. (2021). Twitch Bots: 8 Great Chatbots to Take Your Twitch Stream

to the Next Level. Filmora. https://filmora.wondershare.com/live-streaming/best-

twitch-chatbot-tools.html

Bogdanos, D. (2016). Asmongold: "If you wanna be successful, you have to
be yourself". Dot Esports. https://dotesports.com/general/news/asmongold-if-you-
wanna-be-successful-you-have-to-be-yourself-11405

Boot, A.B., Tjong Kim Sang, E., Dijkstra, K. et al. (2019) How character
limit affects language usage in tweets. Palgrave Commun 5, 76.
https://doi.org/10.1057/s41599-019-0280-3

Brooke Thorne. (2021). In The Yogscast Wiki.

https://yogscast.fandom.com/wiki/Brooke Thorne

Bulgac, C. (2020). What does the LUL emote mean? The meaning of LUL
explained. Madskill. https://madskil.com/blog/glossary/what-does-the-lul-emote-

mean-the-meaning-of-lul-explained/

Cambridge Dictionary. (2021). Retrieved July 20, 2021, from
https://dictionary.cambridge.org/dictionary/english/lag

84


https://www.polygon.com/2018/6/21/17484006/channel-subscription-youtube-twitch-monetization-emotes-emoji-price
https://www.polygon.com/2018/6/21/17484006/channel-subscription-youtube-twitch-monetization-emotes-emoji-price
https://www.dexerto.com/cosplay/sneaky-bunny-boy-cosplay-leaves-twitter-speechless-1579399/
https://www.dexerto.com/cosplay/sneaky-bunny-boy-cosplay-leaves-twitter-speechless-1579399/
https://h2g2.com/edited_entry/A787917
https://www.twitch.tv/videos/1104870056
https://grapee.jp/en/102261
https://filmora.wondershare.com/live-streaming/best-twitch-chatbot-tools.html
https://filmora.wondershare.com/live-streaming/best-twitch-chatbot-tools.html
https://dotesports.com/general/news/asmongold-if-you-wanna-be-successful-you-have-to-be-yourself-11405
https://dotesports.com/general/news/asmongold-if-you-wanna-be-successful-you-have-to-be-yourself-11405
https://doi.org/10.1057/s41599-019-0280-3
https://yogscast.fandom.com/wiki/Brooke_Thorne
https://madskil.com/blog/glossary/what-does-the-lul-emote-mean-the-meaning-of-lul-explained/
https://madskil.com/blog/glossary/what-does-the-lul-emote-mean-the-meaning-of-lul-explained/
https://dictionary.cambridge.org/dictionary/english/lag

Cambridge Dictionary. (2021). Retrieved July 20, 2021, from
https://dictionary.cambridge.org/dictionary/english/yeet

Chris Lovasz. (2021). In The Yogscast Wiki.

https://yogscast.fandom.com/wiki/Chris Lovasz

Cimarusti, N. (2013). Internet slang meshes into everyday language. Daily
Trojan.  https://dailytrojan.com/2013/10/01/internet-slang-meshes-into-everyday-
language/

Cingel, D. P, & Sundar, S. S. (2012). Texting, techspeak, and tweens: The
relationship between text messaging and English grammar skills. New Media &
Society, 14(8), 1304-1320. https://doi.org/10.1177/1461444812442927

Clement, J. (2021). Twitch - statistics & facts. Statista.
https://www.statista.com/topics/7946/twitch

Cogo, A. (2016). English as a Lingua Franca in Europe. In A. Linn et al.
English in Europe. Berlin: De Gruyter Mouton.

Common Grammar mistakes that native English speakers make. (2020).
Lingoloop.  https://www.lingoloop.com/learn-english-online/common-grammar-

mistakes-that-native-english-speakers-make
Cook, D. (2018). A Parent’s Guide to Twitch. Colorado Springs.
Crystal, D. (2001). Language and the Internet. Cambridge University Press.
Crystal, D. (2003). English as a Global Language. (2nd ed.). Cambridge

University Press.

Crystal, D. (2005). The Scope of Internet Linguistics. Paper Presented at the

American Association for the Advancement of Science Meeting.
Crystal, D. (2006). Language and the internet. Cambridge University Press.

Crystal, D. (2017). Breaking down the Internet’s influence on grammar and
punctuation [exerpt]. OUPblog. https://blog.oup.com/2017/09/breaking-internets-

influence-grammar-punctuation-excerpt/

Da Silva, R. L. (2014). Video Games as Opportunity for Informal English
Language Learning: Theoretical Considerations. The ESPecialist, 35(2), 155-169,

85


https://dictionary.cambridge.org/dictionary/english/yeet
https://yogscast.fandom.com/wiki/Chris_Lovasz
https://dailytrojan.com/2013/10/01/internet-slang-meshes-into-everyday-language/
https://dailytrojan.com/2013/10/01/internet-slang-meshes-into-everyday-language/
https://journals.sagepub.com/doi/10.1177/1461444812442927
https://www.statista.com/topics/7946/twitch
https://www.lingoloop.com/learn-english-online/common-grammar-mistakes-that-native-english-speakers-make
https://www.lingoloop.com/learn-english-online/common-grammar-mistakes-that-native-english-speakers-make
https://blog.oup.com/2017/09/breaking-internets-influence-grammar-punctuation-excerpt/
https://blog.oup.com/2017/09/breaking-internets-influence-grammar-punctuation-excerpt/

1-15.
https://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.878.7424&rep=repl&t
ype=pdf

Dexbonus. (2021). Twitch. https://www.Twitch/videos/1136837841, 42m -

52m
Dictionary.com, (2021). Retrieved  July 20, 2021, from

https://www.dictionary.com/e/pop-culture/elo-hell/?itm_source=parsely-api

Discover how internet English affects the spoken English language. (n.d).
Britannica. https://www.britannica.com/video/186432/Internet-effect-

communication

Dumas, B. K., & Lighter, J. (1978). Is slang a word for linguists? American
Speech, 53(1), 5-17.

Eble, C. (1996). Slang and Sociability. The University of North Carolina
Press.

Edwards, L. (2021). Pepe the Frog creator left baffled by Pepe emotes on
Twitch. Dexerto. https://www.dexerto.com/entertainment/pepe-the-frog-creator-
left-baffled-by-pepe-emotes-on-twitch-1504865/

English as a Foreign Language: Problems Non-Native Speakers Encounter
When  Writing Texts in  English. [White paper] (2017) Congree.
https://www.congree.com/fileadmin/sector/knowledge/pdf/congree-whitepaper-
englisch-als-fremdsprache-en.pdf

Epstein, A. (2021). Twitch is the undisputed champion of video game
streaming.  Quartz.  https://qz.com/1966986/twitch-owned-by-amazon-is-the-

dominant-force-in-live-streaming

Erzberger, T. (2020). LCS pros look back on Cloud9 AD carry Sneaky's
legacy. ESPN. https://www.espn.com/esports/story/ /id/28572598/Ics-pros-look-

back-cloud9-ad-carry-sneaky-legacy

Esguerra, T. (2020). Sneaky becomes an independent full-time streamer, will

remain C9 owner and advisor. Dot Esports. https://dotesports.com/league-of-

86


https://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.878.7424&rep=rep1&type=pdf
https://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.878.7424&rep=rep1&type=pdf
https://www.twitch.tv/videos/1136837841
https://www.dictionary.com/e/pop-culture/elo-hell/?itm_source=parsely-api
https://www.britannica.com/video/186432/Internet-effect-communication
https://www.britannica.com/video/186432/Internet-effect-communication
https://www.dexerto.com/entertainment/pepe-the-frog-creator-left-baffled-by-pepe-emotes-on-twitch-1504865/
https://www.dexerto.com/entertainment/pepe-the-frog-creator-left-baffled-by-pepe-emotes-on-twitch-1504865/
https://www.congree.com/fileadmin/sector/knowledge/pdf/congree-whitepaper-englisch-als-fremdsprache-en.pdf
https://www.congree.com/fileadmin/sector/knowledge/pdf/congree-whitepaper-englisch-als-fremdsprache-en.pdf
https://qz.com/1966986/twitch-owned-by-amazon-is-the-dominant-force-in-live-streaming
https://qz.com/1966986/twitch-owned-by-amazon-is-the-dominant-force-in-live-streaming
https://www.espn.com/esports/story/_/id/28572598/lcs-pros-look-back-cloud9-ad-carry-sneaky-legacy
https://www.espn.com/esports/story/_/id/28572598/lcs-pros-look-back-cloud9-ad-carry-sneaky-legacy
https://dotesports.com/league-of-legends/news/sneaky-becomes-an-independent-full-time-streamer-will-remain-c9-owner-and-advisor

legends/news/sneaky-becomes-an-independent-full-time-streamer-will-remain-c9-

owner-and-advisor

Flores-Saviaga, C., Hammer, J., Pablo Flores, J., Seering, J., Reeves, S., &
Savage, S. (2019) Audience and Streamer Participation at Scale on Twitch.
https://arxiv.org/pdf/2012.00215.pdf

Formal and informal language. (2013). University of Technology Sydney.

https://www.uts.edu.au/current-students/support/helps/self-help-

resources/grammar/formal-and-informal-language

Formal and informal language. (n.d). Cambridge Dictionary.

https://dictionary.cambridge.org/grammar/british-grammar/formal-and-informal-

language

Fran, @Frana_ow. (2019). I cant stop saying twitch emotes irl and it
PROBLEMATIC Twitter.
https://twitter.com/FRANA_OW/status/1132387812601286657

Gad, J. (2019). About - Chat Systems in Games. Medium.
https://medium.com/nyc-design/about-chat-systems-in-games-971336d4f75e

Galperin, I. R. (1956). About the term “slang” Linguistic issues [in Russian].
Moscow: Academician of sciences.

Gandal, N., Shapiro, C. (2001). The Effect of Native Language on Internet
Usage. Tel Aviv University. University of California at Berkeley.
https://www.researchgate.net/publication/1955480 The Effect of Native Langua
ge_on_Internet_Usage

Goodman, L. (2020). DansGame  Meaning.  Streamscheme.

https://www.streamscheme.com/resources/dansgame-meaning/

Goodman, L. (2020). TriHard Meaning. Streamscheme.

https://www.streamscheme.com/resources/trinard-meaning/

Goodman, L. (2021). PogChamp  Meaning.  Streamscheme.

https://www.streamscheme.com/resources/pogchamp-meaning/

Graddol, D. (2006). English Next. London: British Council.

87


https://dotesports.com/league-of-legends/news/sneaky-becomes-an-independent-full-time-streamer-will-remain-c9-owner-and-advisor
https://dotesports.com/league-of-legends/news/sneaky-becomes-an-independent-full-time-streamer-will-remain-c9-owner-and-advisor
https://arxiv.org/pdf/2012.00215.pdf
https://www.uts.edu.au/current-students/support/helps/self-help-resources/grammar/formal-and-informal-language
https://www.uts.edu.au/current-students/support/helps/self-help-resources/grammar/formal-and-informal-language
https://dictionary.cambridge.org/grammar/british-grammar/formal-and-informal-language
https://dictionary.cambridge.org/grammar/british-grammar/formal-and-informal-language
https://twitter.com/FRANA_OW/status/1132387812601286657
https://medium.com/nyc-design/about-chat-systems-in-games-971336d4f75e
https://www.researchgate.net/publication/1955480_The_Effect_of_Native_Language_on_Internet_Usage
https://www.researchgate.net/publication/1955480_The_Effect_of_Native_Language_on_Internet_Usage
https://www.streamscheme.com/resources/dansgame-meaning/
https://www.streamscheme.com/resources/trihard-meaning/
https://www.streamscheme.com/resources/pogchamp-meaning/

Grayson, C. (2020). Kappa Meaning. Streamscheme.

https://www.streamscheme.com/resources/kappa-meaning/

Grayson, C. (2020). LUL Meaning. Streamscheme.
https://www.streamscheme.com/resources/lul-meaning/

Grayson, C. (2020). PJSalt Meaning. Streamscheme.
https://www.streamscheme.com/resources/pjsalt-meaning/

Halliday, M. A. K. (1978). Language as Social Semiotic: the social
interpretation of language and meaning. Edward Arnold: London.

Hannah (2021). MonkaS Meaning. Streamscheme.
https://www.streamscheme.com/resources/monkas-meaning

History of the Web. (2021). Webfoundation.org.
https://webfoundation.org/about/vision/history-of-the-web

Internet World Stats. (2021). https://www.internetworldstats.com/stats7.htm

Is English Still the ‘Lingua Franca’ of the Internet? (2018). Motionpoint.
https://www.motionpoint.com/blog/is-english-still-the-lingua-franca-of-the-

internet/

Japanese Kaomoji VS Western Emoticons. (2018). Wattention.

https://wattention.com/western-emoticons-vs-japanese-kaomoji
Joos, M. (1961). The Five Clocks. New York: Harcourt, Brace and World.
Keating, L. (2014). Common web language develops into Internet dialects.

Techtimes. https://www.techtimes.com/articles/12541/20140808/common-web-

language-develops-internet-dialects.htm

Ken Y-N (2007). :-) turns 25, but how old are Japanese emoticons (?_7?).
Whatjapanthinks. https://whatjapanthinks.com/2007/09/19/turns-25-but-how-old-

are-japanese-emoticons

Khomyakov, V. A. (1971). Introduction to the study of slang - the main
English colloguial language. Vologda: Vologda state.ped.in-t.

Korean Emoticons: The Ultimate Guide. (2021). 90 Day Korean.
https://www.90daykorean.com/korean-emoticons

88


https://www.streamscheme.com/resources/kappa-meaning/
https://www.streamscheme.com/resources/lul-meaning/
https://www.streamscheme.com/resources/pjsalt-meaning/
https://www.streamscheme.com/resources/monkas-meaning/
https://webfoundation.org/about/vision/history-of-the-web/
https://www.internetworldstats.com/stats7.htm
https://www.motionpoint.com/blog/is-english-still-the-lingua-franca-of-the-internet/
https://www.motionpoint.com/blog/is-english-still-the-lingua-franca-of-the-internet/
https://wattention.com/western-emoticons-vs-japanese-kaomoji/
https://www.techtimes.com/articles/12541/20140808/common-web-language-develops-internet-dialects.htm
https://www.techtimes.com/articles/12541/20140808/common-web-language-develops-internet-dialects.htm
https://whatjapanthinks.com/2007/09/19/turns-25-but-how-old-are-japanese-emoticons
https://whatjapanthinks.com/2007/09/19/turns-25-but-how-old-are-japanese-emoticons
https://www.90daykorean.com/korean-emoticons

Kornielaieva, Y. V. (2019). Slang as an objective of linguistic research [in
Russian]. Scientific Bulletin of KSU Series Linguistics, 35(1), 80-84.
https://doi.org/10.32999/ksu2413-3337/2019-35-14

Kripparian. (2021). Twitch. https://www.Twitch/videos/1139403076, 1h
04m — 1h O7m.

Kripparrian. (2021) Liquipedia.
https://liquipedia.net/hearthstone/Kripparrian

Kukreti, D., & Patel, K. (2020). Impact of Emojis on use of English
Language used on Social Media. Parishodh Journal, 9(2), 1671-1685.
https://www.researchgate.net/publication/343787196 Impact_of Emojis_on_use
of English_Language used on_Social Media

KuruHS. (2021). Twitch. https://www.Twitch/videos/1128052223, 1h — 1h

10m
KuruHS. (2021). Twitch. https://www. Twitch/kuruhs/about

KuruHS. (2021). Youtube. https://www.youtube.com/c/KuruHS/about

Leiner B.M., Cerf V.G, Clark D.D., Kahn R.E., Kleinrock L., Lynch D.C.,
Postel J., Roberts L.G., & Wolff S. (1997). Brief History of the Internet. Internet
Society. https://www.internetsociety.org/internet/history-internet/brief-history-
internet

Lekawael, R. F. J. (2017). The impact of smartphone and internet usage on
English language learning. English Review: Journal of English Education 5(2),
255-262.

Lexico. (2021). Retrieved July 20, 2021, from
https://www.lexico.com/definition/emoticon

Maher, C. (2019). The streamer who built a giant Starbucks island in
Minecraft to connect with fans. The \erge.
https://www.theverge.com/2019/7/15/20694606/minecraft-starbucks-biome-

rtgame-twitch-streamer

89


https://doi.org/10.32999/ksu2413-3337/2019-35-14
https://www.twitch.tv/videos/1139403076
https://liquipedia.net/hearthstone/Kripparrian
https://www.researchgate.net/publication/343787196_Impact_of_Emojis_on_use_of_English_Language_used_on_Social_Media
https://www.researchgate.net/publication/343787196_Impact_of_Emojis_on_use_of_English_Language_used_on_Social_Media
https://www.twitch.tv/videos/1128052223
https://www.twitch.tv/kuruhs/about
https://www.youtube.com/c/KuruHS/about
https://www.internetsociety.org/internet/history-internet/brief-history-internet
https://www.internetsociety.org/internet/history-internet/brief-history-internet
https://www.lexico.com/definition/emoticon
https://www.theverge.com/2019/7/15/20694606/minecraft-starbucks-biome-rtgame-twitch-streamer
https://www.theverge.com/2019/7/15/20694606/minecraft-starbucks-biome-rtgame-twitch-streamer

Mares, M. (2016). The English Language as Internet Lingua Franca.
University College London.
https://www.researchgate.net/publication/306038760_The English_Language as_|

nternet_Lingua_Franca

Matiello, E. (2008). An Introduction to English Slang. A Description of its
Morphology. Semantics and Sociology. Polimetrica International Scientific
Publisher.

Mauranen, A. (2003). The Corpus of English as Lingua Franca in Academic
Settings. TESOL Quarterly, 37(3), 513-527. https://doi.org/10.2307/3588402

Mauranen, A., & Ranta, E. (2009). English as a Lingua Franca: Studies and
Findings. Cambridge Scholars Publishing.

McCulloch, G. (2019). Because Internet: Understanding the New Rules of
Language. Riverhead Books. New York.
https://books.google.com.ua/books?id=Tfo5DWAAQBAJ&Ipg=PP1&dqg=gretchen
%20mcculloch%20because%?20internet%20source%20code&pg=PP6#v=0nepage
&qg=gretchen%20mcculloch%?20because%20internet%20source%20code&f=false

Melitz, J. (2018). English as a lingua franca: Facts, benefits and costs. World
Econ, 41(7), 1750-1774. https://doi.org/10.1111/twec.12643

Merriam-Webster.  (n.d.).  Retrieved July 20, 2021, from

https://www.merriam-webster.com/dictionary/afk

Merriam-Webster.  (n.d.).  Retrieved July 20, 2021, from
https://www.merriam-webster.com/dictionary/brb

Merriam-Webster.  (n.d.).  Retrieved July 20, 2021, from
https://www.merriam-webster.com/dictionary/emoticon

Merriam-Webster. ~ (n.d.).  Retrieved July 20, 2021, from
https://www.merriam-webster.com/dictionary/LOL

Merriam-Webster.  (n.d.).  Retrieved July 20, 2021, from

https://www.merriam-webster.com/dictionary/OMG

90


https://www.researchgate.net/publication/306038760_The_English_Language_as_Internet_Lingua_Franca
https://www.researchgate.net/publication/306038760_The_English_Language_as_Internet_Lingua_Franca
https://doi.org/10.2307/3588402
https://books.google.com.ua/books?id=Tfo5DwAAQBAJ&lpg=PP1&dq=gretchen%20mcculloch%20because%20internet%20source%20code&pg=PP6#v=onepage&q=gretchen mcculloch because internet source code&f=false
https://books.google.com.ua/books?id=Tfo5DwAAQBAJ&lpg=PP1&dq=gretchen%20mcculloch%20because%20internet%20source%20code&pg=PP6#v=onepage&q=gretchen mcculloch because internet source code&f=false
https://books.google.com.ua/books?id=Tfo5DwAAQBAJ&lpg=PP1&dq=gretchen%20mcculloch%20because%20internet%20source%20code&pg=PP6#v=onepage&q=gretchen mcculloch because internet source code&f=false
https://doi.org/10.1111/twec.12643
https://www.merriam-webster.com/dictionary/afk
https://www.merriam-webster.com/dictionary/brb
https://www.merriam-webster.com/dictionary/emoticon
https://www.merriam-webster.com/dictionary/LOL
https://www.merriam-webster.com/dictionary/OMG

Merriam-Webster.  (n.d.).  Retrieved  July 20, 2021, from

https://www.merriam-webster.com/dictionary/salty
Merriam-\Webster. (n.d.). Retrieved  July 20, 2021, from

https://www.merriam-webster.com/dictionary/spam

Merriam-\Webster. (n.d.). Retrieved  July 20, 2021, from

https://www.merriam-webster.com/dictionary/WTF

Most common languages used on the internet as of January 2020, by share
of internet users. (2021). Statista.

https://www.statista.com/statistics/262946/share-of-the-most-common-lanquages-

on-the-internet/

Mushani, D. (2016). The Development of Internet English under the
Influence of Communication through Social Media. Munich, GRIN Verlag.

https://www.grin.com/document/376909
Olejniczak, J. (2015). A Linguistic Study of Language Variety Used on

Twitch. Tv: Descriptive and Corpus-Based Approaches. Redefining community in
Intercultural Context 4(1), 329-334.

Online Linguistics: Exploring the Origins of Internet Slang. (2019).
McNutt&Partners. https://www.mcnuttpartners.com/linguistics-exploring-the-
origins-of-internet-slang

Oxford Dictionary. (2021). Retrieved July 20, 2021, from
https://www.oxfordlearnersdictionaries.com/definition/english/lingua-

franca?q=lingua+franca

Parfitt, B. (2016). Fan favourite Kripparrian finally makes Legend rank in

Hearthstone. MCV. https://www.mcvuk.com/business-news/fan-favourite-

kripparrian-finally-makes-legend-rank-in-hearthstone/

Parrish, A. (2021). WoW Disappointment, Plus Twitch, Start Mass Exodus
Into Final Fantasy XIV. Kotaku. https://kotaku.com/wow-disappointment-plus-
twitch-start-mass-exodus-into-1847283978

91


https://www.merriam-webster.com/dictionary/salty
https://www.merriam-webster.com/dictionary/spam
https://www.merriam-webster.com/dictionary/WTF
https://www.statista.com/statistics/262946/share-of-the-most-common-languages-on-the-internet/
https://www.statista.com/statistics/262946/share-of-the-most-common-languages-on-the-internet/
https://www.grin.com/document/376909
https://www.mcnuttpartners.com/linguistics-exploring-the-origins-of-internet-slang
https://www.mcnuttpartners.com/linguistics-exploring-the-origins-of-internet-slang
https://www.oxfordlearnersdictionaries.com/definition/english/lingua-franca?q=lingua+franca
https://www.oxfordlearnersdictionaries.com/definition/english/lingua-franca?q=lingua+franca
https://www.mcvuk.com/business-news/fan-favourite-kripparrian-finally-makes-legend-rank-in-hearthstone/
https://www.mcvuk.com/business-news/fan-favourite-kripparrian-finally-makes-legend-rank-in-hearthstone/
https://kotaku.com/wow-disappointment-plus-twitch-start-mass-exodus-into-1847283978
https://kotaku.com/wow-disappointment-plus-twitch-start-mass-exodus-into-1847283978

Partis, D. (2018). A brief history lesson on the rise of The Yogscast.
Influencer Update. https://www.influencerupdate.biz/feature/67359/a-brief-history-

of-the-rise-of-the-yogscast/

Partridge, E. (1970). A Dictionary of Slang and Unconventional English:
Colloquialisms and Catch-phrases, Solecisms and Catachreses, Nicknames,
Vulgarisms and such Americanisms as have been Naturalized. Routledge & Kegan

Paul.

Porter, M. (2019). Shroud explains why Asmongold is the "perfect” World of
Warcraft streamer. Dexerto. https://www.dexerto.com/entertainment/shroud-

explains-why-asmongold-is-the-perfect-world-of-warcraft-streamer-977969/

Poushter, J., Carle, J., Bell, J., & Wike, R. (2015). Internet Seen as Positive
Influence on Education but Negative on Morality in Emerging and Developing
Nations: Internet Usage More Common Among the Young, Well-Educated and

English Speakers. Pew Research Center.

Recktenwald, D. (2018). The discourse of online live streaming on Twitch:
communication between conversation and commentary. Hong Kong Polytechnic
University.

RTGame. (2021). Twitch. https://www.Twitch/videos/1122115772, 1h 21m —
1h 24m.

Seidlhofer, B. (2005). English as a Lingua franca. ELT Journal, 59(4), 339-
341. https://doi.org/10.1093/elt/cci064

Singmanee, B., Bernevega, A., & Akca, C. (2019). Unfolding Twitch
Vernaculars through Emotes. Masters of Media.
http://mastersofmedia.hum.uva.nl/blog/2019/10/24/unfolding-twitch-vernaculars-

through-emotes/

Sips_. (2021). Twitch. https://www.Twitch/videos/1122924555, 1h 01m — 1h

11m

Sneakylol. (2021). Twitch. https://www.Twitch/videos/1138463489, 1h 11m
—1h 16m; 2h 11m — 2h 16m.

92


https://www.influencerupdate.biz/feature/67359/a-brief-history-of-the-rise-of-the-yogscast/
https://www.influencerupdate.biz/feature/67359/a-brief-history-of-the-rise-of-the-yogscast/
https://www.dexerto.com/entertainment/shroud-explains-why-asmongold-is-the-perfect-world-of-warcraft-streamer-977969/
https://www.dexerto.com/entertainment/shroud-explains-why-asmongold-is-the-perfect-world-of-warcraft-streamer-977969/
https://www.twitch.tv/videos/1122115772
https://doi.org/10.1093/elt/cci064
http://mastersofmedia.hum.uva.nl/blog/2019/10/24/unfolding-twitch-vernaculars-through-emotes/
http://mastersofmedia.hum.uva.nl/blog/2019/10/24/unfolding-twitch-vernaculars-through-emotes/
https://www.twitch.tv/videos/1122924555
https://www.twitch.tv/videos/1138463489

Solsman, J. E. (2015). Lean the secret language of Twitch’s rogue emojis.
Cnet. https://lwww.cnet.com/tech/computing/learn-the-secret-language-of-twitchs-
rogue-emojis/

Stefan, A. (2019). The History of Emoticons and Emojis. Envatotuts+.
https://design.tutsplus.com/tutorials/the-history-of-emoticons-and-emojis--cms-
31399

Struck, J. (2020). How video games are teaching the world to speak English.
CSMonitor. https://www.csmonitor.com/Technology/2020/0918/How-video-
games-are-teaching-the-world-to-speak-English

Suryanto G. Y., & Setiawan S. (n.d). The use of slang words by gamers in

the game online. Jurnal Mahasiswa Universitas Negeri Surabaya.

Tay, D. S. T. (2020). Poggers in the chat: an analysis of in-group
communication on Twitch. Nanyang Technological University.

The Anime Man. (2021). Twitch. https://www.twitch.tv/videos/1153155122,
1h 05m — 1h 15m.

The Jingle Jam Story. (2021). Jingle Jam. https://www.jinglejam.co.uk/the-

jingle-jam-story

Tiffany, @Fracktail. (2020). oh my god i just heard some guy irl say “its

pretty  pogchamp” to this girl and shes just like  Twitter.
https://twitter.com/Fracktail/status/1290510096699596800

Tim Berners-Lee. Biography. (2021). Wa3.org

https://www.w3.org/People/Berners-Lee
Trudgill, P. (1992). Introducing language and society. Penguin Books Ltd.
Twitch History — When Was Twitch Created? (2021). Streamscheme

https://www.streamscheme.com/twitch-a-brief-overview-and-history/

Twitch History From Beginning to Now. (2021). Streamers Playbook.
https://streamersplaybook.com/twitch-history-from-beginning-to-now/

Twitch stats and analysis. (2021). SullyGnome. Retrieved July 30, 2021,
from https://sullygnome.com/channels/365/peakviewers

93


https://www.cnet.com/tech/computing/learn-the-secret-language-of-twitchs-rogue-emojis/
https://www.cnet.com/tech/computing/learn-the-secret-language-of-twitchs-rogue-emojis/
https://design.tutsplus.com/tutorials/the-history-of-emoticons-and-emojis--cms-31399
https://design.tutsplus.com/tutorials/the-history-of-emoticons-and-emojis--cms-31399
https://www.csmonitor.com/Technology/2020/0918/How-video-games-are-teaching-the-world-to-speak-English
https://www.csmonitor.com/Technology/2020/0918/How-video-games-are-teaching-the-world-to-speak-English
https://www.twitch.tv/videos/1153155122
https://www.jinglejam.co.uk/the-jingle-jam-story
https://www.jinglejam.co.uk/the-jingle-jam-story
https://twitter.com/Fracktail/status/1290510096699596800
https://www.w3.org/People/Berners-Lee/
https://www.streamscheme.com/twitch-a-brief-overview-and-history/
https://streamersplaybook.com/twitch-history-from-beginning-to-now/
https://sullygnome.com/channels/365/peakviewers

Urban  Dictionary. (n.d.). Retrieved July 20, 2021, from
https://www.urbandictionary.com/define.php?term=BM

Urban  Dictionary. (n.d.). Retrieved July 20, 2021, from
https://www.urbandictionary.com/define.php?term=ELO%20Hell

Urban  Dictionary. (n.d.). Retrieved July 20, 2021, from
https://www.urbandictionary.com/define.php?term=GG

Urban  Dictionary. (n.d.). Retrieved July 20, 2021, from
https://www.urbandictionary.com/define.php?term=KS

Urban  Dictionary. (n.d.). Retrieved July 20, 2021, from
https://www.urbandictionary.com/define.php?term=0P

Urban  Dictionary. (n.d.). Retrieved July 20, 2021, from
https://www.urbandictionary.com/define.php?term=Pog

Walker, 1. (2021). Hitman Player Tries To Kill Every NPC In One Map With
A Single Rubber Ducky. Kotaku. https://www.kotaku.com.au/2021/01/hitman-

player-tries-to-kill-every-npc-in-one-map-with-a-single-rubber-ducky/

Wardhaugh, R. (1986). Introduction to Sociolinguistics. Cambridge:
Blackwell.

Wu, L., & Ben-Canaan, D. (2006). The Impact of Globalization and the
Internet on English Language Teaching and Learning. Aust. J. Educ, 1-15.

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). https://doi.org/10.46827/ejex.v7i11.3331

Zuckerman, E. (2013). Rewire: Digital Cosmopolitans in the Age of
Connection. W. W. Norton & Company; 1st edition.

Tomuk, C. (2015). Aurmmiiickka MoBa sik lingua franca y cydacHoOMy CBITI:
rio0ai3aniifHi BUKIUKUA. AKMYaibHi NUMAHHSL 2YMAHIMAPHUX HAYK.

[lepbunpka, B. B. (2018). Anrmiickka sk LINGUA FRANCA: renesuc,
PO3BUTOK 1 mepcnekTtuBu. Bicnux JIHY imeni Tapaca Illesuenka : ¢hinonociuni

HAYKU.

94


https://www.urbandictionary.com/define.php?term=BM
https://www.urbandictionary.com/define.php?term=ELO%20Hell
https://www.urbandictionary.com/define.php?term=GG
https://www.urbandictionary.com/define.php?term=KS
https://www.urbandictionary.com/define.php?term=OP
https://www.urbandictionary.com/define.php?term=Pog
https://www.kotaku.com.au/2021/01/hitman-player-tries-to-kill-every-npc-in-one-map-with-a-single-rubber-ducky/
https://www.kotaku.com.au/2021/01/hitman-player-tries-to-kill-every-npc-in-one-map-with-a-single-rubber-ducky/
https://doi.org/10.46827/ejex.v7i11.3331

Table of Illustrations
Figure 1. Short sentence examples. - Asmongold. (2021). Twitch.
https://www. Twitch/videos/1104870056, 30m - 32m; 3h 11m — 3h 13m.

Figure 2: Non-standard grammar examples. — Sneakylol. (2021). Twitch.
https://www. Twitch/videos/1138463489, 1h 11m — 1h 16m; 2h 11m — 2h 16m.

Figure 3: Example of short messages from the chat of a game of League of
Legends. — Gad, J. (2019). About — Chat Systems in Games. Medium.
https://medium.com/nyc-design/about-chat-systems-in-games-971336d4f75e
Figure 4: Non-standard grammar examples. — Star Wars: The Old Republic. (2021).
Public Chat.

Figure 4.1: Non-standard grammar examples. — Star Wars: The Old Republic.
(2021). Public Chat.

Figure 5: Example of Twitch slang outside of Twitch. — Tiffany, @Fracktail. (2020).
oh my god i just heard some guy irl say “its pretty pogchamp” to this girl and shes
just like Twitter. https://twitter.com/Fracktail/status/1290510096699596800

Figure 5.1: Example of Twitch slang outside of Twitch. — FRAN, @Frana_ow.
(2019). I can t stop saying twitch emotes irl and it's PROBLEMATIC Twitter.
https://twitter.com/FRANA_OW/status/1132387812601286657

95


https://www.twitch.tv/videos/1104870056
https://www.twitch.tv/videos/1138463489
https://medium.com/nyc-design/about-chat-systems-in-games-971336d4f75e
https://twitter.com/Fracktail/status/1290510096699596800
https://twitter.com/FRANA_OW/status/1132387812601286657

Appendix 1 — Examples of Asmongold’s Twitch chat
Example of Asmongold’s stream:
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Examples of Asmongold’s chat during a Just Chatting segment:
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1 15 Meigon01. summones like

warlocks
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Appendix 2 — Examples of RTGame and Kripparrian’s Twitch chats

Example of RTGame’s stream:

I* S v A

D

St L
-

R o L= T

"o

yoee—ah

il - | [T R

Nartpmrwtes 51 S .o vre

Y itmtionagn  dcmpm i &

‘@

| RLE R
The Fall of Carl Wheozer

[
f

Mcna o v o CIEEEE

NTPRSE I ———

Examples of RTGame’s chat:

1 siverspaced: 7 1Grandpa ¢ m"\ebanymunﬂ P 1 50 Ytk he got 12225 thawesdmonstler 102 the guids died
1059 oﬂm‘q\mﬁtu Holg men!® Immediataly somtnng you can’t gat 1hen

gets boged 12735 ebrboy: is this whero the 123:2% ma(op.hn.cmm I warmed you
V2V00 Kingra SUS () titinofdeath: ey G830y (1 happy 12325 thisisanamels: OH LAWD
13100 JustNeXi pross the UP hution tan yaars 122:20 bean_splattor the gude must have died

Pengals: God nas snyons actusily 122 fips
2100 [ rbSyrup somsone naeds 1o 9o on @O rens o B granitegee 215 sac

potten cecanl Ae=ms b
QTHvESTOnS Clesnup Gutys 12327 Joph324: n
L2158 deacolieD05: wivy Joas e Nave i post

Ho 3 ou ik BN Quin

goodiuxray W are you ke even guing plantara light pest o
10 Nurt it thowgn oNe
sume_cardhoord_bax: here we gjo

12327 amukvn there e no guides laft
supersquid 137581 youre all &
: 2327 ()Y o, manst: LOL
TIISE ORosthausBE: AN In all weTs jUst &n0tn
() nondescriptpaintbucket: solat colat 298 in the wall 120:27 ([ thetabyestera3: on 1

grandesistar mao the guide must be

Lusterdustrous: You monster

dead

13107 chilemperar: that's 3 lot of graves

o Tuck

spist brooksaS71 itz going 1o e o massacre 1222¢ chabosiS72: DONT DO ITTTY
12102 potatobooin: wiy oo | foel Ske this will 12200 belleaver spoied waler 12228 norumr-gmmno don't do ittt

ang horripely? 12201 JustNeXi: how CAnMESIRT. Al 1he guices wers dead??

Koalababyt: A bit bumpy Indeed

whey_of_lines: 51 you paid 1o win Aandomdude?SE guide pone

B ptayerPurpier wow thats @ 1ot vzzos [ eneiontwy26: The sotie server i 12226 queenmicrowave VV‘/

nicolekitty?727- SUS aying and AT Is goona 3umman the walll — y93.2 ) ThaDO0a: do you have a guide?

Sreanns saaun' S Sl v | 1122 syy f i® 1O ioin AR
SMOCNE IPaWN 3 S0CoNE Wl 22 undefinodeaOr: eyyy finally ob 4 L2290 KrisuwOkewsus DETCaMS [

futureiron

jiscord

e thms Dan [ what ok
81 1he sme Lime Dan goey e e, whal we G0l nappend
—— LGS Stream 10 wir
n wiid313 me_tuli_frull: Stream 10 win 12231 xumwr.nlh I8 e oo sl wiy
12004 Artinua. dan clear 18 graves ¢ 5 & &9 Lunch_Lady Linda: yours 2 doed mxan 12331 a @ Nightbot: | stream every
waking 4
12104 kates vibin THE AMOUNT OF Tussoay and Thrsday B 7pm, SSturmay
— TIME
GRAVESTONES i MalaI2018: WALL TIME and Sinday © 3pm GMT, Folow my
s Dy jim ach channél to get stream notiticatans
FIE04  SAmeniink you know averyiNiog 0oinD B FourDayzs hey jim Twitch channéd to g vam notiticatian
L2200 it and folaw my Twitter ano Disco 1
great whan svarything iz gray 22 whey of_Snes: LUt 1| was 8 wmy Twiltef ano e
y 3 SoARional nalifications
VILGS dberp: IS @ Qravayand 2200 ReaTheWise: 1t 3 gun, and & incsaur

AgINst the workd 12 cv.wh—nrhnﬁm} the guides desd

aveady

12700 thisissnamels: who weote tus
13106 BiggestOfiads: sus
vares [EJMsland2016  ARE THEY?

AlnarmusicianBa. Too many guiaes e

563y 0ead X0

1220 krisusObkresus Crusscer thars

12106 droant_twilch: 1heres a re 1t5 Caallea his Choice Ne is commited 10 1:123:33 scythaybio: 3l tha Quass o/ have ded

hell

thisisanamels “this is fine” -pm 1

.mnmcnpmmmbu:ut think
Ghosthaus98 The server neads & 10 Cemixs twitch parinesshiy boaus 1hers's 100 mary guites

tane Cleanup asap

1IN legopeaguint i Nopoay 12334 - shadecho |0l o guide
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Example of Kripparrian’s stream:

Miga Roe

g -
L L R ’

6o

§ 3 anpeape

20 2.0 RELEASED? | Sheok Gut The (Xtriy Amazsn Saore!

Staee ¢ o

Examples of Kripparrian’s chat:

402 CrokkoVert m 05 ’D"" torybasket 3% WHOA | can Od:1¢ aleyna Magame Siving ahield bulld

o . mMouse over 1he stream? wall done twitch
1403 \‘ EMP_Spookys_Favorite_Bong ear ' |
ana kripg ki1 ’ynn:nannnann lowe
.
. >02 | spachib; dont give up! you can & 01 S - Th

0508 ) pladdypus
’Mooue'ire 3 sleepy AOgQo e l ¥ ypus
g A 3t bar

4 o
\
- L08 rhoyu

wesn Kripp and yonanananana 100ey

W03 PaperQ930
1403 deapoldshark

14:03 "c*"ﬂmﬂkago_boh m whie l8t's O

i t that goodt
404 Tacobells10125

104:05 i; freshwatermoled . q7’a‘ﬂi(‘ﬂ' i o ’cccrs'; e

: -~
< ol cenvala lent plaving
w05 @) streamiats £ \-1_17"‘?:;9‘_'1”" ot e it e/

elemantals

512 CrokkoVert 3

LOA06 Anarchy852 thank god for damage cag 511

10406 ﬁv.\gnlu mayo_twitch_janny 51% 123mmya: kripp ur nuts are showng 9:35 Terotan: have you coasidersd leveling
m 517§ Moosefire ‘ '

L0407 Mrdewlez Imalien s & Haver(t barked ot Rrico in 336 BCerss u e
w07 [xbent o5 while, let's go bark * Barking st Kripg D636 QDS‘"‘]“‘:H‘ 9
a:07 @) streaminbe £) ; SN that good, but & 09:3

A 2 we'Te telung 15 gamans on tum 6 with 3

B aulwynet. Bih place speedvur
! uvn.n:b:o_lhawx. ‘ Jivine shiesds
D521 £ AnthonySo1337. divine win

0407 chonkydongbadonkadonk: who let the o 43 c doyodica ¥
¥ 02 llove
Soos ot 0522 N sojuB2: liove - )
45 [ vobeant2; Habaha

4 o youssefwal 2/2 100
<

117 ts nood o 522 FdE)Sstwamiabs There is 54% love
: o 47 Urethron; top 8 spee x.
= petween Kripp and soluB2 today
<4 cuu'»(x:.-,'vvn YAPPf
40 !Moos:hn: o€

208 [ sustin_otto: fiove !

- o 05:2 \?, astivenrodriguez: GUESS ILL LEVEL 455 CrokkoVert .
40¢ GGZIH' amiaba: There 18 93X jove

etween KOpo and austin_o o - : prostojotinayl liove
0523 \;’nfm.-_‘u‘ at‘lrfn*mz:l'. hom Is 45% love

ace §8 0 haquilo ' 3 at Kripp, | guess” @il

between Kripp and prostoiobnny ! today
.09 “!An.mh ppsSocrel: | do G

Z123ninjx

] cScoruvan_h|ax Yau guys really think

r

Barking at Kripp ian1 that good. but 458 mrpeoopecepocopocopants: div sheld

bebop19B8: speed run to Bt alricht “ jraks sEams pretty 0ood



Appendix 3 — Examples of Sneaky’s Twitch chat

Example of Sneaky’s stream:

|+ ' Ea g

Snsaxy | ea go

Examples of Sneaky’s chat during gameplay:

1& replay trom 85t gama nvade

25 kyniskoslol ThaGroundiing It
Its_Slyy a
a2 PO
o"" o o n Jaysvierfrontenkriog: Gunnamoless

. 70 i
ALY : > 104 B MinhooMinh p
yCakeGuy: #'z 2 dog : d

Jaysvierfromtenkrieg @splcycakaguy
o 8 { assurme yondes a‘ 4 3 TheGroundling: oh vea | guess | shoul 4 Endimis: She i 16 0
cSamlAnqsl ANhat ks steakys maln have seen that v;;-»‘

itstylerjuan: does no one ot this traw ' i TheGroundling: still 508 PR secavide. @avosiogos | k
Htation see:-tiva gt po I MFWIC Jack subacribed with Prime B theaveragegost a

4 Gc(l.._.wv;‘jc(}»;_.' Yo chat what Was 2 g""""k“v"'#‘ e heaversgeg
e Name Of the au MUY Style game or

currently arith strask! Aoy snack played 572 Y nedavide ‘
SnEaxy 1 £ nc ShacowBruno ‘
521 Endimis; Liks Zat '

. Jcharione itstysoarjuan st anather da >
5 =S ’al'n wreragegoal ZaNnt remember 622 o’ﬁ: cyCakeGuy o
the name " & et

- o I-' 58 enclavearmour DoMNa break t th
SpicyCaneGuy: Riaysvierlrontenkneg ol jack 0 pose the nest time ! drop somathing ' 2 ’D”P"'V”'m”‘.’ DTt
ig persor in enitslic JANK YOU

Qo‘;',_,l,:'_.,_,r,_‘u.’, han 1t full ghe GREYGOD: {Hansasylol did you eve FI T unnameless: ye
ghits uf watdd arvd Simple

402 . 529 B MinhooMinh may also has 4
icl?'m vyQimaffe: piease god dont Y Mr3sA: any lobias 1ate viewsrs wa .

Y E

B BBk Sk ok ke cuve todsy 134 o’ SpicyCakeGuy. gio boals nag 533 D’ah ghtbot: Sneaky has jomed up
T - heckout their wabisite her

4 Endimia side “
[ 3405 B - aans ] aky

enclavesrmour: [istylerjuan be he

ming ther f

S ) o LY tmesvorngagoat: it was omor ‘
L | sl . - rc

SPANKINGSMAXIMUS: S&g 3=0rave

4 D’;;w:,,'v“-;u. teralty

210 TohBaans: im the fat lady i the middis
13 ?u Jaysvierfrontankrieg Wat where iy o
g ‘ 108 MySticWat IREYGOOD yeh. no
12,18 Dg‘;pu_y!_;-t Guy st da dog doin Wargea, Aef was In 1rof positor &5 panholl: what happened to doz? dd it
121 ’zu-:w::.xh;c;‘::g g hat V4 D‘ Fostie WL MAsstro she turms Dacame o easy ep3thive
Jreen when you have full tens) e 1154 a!’ nNameless 20 214K K EMHH
he eteriess bno

PlanoConspiracy: TFWr piaying jack-c Joas axiya damags and ha —

Examples of Sneaky’s chat between period of gameplay:
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2145
21247

21Za9
2192:50
2192:54

20258

21303
FAEE
213:08
21315
21328

21337

29338

21338

21350

21354

3 skateny_engineer: Akshun

W Automn_Rains: no eip =

) 5FT_Moon: that champ is buste
) sFrmoon: a

& unclepecos: Fsneakylol s 3 mata
whars nobody gives a fuck about an adc,
mets is for suppocis 1o roam. but kasa
and ezreal, the two most independent
champs are weoak ‘

i. SpicyCakeGuy: bsing under 2001p

&) worldwars: can you play kaisa?
KVodin: 50 what wouks you pick instaad?
&) dummyydom: Speaky | fucked up BAD
atinlel, thats the besuty of It

B soundfonts: ‘

) vectty: 9o u cosplay 3s anma
charactars?

39 spicyCakoGuy: and adc dossnt
redlly do much comparing 1o ather caries

F0degrea_angel; ‘
B [ nocide: unstagtam

2140 , unclopecos: | just gont undesstand

why ADCs nead o be lower lgval? | get
shanng xp makes It lower but why is it
&ven further \owerad on top of that

a2 nm-ﬂnac,: Pecple just need to actuslly

punish bad support roams

20415 ([ Ryagn: @sneskylcl when you say sot-

21418

sufficient, do u mean the playe
thamsalyes skilwise or the champ?

Nubbery: Sneaky got tnat WABF

2145
20747

21Za9
212:50
2112:54

202:5%

PREEE]
FAEER
213:08
21315
21328

21337

21338

21339

213:50
21354
214,

a2

2419

214818

) skotcny_engineer: Akshun

W Autemn_Rains: noatp-
) 5F7_Moon: that champ is buste
B sFrmoon. o

& unclepocos: @sneskylol #s 3 mata
whars nobody gives a fuck about an adc,
mels S 101 suppocis 1o roam. but kasa
and ezreal, the two most independent
champs are waak ;

z. SpicyCakeGuy: being under 200ip

@) worldwars: can you play kaisa?
KVodin: 50 what wouks you pick instaad?

&) dummyydom: Spaaky | fucked up BAD

atinlel, thats the besuty of It
B soundfonts: ‘

) vectty: 9o u cosplay 35 anma
chasactars?

Deadmoonight. .

39 spicyCakoGuy: and adc dossnt
redlly do much comparing 1o ather carmies
90degrea_angel; ‘

B ) noeide: unstagtam

& unclepecos: | just dont undesstand
why ADCs ngad to be lower lpval? | get

sharing xp makes It lower Dyt why 15 i
&van furthar \owered on 1op of that

amaﬂne.,: Pecple just naed to octually

punish bad support roams

aﬁynqn: @sneakylcl when you say sotf-
sufficient, do u mean the playe
thamsalyes skilwise or the champ?

Nubbery: Sneaky got that WABP

0527

18527

21538
1533

21540

PALE L

205:49

29613

29820
21822

ol s
2828

2ie28

2%

Jjuntite @ 1hal sneak sness
SERAKYYYYYYYYYYYY
) shotcatierBilly: BSpudnickel but
some champs have betier ratios an
abittles vz better base scaling and CD
Kuntiey: | was drugoed a3 @ kct
E3 WD rwgntnor: Snsiky nas joned up
with IBUYPOWER for s of his PC needs
. chockout therr weosits hara:
hitps /fDp galsneaky
) shotcallerfiilty: @Epudnichel o in &
Amnted 1esOUrcE game you have 10 choose
R

ight: Dit Snoaky ever play
aganst Xpexa? ‘

'Mp«.oc No no i get that tut why
did they nerf duo xp on top of all that

Wrave Y
Spuanickel @SratcalisrGity coviously
some champs scale tetier with xp, but

S3yng that they dont naed it & sbewrd, Its
a saripus handicap

3 DiSnickerss .
Kuntiey: mody molly

yoonjae lew: @sneskylol hay snaaey |
heard you taking about bow stupid NFTs
% and | wantsd 1o 18t you knaw that &
litaral white text + tiack background sola
foc ) nnioooolasvmﬂﬂvﬁ

B faxetta,

¥ unciepecas: .rm

B MmncoMinh: .lwupvum:od
DR N gusLH

.am ENCOUrAQES roaming
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Appendix 4 — Examples of Sips and The Anime Man’s Twitch chats

Example of Sips’ stream:

LS

-

ok Bogan

Examples of Sips’ chat:

cvrumy jacki: SOON

c‘.‘ enumKing: You nead to do the
quest first 1o ¢
2 @ PYbrownber: Grsa:
aweascme ki
t‘mrul—.\ uk. ENsBaimont that
vauldr e fur

O porakeetpowerss 3

e e'_m-.nO Jcaptansanos
e.\'l-:m oces shing
4 e-..:.in allacc: Eparaks

P4 S sipssot
sopraciates). don fasl ke y have t

donate

.

& Lupusdeus What Ciass was thy
characis :ips

Jiad Levodoom: |

Yarmus. sips_ whatl Pappensad to y

326 c‘.‘. SenniumiKing: It |

.

43

Py S Son &
AL

s =1 e LO0

05519500\ Wowsees! pemate
sul for a vt 3 md

wekenshion: Around

ot

tutorial sty and
$0Me FIrong gear
u!w.xilo rampante pa. will y pla
K3 when It comes o
Nankuse: Yo Oet Dear thats good (
J ang

the_alien__king: Do you yogs guys have &

g yet
tomoi23 v‘ FE

1] Bowomar: How doe

e 10 gu wis 2

c:nnnmcea maliboxes are 3 DIACH L

find 1BE, they're naverl In 30 obvious place

Levodoom A?
.

ZeroUpnn cat pol 312 Das

Bloodhound627 .

£ Lt_Campbell w1

for a Moagle or 3 makbox

Levodoom' The base game

A
1 @ sandell_uk.  2e) you had the aption

A

'ID:\.M: | ¥now he diant stras

33 ba was playing this

wirks
ZeroDjinn:. or you mean t oope
........... e

fyouluty, axYiuses
Levodoom. He doesnt have (he Dase

- "‘;P

AtLeast\70rapes: You €3n DE 3 cat boy

1 D& 8 C3t MB

& NubChaos: main gquests af

‘ Dg(:ol‘mlml Liue ONes UNOCK cartae
thing s, thexes

[
Lo | e

I rdrtonn

lightyar! Diue guast  ur & g

ar® highast priamies yeat
“_&cnmn_ywnny nat lams
B2 W)

S n: M _Groveey: fuck if ) b
1omo123 blus

cnervhu'lﬂ yet blue quests are good

Darawe: msq s a¥ you nasd

- = yehh 18 ’ Eaarle e
" geargehhlé .3

NubChaos: zome b

KipOed Dut might as well 00 tham &

OrParanoidAndroid Fonestly, no des

c\‘:‘rjl‘TU-"l King: That quest uniocks

@ smurti (ust
c loepickSomething: COOC

yFatse snaved ¢ looks 21

usu gnn
I 1eane(f 3 ¥ -
= ; J th
DeParanoldAndraid |
imhareforcips 0000 DAY | remeamb

Ing thes

3 e 50

CON uoCk

2 zayne_carmickl: You've got a 5y
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Example of The Anime Man’s stream:

[

[ o PO,
=

MARILLCEGG:

POKEMON MONCCOLOR CHALLENGE: DAY 8 Imeno [SUSTEMSER] Waar

gty

Examples of The Anime Man’s chat:

0 o A 11320 boMychikn' Gicerealthecrunchy he's
20ime ne up Mushoky Tan 14 Pever returming

days from now

11328 Celletar: you

- R 1817 abihi_gamoe0 12 ve gane Ihis In gand
ame instead of the
19:18 2shiine t v
105 5 1o Pany pokem ke
- 1 WOrks
w many el wity ha
1082 KiBorvuarbis yay Y 4 " )
while reading the title or i3 Ny 290
— 108 otardgolian ane In & shiny
05:02 hoursisankaguyaa: hall y=aan
S08 rambuck3r luptme z 13.34 playing Pakémo
108 daddycoeddar th whint | dig all Say as avée fun inta 8

50 a@ Nightbot: The

live for 1 h

&

= minutes 1%

13:35 ai\h'u,'c.n'l'l‘?‘l whats going on?

LORI3 torpiO!

nimeMtan

d

518 'Ihr;‘lvv are you

upaate video on

& sttending soor

147 doanielyoung202: 15 Japan stil under
12832 twitchyrosas: Ajumu versus the fimal boss lockaown
10518 staticburst: | need 10 Io o fiv What » fight X
47 dmUthe

10833 sk3lark: who voted 10 Shinny azuman|

'. . 10530 @ W Welsantos_ *** 12:42 G,uruuin'.sanc XD
Nw ey what was

¥ Slbum MoNLEre

i 18: 34 o 1 yea oW 0
e i terpi0Y yeah ik how ol 113:42 ingotow: Ic
10820 Metuseedi23; | think It 18 x6 in gan 4)5 113:43 &P LoyldXd @
10522 ManpuistorT Nof 11345 cvn)'nlglurplo 1ES will e the o
108:4 unting?
aaquh!bul Ru can only v 13:47 dasshadow 182 | ke a8 1he people ir
- 0R:43 wmtaticburst: this reminded me of that
PFosamon of @ certain © picked Rat who oon Y uncerstand probabilty at
1hmy ponyla vided with the Kid doing Ske
ail
2 gar e
) 13:29 .Ieauov.l wow
1DB A4S janonvpital: could SUrpass oNe piscs
hapt 1'13:468 sunas_koya | fegl you | Qon grinang
3 e
108:47 sk3ark: they sta
1083 'c:u;j_‘:b esuca CuC
philippenic: do you rety on parvinson's
* law 12 get stuff done? jusing deadines to
get stuff dane
108:2 10

10525 weebnick21: | wanna reéa0 ma

3 box 113351 @ the
with s chamm is one ir

etarcollan: with =
2 y 4000 no mesuds 54 Jeafy_turthe: ool

Yo (8 Gchn:unq(.l.-.\-— ysa 'n.:v-:,- 122 me Saing ur wirk whast u

e y Fis

HouEclipse: M Joa 1000

dollwrbeanDQ: Csn Someone

800U1 |ap rap
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Appendix 5 — Examples of Dexbonus and KuruHS’ Twitch chats

Example of Dexbonus’ stream:

| Vohepe o

STREAM DELAY: 3 PM BST uv teot

Examples of Dexbonus’ chat:

4230 csmacvl‘JSG dodger your hair 15 looking 45

sweslklicebox: Sflashe

gope I'm gatting 2014

42:35 Laerokk: Plch on your maelings 1o stast &
.~ -

22:37 8 B NuBMass: My frie

J & different Kick 10

a. Amacienn sUENgs Indeed

E y Safety net whan things sre wikdl
4807 QSDEHMN chateau in France A donieEy o
SISrations soout 1 ot - r 18ly. Mo on { L
B a2 W IONY Tlave you Deen
WK 160 they sad n'd be iney said
get ike giving tha prodiam thought ¢

scres cheat 1a07 [ SilverGaitagher

e 1017 P08 F AmarBlomss: and o
42.28 .; AltPerspicacity. scotiand & lresand 40:08 u'.'-"'“"*'-“)“»‘ 1 violan
lat off hens on historical peoperties If you artbock
paatore the Main houss 19 soacificatons 4318 spotofcerberus: Moyte spend hall a year
X England, hall 8 ysar USA?
4254
Joansy subscribed with Prima 3918

GU:vl(uumun DODGER. | have FOX

They've suttscribed for 3 months!
4979 DCmvvan.m a

B8 Tain; patienty &

TiENoe we naed to stop talkng

4255 ZakuwroMays: 2 million woukin't aven be

Twitch

48:25 Dcnnwym.m ¥Noa raally?7 4923 ‘Mcr,th asaw

4923 aussimiokken how was she when she met

425 ‘;Mlpeupﬂ:achv poocang 1 rces 46:30 ) Banviuteriopsin: Omg N3t reminds me

when toes that CW Sheriock Holmes game

Ome oul, 4823 o@ SrettUtimus: In my new place

end dave

¢ wank estate

£2:53 pJester
2:59 yJe :
dé cC'wvanw ) $9:27 Dr“..r:mu'm m
A chatk G ¢

{3 HAMN
1306 9x - Far " 48:37 A remixbeats_: tf 3 pretly painting DESRLAIAN
430€ ColRan ParamFare until some -

o] thers 4930 Moosoocow!l: why cant weees keep tham!!!

Sarious argument treaks out and it

becomes #n R1S & 49.33 am’AmaMs
g8 Fire ic : . ana “Jun Db Tt at s 4g11 oal)m:'.ummux Yeo

Sa0Qe

ne s 3 small chid 4912 DG OrettUitimus: Every moming
4324 1646 TrhwnderQrub

roqgkt *osskehan® | 1933 @8 e cat_writer23 80 9,0 do
want 2235 ¥ FrozenGoggles of huries?

KimBoauSiyoe: Wha' That sounds = = 4
B ximBeausiyce: Wha “ 4937 [ ) Amarienn: BArmargl 12:‘

ZiroQpn

£330 Adroben: GSnowlae I1's not but then & .

there's tullding, connecting to

It 3ads up fast 4853 c'-"‘ meheglS: Karfock > Sherack
4039 BrettUitimus: o
4334 .a KimBeauSiycs: You can instal 4a:5€ am’Amaranmss henry lones00 Q@
e ovaIgrown kand nest doe
sound Tho “
e 4042 QB SettUltimus. And sun Dathe
535 G () colinthered: <o only ke £ mil once R . =
everything & bullt 1556 S8 Y vayero: ah cool saas [ AundaeClan: O foxy

49:39 mc.‘d:"hnlﬂ!l’..nnv_\‘. 10x paopie clearly

af noi

explanaey

walis
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Example of KuruHS’ stream:
‘ New Subs 7

POSITIONS GANSD ‘ STAGE TwE .

02.67

“
P
| .- 2, e -
R he Fen No Crash Extreme ™ Ditficunty Attarmpes! Doy 2| —— “ '
SMarathon starts on Sep ist -
POamss

Examples of KuruHS’ chat:

L) yabolsweetnips: SUSto &3 28 muitiverselS: H Kurub ] 5 ¢ mmmounning
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