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ABSTRACT

This study explores the dynamic processes of identity
construction among English language learners (ELLs) within
online communities, including digital platforms such as
online gaming environments and social forums. Drawing on
sociocultural theories of identity, the research examines how
ELLs negotiate their inguistic and cultural identities through
mteractions in these virtual spaces. By analyzing qualitative
data from participant observations, interviews, and discourse
analysis, the study reveals how these digital environments
foster opportunities for authentic language practice, cultural
exchange, and 1dentity exploration. The findings highlight the
role of online communities as informal yet powerful contexts
for language acquisition, where learners navigate linguistic
challenges, build confidence, and construct multifaceted
identities. Furthermore, the study discusses the potential of
leveraging these digital spaces as innovative tools for language
teaching, offering insights for educators to design culturally
responsive and engaging pedagogical approaches that harness
the affordances of online platforms to support ELLs’
linguistic and 1dentity development.

Introduction

The advent of the digital

age has  2024).  These  wvirtual

(Fayard & DeSanctis, 2010; Indriam et al.,
environments—

encompassing social media platforms, online

revolutionized the landscape of language
learning, positioning online communities as
pivotal arenas for English language learners
(ELLSs) to engage in authentic communication,

cultural exchange, and identity exploration

gaming worlds, fanfiction sites, and discussion
forums—extend beyond the confines of
traditional classroom settings, offering ELLs

unique opportunities to practice language
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skills, interact with diverse interlocutors, and
negotiate their inguistic and cultural identities
(Black, 2005; Putrawan & Riadi, 2020). As
digital technologies evolve from Web 1.0 to
Web 3.0, the affordances of user-generated
digital
adaptive feedback systems amplify learners’

content, Immersive worlds, and
and  collaborative
digital

environments that support both language

autonomy potential,

fostering informal learning
acquisition and 1dentity development (Indriani
et al., 2024; Lopez & Urbar-Serrano, 2024).
Despite their growing prevalence, however,
there remains a critical gap in understanding

ELLs

negotiate

how dynamically  construct and

their 1dentities across these
heterogeneous online spaces, particularly with
respect to the 1interplay of lingustic,
sociocultural, and affective dimensions
(Wryjaya et al., 2021; Albagami, 2022).

Online communities provide ElLLs with
distinctive affordances that facilitate 1dentity
construction. In Massively Multiplayer Online
Role-Playing Games (MMORPGs), learners
engage 1n role-play, collaborative quests, and
mteractive storytelling, navigating linguistic
challenges while experimenting with social
positions and personas (Peake & Reynolds,
2020; Peterson, 2012). Similarly, fandom-
based platforms and social networking sites
enable learners to curate digital 1dentities
through writing, reviewing, and multimodal
composition, fostering lexical and syntactic
growth alongside community-based 1dentity
negotiation (Black, 2005; Lépez & Urbar-
Serrano, 2024). The asynchronous nature of
many digital interactions further enhances this
process, allowing learners to craft deliberate
responses and revisit past exchanges,
supporting reflective identity work (Marden &
Herrington, 2022; Thorne et al., 2009). These

spaces also encourage translanguaging and

Identity Construction among English Learners

code-switching, where ELLs leverage their

multilingual repertoires to assert agency,

challenge monolingual norms, and express
hybrid identities (Mona, 2024; Chan, 201)5).
This study 1s grounded in sociocultural
theories of 1dentity, which conceptualize
identity as a fluid,

emergent through

relational  construct
participation mn
communities of practice (Fauziah & Novita,
2023; Thorne & Black, 2007). Drawing on
Vygotskian principles, identity construction 1s
seen as a dialogic and transformative process
mediated by social interactions, cultural
artifacts, and discourse (Norton & Toohey,
2011; 2012). Poststructuralist

perspectives  further

Jou,
emphasize 1dentity’s
multiplicity and context-dependency,
positioning learners as active agents who
negotiate selthood through digital engagement
(Lytra, 2021). Norton’s notion of imagmed
identities  complements this  framework,
highlighting how ELLs project future roles—
such as proficient communicator or cultural
ambassador—that shape their language use and
community participation (Early & Norton,
2012). These theories provide a robust lens
for examining how online communities serve
as sites for identity experimentation and
development.

Empirical  research  underscores  the
potential of online communities for language
learning and 1dentity formation. Studies on
digital game-based learning demonstrate that
gaming environments enhance vocabulary
acquisition, pragmatic competence, and
authentic language use through collaborative
and multimodal interactions (Aulha et al.,
2024; Ng & Raghbir, 2021). Fanfiction and
social media platforms similarly support
linguistic development by engaging learners in
peer collaboration, affective stances, and

cultural storytelling (L1, 2015; Lopez & Urbar-

Reza Khany & et al.
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2024).

dimensions of these spaces—such as reduced

Serrano, Moreover, the affective
anxiety and increased motivation—play a
critical role mn shaping learners’ confidence
and 1dentity as English users (Albagami, 2022;
Syifa et al., 2024). Yet, challenges such as
digital literacy disparities and foreign language
anxiety persist, necessitating a nuanced
understanding of these dynamics (Han &
Kesevan, 2024; Zheng, 2024).

Despite the transformative potential of
online communities, there 1s a limited
comprehensive understanding of how ELLs
construct and negotiate their identities within
these  digital

highlights specific contexts—such as gaming or

spaces. Existing research
fandom—Dbut lacks an integrated analysis of the

linguistic,  sociocultural, and  affective
processes across diverse platforms. This gap
hinders the ability of educators to fully harness
these environments for language pedagogy
and 1dentity support.

This study aims to:

ELLs

communities to navigate linguistic challenges

1. Explore how leverage online

and engage n cultural exchanges.
2. Analyze the

learners

processes through which

perform and negotiate their
identities in digital interactions.

3. Identify

mtegrating online platforms into language

pedagogical 1mplications for
education to foster culturally responsive and

engaging learning experiences.

By examiming identity construction in
online communities, this research contributes
to a deeper understanding of the symbiotic
digital

language learning, and personal development.

relationship  between engagement,

The findings offer practical insights for
educators, suggesting ways to design learner-

centered pedagogies that integrate the

Identity Construction among English Learners

authenticity and interactivity of  digital

platforms, ultimately supporting ELLs’
linguistic proficiency and multifaceted 1dentity

growth 1 the 21st century.

Review of Literature

The literature on 1identity construction
among ELLs in online communities converges
on sociocultural theories, emphasizing the
dynamic mterplay of language, culture, and
digital
identities. Online platforms—spanning social

affordances 1 shaping learners’

media, gaming environments, discussion

forums, and multimodal spaces—provide
unique arenas for ELLs to negotiate linguistic
identities

mteraction, and

and cultural through authentic

practice, peer reflective
engagement. This review synthesizes key
themes, including sociocultural frameworks,
digital affordances, multimodal and narrative
practices, 1dentity mvestment, digital literacy,
and challenges, drawing on interdisciplinary
perspectives  to  elucidate  how  online
communities foster 1dentity construction and
language acquisition.

Sociocultural theories frame identity as a

socially  constructed, dynamic  process
negotiated through participation n
communities of practice  (Jou, 2012;

Chenchen, 2024; Gebhard, 2005). Wenger’s
concept of legitimate peripheral participation
ELLs

central

llustrates  how transition  from

peripheral to roles mn onlne
communities, accruing linguistic competence
and social capital (Spears et al., 2012; Wiltse,
2011). These digital spaces enable learners to
adopting

craft multifaceted identities by

platform-specific  linguistic  registers  and
cultural norms, reflecting both personal
aspirations  and communal  expectations

(Leonard et al., 2010; Flonasti, 2023). The
“third space” framework further highlights

Reza Khany & et al.
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how online environments serve as liminal
arenas where ELLSs reconcile native and target
language  1dentities,  fostering  hybnd,
plurilingual selves (Li, 2018; Makoe, 2014;
Han & Reinhardt, 2022). This negotiation 1s
mherently dialogic, as learners engage with
diverse  cultural

narratives,  positioning

themselves as intercultural agents (Frelermuth
& Huang, 2021; Abdusyukur, 2022).

Digital platforms offer affordances—such as
anonymity, multimodality, and asynchrony—
that shape 1dentity work. Anonymity in
computer-mediated communication (CMC)
fosters fearless experimentation with linguistic
identities  while
pressures for normative conformity (Leonard
et al, 2010; Shaw, 2008; Barr, 2010).
Asynchronous forums, like those studied by
Florasti (2023) and Whitworth (2009), enable
1dentity through

archived threads, allowing learners to revisit

and cultural mtroducing

reflective construction
and refine self-presentations. Synchronous

Interactions, such as Z.oom-based
telecollaboration, enhance 1mmediacy and
paralinguistic cues, strengthening relational
ties and spontaneous identity performances
(Freiermuth & Huang, 2021). Social media
platforms, including microblogging and
content-sharing networks, facilitate authentic
language wuse and intercultural dialogue,
explaining significant variance in self-regulated
learning behaviors (Zhu, 2025; Fauziah &

2023).
particularly MMORPGs, provide immersive

Novita, Gaming environments,
contexts for identity bricolage, where avatar
customization and collaborative quests serve
as semiotic tools for signaling linguistic
competence and group affiliations (Martins,
2023; Liu et al., 2024; Alghamdi, 2023).
Multimodal

text, images, videos, and emojis—enriches

communication—integrating

identity expression in digital spaces. Digital

Identity Construction among English Learners

storytelling, as explored by Kendrick et al.
(2022), Pandhiani (2022), and Grigsby et al.
(2015), empowers ELLs to articulate cultural
narratives, fostering authenticity and agency.
These narratives, shared in forums or social
media, serve as conduits for negotiating
complex identity dynamics, blending personal
histories with global perspectives (Shen et al.,
2023; Pastor, 2018). Multimodal artifacts,
such as avatars, memes, and digital portfolios,
enable learners to project hybrid identities that
transcend traditional linguistic boundaries
(Alghamdi, 2023; Han & Reinhardt, 2022).
The digital

communication, including visual symbols and

aesthetic  dimension  of
design elements, carries symbolic capital,
enhancing 1dentity narratives through non-
(Han & Reimnhardt, 2022;
Alghamdi, 2023). These practices underscore

verbal cues
the role of digital literacy in enabling learners
to navigate and produce multifaceted 1dentity
texts (Blattmer, 2012; Pham, 2023).

Identity

communities 1s

construction n online
closely tied to learners’
mvestment in language learning, reflecting
their accumulation of lnguistic and cultural
capital (Gu, 2008; Pan et al., 2021). The
concept of the 1deal 1.2 self highlights how
FLLs construct aspirational digital personas
embodying fluency and cultural adeptness,
driving motivation and 1dentity transformation
(Liu et al., 2024; Fauziah & Novita, 2023).
Informal Digital Learning of English (IDLE)
practices, such as engaging with social media,
forums, and games, foster autonomy and self-
regulation, enabling learners to strategically
select communities and content aligned with
(Fauziah & Novita, 2023;
Elshahawy, 2020). Strategic identity signaling—

identity  goals
through lexical choices, discourse genres, and

profile curation—allows learners to project

expertise and solidarity, navigating community

Reza Khany & et al.
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norms and personal aspirations (Leonard et
al.,, 2010; Zhu, 2025). Humor and creative

language use further mitigate linguistic
msecurities, reinforcing  resilience  and
community  belonging  (Davila,  2019;

Goharimehr, 2018).

Digital literacy, encompassing technical,
soclo-pragmatic, and critical competencies, 1s
pwvotal m mediating 1dentity construction.
Proficiency in navigating platforms, curating
content, and interpreting algorithmic feedback
empowers ELLs to craft coherent digital
identities (Blattmer, 2012; Meurant, 2009;
Hasibuan & Irzawati, 2020). Learners’ ability
with  multimodal

hyperlinks, multimedia, and platform-specific

to engage resources—

affordances—enhances soclo-pragmatic
awareness and  cultural  competence
(Alghamdi, 2023; Kang & Kim, 2023).
However, digital literacy also involves critically
navigating  power dynamics, such as
algorithmic biases and hegemonic language
norms, which may marginalize non-standard
varieties or compel conformity (Shaw, 2008;
Spears et al.,, 2012). Culturally responsive
digital  literacy

pedagogies that integrate

training support learners in asserting authentic

identities  while bridging linguistic  gaps
(Blattner, 2012; Wang & Yuan, 2024).
Despite their potential, online

communities present challenges for identity
construction. The fluidity of digital identities
can lead to fragmentation or dissonance, as
learners navigate multiple roles across
platforms (Ye, 2024; Isiki, 2013). Tensions
between global English norms and local
cultural 1dentities require strategic negotiation,
with learners balancing native-like proficiency
against cultural authenticity (Pan et al., 2021;
Goharimehr, 2018). Algorithmic structures,
such as content-ranking systems and Al-driven

feedback, may reinforce standardized norms,

Identity Construction among English Learners

constraining creative identity expression (Liu
et al., 2024; Shaw, 2008). Issues of equity,
digital
mfrastructure and varying levels of digital

mcluding  unequal  access  to
literacy, exacerbate the digital divide, limiting
mclusive 1dentity work (Al-Salmi & Smith,
2015; Indriani et al., 2024). Privacy concerns
and platform governance further complicate
identity performances, prompting learners to
adopt protective strategies like pseudonyms or
selective disclosure (Liu et al., 2024; Meurant,
2009).

The synthesis of sociocultural, CMC,
multimodal, and IDLE scholarship reveals
online communities as transformative spaces
for ELL identity construction and language
learning (Zhu, 2025; Spears et al.,, 2012;
Martins, 2023; Fauziah & Novita, 2023; Li,
2018). These platforms facilitate authentic
practice, cultural exchange, and reflective
1dentity work through diverse affordances. By
mtegrating digital literacy, culturally responsive
pedagogies, and reflective practices, educators
can harness these spaces to empower ELLs in
crafting resilient, hybrid identities. Continued
mterdisciplinary research 1s needed to explore
landscapes and  their

evolving  digital

mplications for equitable, 1dentity-driven

language education.

Methodology
Research Design

This study adopted a qualitative research
design to explore the dynamic processes of
identity construction among ELLs within
online communities, such as online gaming
The

qualitative approach was selected for its ability

communities and social forums.
to capture the complex, context-dependent
nature of 1dentity negotiation n virtual spaces,
learners’

providing rich insights into

experiences, Interactions, and self-

Reza Khany & et al.
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perceptions. The research 1s grounded in

sociocultural theories of 1dentity, viewing

identity as a fluid, socially constructed
phenomenon  that  emerges  through
participation 1 digital communities of

practice. This theoretical framework guided
the investigation into how ELLSs negotiate their
linguistic and cultural identities through online

Interactions.

Research Context and Participants:

e Context: The study focused on two distinct
types of online communities:

l.  Massively  Multiplayer Online  Role-
Playing Games (MMORPGs): Chosen for
their
linguistically
(Formite, Call of Duty Multplayer, and
G'TA Online).

2. General Discussion
Forums: Platforms shared
mterests (Reddit, Quora, and Discord),
chosen for

immersive,  collaborative, and

demanding nature

Social
focused on
their asynchronous
communication and diverse user bases.

o Participants: Participants for this study were
recruited wusing a purposive sampling

method (Patton, 2015) through postings

within  relevant online  communities,
language learning networks, and social
media groups targeting FELLs. The

recruitment materials clearly articulated the
study's focus on exploring 1dentity and
language learning i online spaces. Eligible
participants were required to self-identify as
non-native English speakers, be actively
engaged 1n at least one of the two specified
online community types for non-academic
purposes with a minimum commitment of 5
hours per week, represent diverse linguistic
backgrounds with self-reported English
proficiency levels ranging from beginner to

advanced, and be 18 years of age or older.

Identity Construction among English Learners

The study targeted a sample size of 20

participants to achieve data saturation,
ensuring sufficient depth of analysis across
varied online contexts, with efforts made to
recruit individuals from each of the three
community types to encompass a broad

range of experiences and perspectives.

Data Collection
collected  through
qualitative methods to capture the complexity

Data  were multiple

of 1dentity construction processes:

o Participant Observations: The researcher
conducted 1mmersive observations within
selected online communities, including
MMORPGs, social media groups, and
discussion forums, to record authentic
interactions and language use in situations.

This approach enabled the 1dentification of

linguistic practices, role-play, and identity

performances mn real-time digital
engagements.

o Semu-Structured Interviews: In-depth

mterviews were conducted with selected

participants to gain 1nsights mto their
motivations, and
1dentity
construction and language learning within
The

allowed participants to reflect on their

subjective  experiences,

perceptions  regarding  their

online  environments. mterviews
linguistic challenges, cultural exchanges, and
1dentity negotiations.

o Discourse Analysis: Samples of textual and

from

multimodal communication

participants’ online Interactions were
collected for detailled discourse analysis.
This mcluded chat logs, forum posts, and
social media contributions. The analysis

focused on linguistic features, code-

switching, translanguaging practices, and
embedded

identity markers i digital

communication.

Reza Khany & et al.
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Data Analysis
Data analysis was an iterative process,
beginning concurrently with data collection
and guided by the sociocultural theoretical
framework.
Analysis

Observation Notes): Following Braun and

o Thematic (Interviews &
Clarke's (2006) thematic analysis framework,
the mterview transcripts and field notes were
systematically analyzed through a six-step
process. Imitially, famiharization with the
data was achieved through repeated reading
and lstening. This was followed by
generating 1nitial codes that captured key
concepts relevant to the research questions,
such as "lnguistic strategy: paraphrasing,'
"Identity performance: gamer role," "cultural
sharing: explaining tradition," "aflect: anxiety
reduction," and ‘"agency: code-switching."
These codes were then organized into

potential themes and sub-themes, including

" Navigating Linguistic Challenges,"
"Performing and  Experimenting  with
Identty," "Building Confidence  through
Community,’ and "Negotiating Cultural
Positionings." The themes were

subsequently reviewed and refined to ensure
they accurately reflected both the coded data
and the entire dataset. Each theme was
clearly defined and named, culminating in
the production of a report that integrated
compelling data extracts into a cohesive
thematic narrative.

e Critical
Discourse): Collected  digital
subjected to Critical Discourse Analysis
(Fairclough, 2003; Gee, 2011), focusing on

used to construct

and knowledge

within the specific social context of each

(Online

texts

Discourse  Analysis

were

how language was

identities, relationships,

online community. Analysis examined

linguistic choices, interactional structures,

Identity Construction among English Learners

and how power relations or community
norms might influence identity negotiation
This
enriched the

and expression. analysis  directly

mformed and thematic
analysis.
o Integration and Interpretation: Findings
from the three data sources (observations,
mterviews, discourse) were constantly
compared and integrated. Patterns and
contradictions  across  datasets  were
examined to buld a comprehensive and
identity
construction processes. The theoretical lens
1dentity)

provided the interpretative framework for

nuanced understanding of the

(sociocultural/poststructuralist

understanding ~ow and why these processes

occurred as they did.

Ethical Considerations
The study adhered to ethical standards for
research  mnvolving human  participants.

Informed consent was obtained from all
ensuring confidentiality and
Online

conducted in publicly accessible spaces or with

Interviewees,

anonymity. observations  were
permission from community moderators,
respecting participants’ privacy and digital

rights.

Results
Thematic analysis of the interview
transcripts, observation notes, and discourse
analysis of online interactions identified four
primary themes that illustrate how ELLs
construct their identities and navigate linguistic
challenges in online communities, specifically
MMORPGs and social discussion forums: (1)
Challenges, (2)

Performing and Experimenting with Identity,

Navigating  Lingustic

(3) Building Confidence through Community,

and (4) Negotiating Cultural Positionings.

These themes emerged consistently across the

Reza Khany & et al.
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20 participants and both types of online
platforms, reflecting their significance in the
context of language acquisition and identity
development. Each theme 1s elaborated below

with supporting evidence from the data.

Theme 1: Navigating Linguistic Challenges
ELLs

address linguistic barriers and participate

employed diverse strategies to
effectively in online communities. Common
strategies ncluded code-switching, seeking
peer assistance, and utilizing digital tools (e.g.,
These

approaches enabled learners to maintain

online dictionaries or translators).

communication flow while simultaneously

reinforcing their linguistic and  cultural
1dentities.
For example, a participant from an

MMORPG stated:

[Player KJ: "If I don’t know a word, I ask my
team or use Google Translate fast. They don’t
mund, and I learn new words this way."
Discourse analysis of chat logs revealed
frequent code-switching, as seen in this gaming
exchange:

[Player DI: "We need to flank, yalla! Go right
now!

Observations noted that the real-time nature
of MMORPGs often prompted simplified
English immediate

usage, vyet provided

opportunities for practice and feedback,

enhancing linguistic adaptability.

Theme 2: Performing and Experimenting with
Identity

Online platforms, especially MMORPGs,
allowed ELLs to explore and perform varied
identities, often adopting personas distinct
from their offline selves. This process was
described as empowering, enabling learners to
practice English confidently in a playful, low-

pressure env Ironment.

Identity Construction among English Learners

An interviewee explained:
[Player F|: "In Call of Duty, I'm a leader, not

Just a shy student. I can give orders i English,

and it feels good."

Discourse analysis highlighted the use of role-
specific language to enact these 1dentities, such
as:

[Player EJ:

conquer the enemy base!

"Follow me, fighters! We'll
Some learners adopt gamer avatars or forum
personas to try out different facets of self:
“I'm ‘ShadowNiya’ m-game—no one knows
my real name, so I say whatever I want in
English.”

This theme reveals how digital spaces facilitate
identity experimentation, supporting both

language development and self-expression.

Theme 3: Building Confidence through
Community
The

communities significantly bolstered ELLs’

supportive atmosphere of online
confidence m using English. Participants
frequently cited positive reinforcement and
collaborative 1interactions as motivators for
mcreased participation. These communities
often fostered norms of encouragement,
particularly for language learners.

Participants shared:

[Player Cl: "My first post on Reddit was full of
mustakes, but people corrected me nicely.
Now I write more without fear."

[Player HJ]: "My squad always corrects my
English kindly. I feel braver to speak up now.”
[Player Al: "My first English guide for COD
Laster eggs got 2k upvotes. I'd never spoken
English aloud before that. Now I host voice
walkthroughs."
Observations confirmed that supportive
exchanges, such as praise or constructive
feedback, were common, enhancing learners’

willingness to engage linguistically.

Reza Khany & et al.
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Theme 4: Negotiating Cultural Positionings

Online communities provided spaces for
ELLs to share cultural identities and engage in
cross-cultural dialogue, though this sometimes
mvolved

addressing stereotypes or

misunderstandings.  Participants  actively
negotiated their cultural positions by sharing
cultural msights or correcting misconceptions.
One participant noted:

[Player L]: "On Discord, I told my group about
Norouz. Some thought it’s just Iranian New
Year, so I explained it’s more than that"
Discourse analysis captured such negotiations,
as n:

[Player F]:

Persian—my family speaks Kurdish."

"No, not all Iranians speak

[Player C|: "When I mentioned in the game
group chat that I am from Iran, a few
teammates thought Iranians are all Arab, and
1 told them that this 1sn’t correct.”

This theme underscores the dual role of
online spaces as arenas for cultural exchange
and 1dentity assertion.

The following table summarizes the 1dentified
themes and subthemes, providing illustrative
quotes and an indication of their prevalence
the While the
qualitative, frequency counts are included to

across dataset. study 1s
reflect the prominence of each subtheme

among the 20 participants.

Table 1.
Summary of the Identified Themes and Subthemes
‘ Partici Mentioni
Theme Subtheme Tustrative Quote articip azlti2(); ntioning
'l say eyvalwhen I'm happy, 16
Code-switching then switch to English."
Navigating Linguistic
Challenges " . : 18
. . My guild helps me with hard
Seeking peer assistance . S
words during raids.
"As a GTA boss, I talk tough in 14
. Adopting personas English—it’s fun!"
Performing and
Experimenting with T ted about Eid on Quor. 19
Identity Expressing cultural identity posted abou l, on ieuord
to share my story.
Positive reinforcement "Upvotes on my post made me 17
Building Confidence want to write more."
through Community 15
o ) "We solve language lems 5
Collaborative interactions ¢ solve dngu;%(, problems
together in chat.
o . 'l taught my tea t 13
Sharing cultural insights Ch?l}lﬁ’ l}ill\ be‘ lén alﬂ)'(:u
Negotiating Cultural aharshanbe sourt.
Positionings Correcting misconcentions "I said, ‘No, Iranians are not all 10
Hng P Arabs!’ in a thread."
experiment with multifaceted 1dentities, and
Integrated Findings participate in cultural exchanges. These

The results collectively demonstrate that
online communities serve as rich contexts for

ELLs to engage in authentic language practice,

Identity Construction among English Learners

platforms enable learners to overcome
linguistic hurdles through adaptive strategies,

build confidence via community support, and
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negotiate their cultural identities in dynamic
ways. The consistency of these themes across
MMORPGs and social forums highlights the
broad applicability of these findings to various
digital environments, offering a nuanced

understanding  of 1dentity  construction

processes among ELLs.

Discussion

The findings of this study illuminate the
dynamic interplay of linguistic, cultural, and
identity

construction of English language learners

alfecive  dimensions 1n  the

(ELLSs) within online communities, specifically
MMORPGs and social discussion forums.
These

sociocultural theories of 1dentity, which posit

results align with and extend
identity as a fluid, relational construct shaped
through social nteractions and cultural
practices (Norton & Toohey, 2011; Fauziah &
Novita, 2023). The four emergent themes—
Navigating Linguistic Challenges, Performing
and Experimenting with Identity, Building

through ~ Community, and
Cultural

comprehensive understanding of how digital

Confidence
Negotiating Positionings—offer a
platforms serve as transformative spaces for
identity

themes are

acquisition and
these

discussed in relation to the existing literature,

language

development. Below,
their implications for language pedagogy, and
the  broader

contributions of the study.

theoretical and  practical

Navigating Linguistic Challenges

The first theme highlights how ELLs
employ adaptive strategies such as code-
switching, peer assistance, and digital tools to
overcome linguistic  barriers in  online
communities. This finding resonates with
prior research emphasizing the role of digital

affordances 1n facilitating authentic language

Identity Construction among English Learners

practice (Frelermuth & Huang, 2021; Zhu,
2025).

participants’ use  of

Code-switching, as observed in

native  language
expressions alongside English (e.g., "valla" in
gaming chats), reflects translanguaging
practices that allow learners to leverage their
multilingual ~ repertoires  to  maintain
communication flow and assert agency (Mona,
2024; Chan, 2015). The use of real-time tools
like Google Translate and peer support
further underscores the collaborative nature of
aligning
principles of mediated learning through social
mteraction (Norton & Toohey, 2011). These

online spaces, with  Vygotskian

strategies not only facilitate  linguistic
adaptability but also reinforce learners’
identiies as competent communicators,

challenging monolingual norms and fostering
plurilingual selves (Li, 2018). However, the
reliance on simplified English m fast-paced
MMORPGs suggests a need for pedagogical
mterventions that scaffold more complex
language use in such contexts, balancing

immediacy with linguistic depth.

Performing and Experimenting with Identity
The second theme reveals how online

MMORPGs,

enable ELLs to experiment with diverse

communities,  particularly
through role-play and persona
ability  to
personas like “ShadowNinja” or “GTA boss”

1dentities

adoption.  Participants’ enact

supports the notion of digital spaces as “third
hybrid
identities  free from real-world constraints
(Han & Remhardt, 2022; 11, 2018). This aligns
with Norton’s concept of imagined identities,

spaces” where learners explore

where learners project aspirational selves—

such as confident leaders or proficient
speakers—that drive linguistic and motivational
growth (Early & Norton, 2012). The playful,

low-stakes nature of these environments
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reduces foreign language anxiety,
corroborating findings by Albagami (2022)
and Syifa et al. (2024). Moreover, the use of
platform-specific (e.g.,

authoritative commands in gaming) highlights

linguistic  registers
how 1dentity performance 1s mediated by
community norms and discourse practices, as
suggested by Fauziah and Novita (2023).
These findings suggest that educators can
harness role-playing affordances in digital
platforms to foster 1dentity exploration,
encouraging learners to experiment with
linguistic and social roles in structured yet

authentic contexts.

Building Confidence through Community
The third theme underscores the role of

supportive ~ community  Interactions  In

enhancing ELLs’

Positive reinforcement, such as upvotes or

linguistic  confidence.
constructive feedback, aligns with research on
the affective benefits of online communities,
which reduce anxiety and boost motivation
(Albagami, 2022; Han & Kesevan, 2024). The
collaborative  ethos observed in  both
MMORPGs and forums reflects Wenger’s
concept of legitimate peripheral participation,
where learners progress from peripheral to
central roles through community support
(Spears et al., 2012). For mstance, participants
like Player C, who gained confidence through
Reddit interactions, illustrate how digital
communities foster a sense of belonging that
emboldens linguistic risk-taking. This finding
extends prior work on Informal Digital
Learning of English (IDLE), which highlights
how community-driven feedback enhances
self-regulated learning (Fauziah & Nowita,
2023; Elshahawy, 2020). Pedagogically, these
msights advocate for the integration of
community-based learning environments into

language curricula, where peer support and

Identity Construction among English Learners

collaborative tasks can mirror the motivational

dynamics of online spaces.

Negotiating Cultural Positionings

The fourth theme illustrates how online
communities serve as arenas for cultural
exchange and 1dentity assertion, as participants
shared cultural insights and corrected
misconceptions (e.g., clarifying that “not all
Iranians speak Persian”). This process aligns
with poststructuralist views of identity as
context-dependent and negotiated through
dialogue (Lytra, 2021). The act of explaining
cultural traditions, such as Norouz or
Chaharshanbe Sourl, reflects learners’ roles as
intercultural agents, as noted by Freiermuth
and Huang (2021). However, the need to
address stereotypes suggests ongoing tensions
between global English norms and local
cultural 1dentities, corroborating Pan et al.

(2021) and (2018). These
negotiations highlight the importance of digital

Goharimehr

literacy mn navigating cultural dynamics, as
learners must critically engage with community
norms and power structures (Blattner, 2012).
For educators, this underscores the need for
culturally  responsive  pedagogies  that
encourage students to articulate and negotiate
their cultural 1dentities 1 digital spaces,
fostering intercultural competence alongside

linguistic proficiency.

Pedagogical Implications

The findings offer actionable msights for
language educators seeking to mntegrate online
communities into pedagogical practice. First,
the linguistic strategies observed (e.g., code-
peer assistance) suggest that

should tasks  that

encourage translanguaging and collaborative

switching,
curricula Imcorporate
problem-solving, leveraging digital tools to
Second, the

mirror real-world practices.
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identity  experimentation  facilitated by
MMORPGs highlights the

potential of role-playing and persona-based

and forums

activities n classroom settings, where students
through

gamified or forum-like tasks. Third, the

can explore 1magmed 1dentities

confidence-building role of community
support calls for the design of collaborative
online projects that replicate the encouraging
dynamics of digital platforms, such as peer
review systems or group discussions. Finally,
the cultural negotiations observed necessitate
culturally responsive teaching approaches that
mtegrate digital storytelling and intercultural
dialogue, enabling students to assert their
identities  while engaging with  diverse
perspectives. These strategies align with prior
calls for 1dentity-sensitive pedagogies that
harness digital affordances (Han & Reinhardt,
2022; Wang & Yuan, 2024).

Theoretical Contributions
This study advances sociocultural and
identity by

demonstrating how online communities serve

poststructuralist  theories  of
as dynamic contexts for identity construction
among ELLs. The integration of Vygotskian
principles with Norton’s imagined 1dentities
framework provides a robust lens for

understanding  how  digital  interactions
mediate linguistic and cultural growth. The
findings also extend the concept of the “third
space” by illustraing how MMORPGs and
forums function as hminal arenas for hybrid
identity formation, bridging native and target
language selves (Li, 2018). Furthermore, the
study contributes to the literature on Informal
(IDLE) by

linguistic,

Digital Learning of English

highlighting the interplay of
affective, and cultural dimensions i identity
work, offering a nuanced model for analyzing

digital language learning environments.

Identity Construction among English Learners

Limitations and Future Directions

Despite its contributions, the study has
limitations. The sample size of 20 participants,
while sufficient for qualitative depth, limits
generalizability across diverse online platforms
and learner populations. The focus on
MMORPGs and social forums may not fully
capture the 1dentity dynamics in other digital
spaces, such as social media or Al-mediated
platforms. Additionally, the study’s reliance on
self-reported proficiency levels and purposive
sampling may mtroduce selection bias. Future
research should employ longitudinal designs
to explore cyclical identity transformations
and include a broader range of platforms, such
as Al-driven learning environments (Liu et al.,
2024). Investigating the impact of digital
literacy disparities and platform governance
on 1dentity construction could further address
equity concerns, ensuring inclusive access to
digital learning opportunities (Al-Salmi &
Smith, 2015).

Conclusion
This  study
communities—specifically MMORPGs and

social discussion forums—constitute dynamic,

demonstrates that online

multifaceted sites for English language learners
to negotiate and construct their linguistic and
cultural identities. Through adaptive strategies
such as code-switching, peer scaffolding, and
digital tool use, learners effectively navigate
challenges.

real-ime communicative

Simultaneously, role-play and  persona
adoption enable 1dentity experimentation in
low-stakes environments, fostering confidence
and reducing language anxiety. Supportive
peer feedback and collaborative mteractions
further reinforce learners’ self-efficacy, while
cultural exchanges allow them to assert and
refine their intercultural positions. These
underscore  the

processes  collectively

Reza Khany & et al.



Language, Identity and the Digital Realm

1(4), 2025

Page 59 of 62

affordances of digital spaces as informal yet
powerful contexts for language acquisition and
1dentity development.

Pedagogically, our findings advocate for the
deliberate integration of game-based and
forum-style activiies into formal language
curricula, the promotion of translanguaging
and peer-based scaffolding practices, and the
mcorporation of culturally responsive digital
projects that encourage intercultural dialogue.
Future research should extend this mquiry
through  longitudinal  designs,  broader
platform comparisons—including Al-mediated
environments—and explicit attention to equity
mn digital access and literacy. By harnessing the
authenticity, interactivity, and community
ethos of online platforms, educators can create
learner-centered pedagogies that not only
advance linguistic  proficiency but also
empower ELLs to craft resilient, hybrid

identities in an increasingly digital world.

Authors’ Contributions
Each author made an equivalent contribution

to both the research activites and the

preparation of the manuscript.

Declaration

In order to correct and improve the academic
writing of our paper, the language model
ChatGPT was utilized.

References

Abdusyukur, M. (2022). The construction of
Indonesian EFL learners’ identities: a narrative-
based case study. LLT Journal a Journal on
Language and Language Teaching, 2X1), 227-
239. https://doi.org/10.2407 1/t.v2511.4449

Albagami, R. (2022). The role of playing video
games in mastering English as a foreign language
among children in Saudi Arabia during the
covid-19 lockdown. Open Journal of Modern
Linguistics, 122), 238-264.
https://do1.org/10.4236/01ml.2022.122019

Identity Construction among English Learners

Alghamdi, N. A. (2023). Negotiating Identity
through  Multimodal Meaning  Making:
Investigation of Investment, Imagination and
Choice in a Virtual Saudi EFL Context. Arab
World English Journal (AWLE]) Special Issue
on Communication and Language i Virtual
Spaces,  January  2023:258-274.  DOI:
https://dx.doi.org/10.24093/awe}/comm1.20

Al-Salmi, L. and Smith, P. (2015). The digital
biliteracies of Arab immigrant mothers. Literacy
Resecarch Theory Method and Practice, 64(1),
193-209.
https://doi.org/10.1177/2381336915617601

Aulia, R., Laksana, K., Maulida, S., Rahman, F., &
Apoko, T. (2024). The utilization of online
games to enhance students’ vocabulary mastery
mn senior high school. Journal of Languages and
Language Teaching, 121), 427-438.
https://dot.org/10.33394/j0llt.v1211.9617

Barr, S. (2010). Climate forums: virtual discourses
on climate change and the sustainable lifestyle.
Area, 43(1), 14-22.
https://dot.org/10.1111/7.1475-
4762.2010.00958.x

Black, R. (2005). Access and affiliation: the literacy
and composition practices of English-language
learners in an online fanficion community.
Journal of Adolescent & Adult Literacy, 4942),
118-128. https://doi.org/10.1598/jaal.49.2.4

Blattner, G. (2012). Web 2.0 Technologies and
Foreign Language Teaching. In V. Wang
(Ed.), Encyclopedia of E-Leadership,
Counseling and Trainmg (pp. 89-107). 1GI
Global Scientific Publishing.
https://doi.org/10.4018/978-1-61350-068-
2.ch008

Braun, V., & Clarke, V. (2006). Using thematic
analysis in psychology. Qualitative Research in
Psychology, H9), 77-
101. https://doi.org/10.1191/1478088706qp06
30a

Chan, B. (2015). A local voice of Macau:
traditional  characters, code-switching and
written Cantonese in an internet forum. Global
Chinese, 1(2), 281-310.
https://dot.org/10.1515/glochi-2015-1013

Chenchen, C. (2024). Digital literacy, practices,
and transformative 1mplications in teaching
english as a second language. International
Journal of Research Studies in Language
Learning, 10(2), 1-17.
https://doi.org/10.5861/jrsl.2024.01 1

Davila, L. T. (2019). “Paime to be Funny!”:
Humor, Learning, and Identity Construction in
High School English as a Second Language

Reza Khany & et al.


https://doi.org/10.24071/llt.v25i1.4449
https://doi.org/10.4236/ojml.2022.122019
https://dx.doi.org/10.24093/awej/comm1.20
https://doi.org/10.1177/2381336915617601
https://doi.org/10.33394/jollt.v12i1.9617
https://doi.org/10.1111/j.1475-4762.2010.00958.x
https://doi.org/10.1111/j.1475-4762.2010.00958.x
https://doi.org/10.1598/jaal.49.2.4
https://doi.org/10.4018/978-1-61350-068-2.ch008
https://doi.org/10.4018/978-1-61350-068-2.ch008
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.1515/glochi-2015-1013
https://doi.org/10.5861/ijrsll.2024.011

Language, Identity and the Digital Realm

1(4), 2025

Page 60 of 62

Classrooms. Modern Language Journal, 1032),
502-514. https://doi.org/10.1111/modl. 12557
EFarly, M. and Norton, B. (2012). Language learner

stories and 1imagined 1identities. Narrative
Inquiry, 241), 194-201.

https://doi.org/10.1075/n1.22.1.15ear

Elshahawy, K. (2020). Practicing English through
digital devices: practices and perceptions of the
EFFL undergraduate students majoring 1n
English language.
Language and Literary Studies, A1), 21-37.
https://doi.org/10.36892/1jlls.v211.109

Fairclough, N. (2003). Analysing
Textual  Analysis  for
Psychology Press.

Fauziah, F. and Nowvita, D. (2023). Exploring
students’ Informal Digital Learning of English
(IDLE) and self-regulated language learning
from a sociocultural perspective. Indonesian
Tesol Journal, J9), 197-214.
https://doi.org/10.24256/14.v512.4225

Fauziah, F. and Novita, D. (2023). Exploring
students’ informal digital learning of English
(idle) and self-regulated language learning from
a sociocultural perspective. Indonesian Tesol
Journal, I2), 197-214.
https://doi.org/10.24256/it].v512.4225

Fayard, A. and DeSancts, G. (2010). Enacting
language games: the development of a sense of

discourse:
Social  Research.

‘we-ness’ 1 online forums. [Information
Systems Journal, 2004), 383-416.

https://dot.org/10.1111/1.1365-
2575.2009.00335.x

Florasti, T. W. (2023). Analysis of online
discussion forum in Constructing English
Language skills through collaborative Learning
of preservice Teachers in Indonesia. Mextesol
Journal., 41), 1-12.
https://doi.org/10.61871/mj.v47n1-4

Freiermuth, M. and Huang, H. (2021). Zooming
across cultures: can a telecollaborative video
exchange between language learning partners

further the development of intercultural
competences?. Foreign Language Annals,
I4(1), 185-206.

https://doi.org/10.1111/flan.12504

Gebhard, M. (2005). School Reform, Hybrd
Discourses, and Second Language Literacies.
TESOL Quarterly, 39N2), 187-210.
https://doi.ore/10.2307/3588308

Gee, J. P, & Hayes, E. (2011). Language and
learning in the digital age. Routledge Press.

Goharimehr, N. (2018). Ethnocentrism, cultural
traits and 1dentity negotiations of Japanese EFL
learners. Bulletin of Advanced English Studies,

Identity Construction among English Learners

International Journal of

1(1),
https://dot.org/10.31559/baes2018.1.1.7

Grigsby, Y., Theard-Griggs, C., & Lilly, C. (201)5).
(re)claiming  voices: digital storytelling and
second language learners. Acta Technologica
Dubnicae, J1), 60-67.
https://doi.org/10.1515/atd-2015-0034

Gu, M. (2008). Identity construction and
mvestment transformation. Journal of Asian
Pacific  Communication,  18(1),  49-70.
https://dot.org/10.1075/japc.18.1.04gu

Han, X. and Kesevan, H. (2024). A case study of
Salar family education in trilingual environment
based on the theory of trilingual acquisition.
Journal of English Language Teaching and
Applied Linguistics, 0(3), 14-22.
https://doi.org/10.32996/jeltal.2024.6.3.3

Han, Y. and Reinhardt, J. (2022). Autonomy in the
digital wilds: agency, competence, and self-
efficacy in the development of 12 digital
identities. 7Tesol Quarterly, 56(3), 985-1015.
https://dot.org/10.1002/tesq.3142

Hasibuan, A. R., and Irzawat, I. (2020). The
correlation between digital literacy and English
proficiency of Unika Musi Charitas first-year
students.  Didascein  Journal —of  English
Education, 1(2), 1-7.
https://doi.org/10.52333/d.v112.664

Indriani, C., Muth’im, A., & Febriyanti, E. (2024).
English language learning through the use of
digital technology: a literature review. Linguistic
English Education and Art Journal, 72), 283-
290. https://doi.org/10.31539/leea.v712.9268

Isiki, N. (2013). Negotiation of identity:
(re)construction and (re)positioning of self
through language learning. Indonesian Journal
of Applied  Linguistics, 1),  39-53.
https://doi.org/10.17509/5al.v311.189

Jou, Y. (2012). Sociolinguistic approaches to
identity negotiation and language learning: a
circumstantiality perspective on communities of
practice. International Journal of Research
Studies 1 Language Learning, 1), 49-60.
https://do1.org/10.5861/1rsll.2012.105

Kang, S. and Kim, Y. (2023). EFL adolescent
learners’ perceptions of digital multimodal
composing tasks and task outcomes: a
longitudinal study. [International Journal of
Applied Linguistics, 332), 340-361.
https://doi.org/10.1111/5al.12473

Kendrick, M., Early, M., Michalovich, A., &
Mangat, M. (2022). Digital storytelling with
youth from refugee backgrounds: possibilities
for language and digital literacy learning. 7esol/

77-86.

Reza Khany & et al.


https://doi.org/10.1111/modl.12557
https://doi.org/10.1075/ni.22.1.15ear
https://doi.org/10.36892/ijlls.v2i1.109
https://doi.org/10.24256/itj.v5i2.4225
https://doi.org/10.24256/itj.v5i2.4225
https://doi.org/10.1111/j.1365-2575.2009.00335.x
https://doi.org/10.1111/j.1365-2575.2009.00335.x
https://doi.org/10.61871/mj.v47n1-4
https://doi.org/10.1111/flan.12504
https://doi.org/10.2307/3588308
https://doi.org/10.31559/baes2018.1.1.7
https://doi.org/10.1515/atd-2015-0034
https://doi.org/10.1075/japc.18.1.04gu
https://doi.org/10.32996/jeltal.2024.6.3.3
https://doi.org/10.1002/tesq.3142
https://doi.org/10.52333/d.v1i2.664
https://doi.org/10.31539/leea.v7i2.9268
https://doi.org/10.17509/ijal.v3i1.189
https://doi.org/10.5861/ijrsll.2012.105
https://doi.org/10.1111/ijal.12473

Language, Identity and the Digital Realm

1(4), 2025

Page 61 of 62

Quarterly, J0(3),
https://doi.org/10.1002/tesq.3146

Leonard, L. G., Withers, L. A., & Sherblom, J. C.
(2010). The Paradox of Computer-Mediated
Communication and Identity: Peril, Promise
and Second Life. In J. Park & E. Abels
(Eds.), Interpersonal Relations and Social
Patterns m  Communication Technologies:
Discourse Norms, Language Structures and
Cultural Variables (pp. 1-17). 1GI Global
Scientific Publishing.
https://doi.org/10.4018/978-1-61520-827-
2.ch001

Li, M. (2015). The study of English Learning
Community i Network based on SNS.
In Proceedings of the 2015 International

961-984.

Conference  on  Electrical, Computer
Engineering  and  Electronics.  Atlantis
Press. https://dot.org/10.2991/icecee-
15.2015.317

Li, Y. (2018). The third space identity

construction: a narrative inquiry into a Chinese
college EFL learner’s experience of online
mtercultural writing
Literature and Art Studies,
https://doi.org/10.17265/2159-
5836/2018.06.010

Liu, G., Fathi, J., & Rahimi, M. (2024). Using
digital  gamification to 1mprove language
achievement, foreign language enjoyment, and
ideal 12 self: a case of English as a foreign
language learners. Journal of Computer
Assisted  Learning, 40(4), 1347-1364.
https://doi.org/10.1111/jcal.12954

Lopez, E. and Urbar-Serrano, F. (2024). The
mmpact of online informal learning of English
(OILE) through fandom participation. Revista
Lengua Y Cultura, J(10), 92-98.
https://doi.org/10.29057/1c.v5110.12361

Lytra, V. (2021). Ethnography. In Cambridge
University Press eBooks (pp. 32-
51). hitps://doi.org/10.1017/9781108863957.0
03

Makoe, P. (2014). Constructing identities in a
linguistically ~ diverse  learning  context.
International Journal of Bilingual Education
and Bilingualisimn, 176), 654-667.
https://doi.org/10.1080/13670050.2014.953773

Marden, M. and Herrington, J. (2022).
Asynchronous text-based communication in
online communities of foreign language
learners: design principles for practice.
Australastan — Journal of  Educational
Technology, 382, 83-97.
https://doi.org/10.14742/ajet.7370

86), 912-919.

Identity Construction among English Learners

exchange. Journal of

Martins, H. (2023). Game on: notes on language
learning potentials through MMORPGs’ social
and motivational dynamics. Furopean Journal
of Language and Culture Studies, £6), 1-5.
https://dot.org/10.24018/ejlang.2023.2.6.110

Meurant, R. (2009). The significance of second
language digital literacy why English-language
digital literacy skills should be fostered in
Korea. 2009 Fourth International Conference
on Computer Sciences and Convergence
Information Technology, Seoul, South Korea,
2009, pp- 369-374.
https://dot.org/10.1109/iccit.2009.192

Mona, A. (2024). Code-switching in multilingual
societies. Furopean Journal of Linguistics, X(1),
38-51. https://doi.org/10.47941/e]l.1770

Ng, L. and Raghbir, R. (2021). Learning English
vocabulary via computer gaming. Issues in
Language Studies, 10(1), 93-109.
https://dot.org/10.33736/1ls.2708.2021

Norton, B. and Toohey, K. (2011). Identity,
language learning, and social change. Language
Teaching, 44(4), 412-446.
https://dot.org/10.1017/s0261444811000309

Pan, H., Liu, C., Fang, F., & Elyas, T. (2021). “how
1s my English?”: Chinese university students’
attitudes toward China English and their identity
construction.  Sage  Open, 11(3), 1-15.
https://doi.org/10.1177/21582440211038271

Pandhiani, S. (2022). Toward empowered
identities: an exploration of female ESL
learners’ literacy through digital storytelling.
Journal of Asian and African Studies, 59X4),
1078-1100.
https://doi.org/10.1177/00219096221125910

Pastor, M. (2018). Learners’ identifies at stake:
digital identity texts in the elf classroom.
Language Value, aAl), 36-61.
https://doi.org/10.6035/languagev.2017.9.3

Patton, M. Q. (2015). Qualitative rescarch &
evaluation methods: Integrating theory and
practice (4th ed.). SAGE Publications.

Peake, J. and Reynolds, A. (2020). “there’s a
sniper on that hill!”: gaming in English as a
global language environment. Angles, 11.
https://doi.org/10.4000/angles.3237

Peterson, M. (2012). Learner interaction m a
massively multiplayer online role playing game
(MMORPG): A sociocultural  discourse
analysis. ReCALL, 24(3), 361-380.
https://doi.org/10.1017/s0958344012000195

Pham, L. (2028). Utlizing digitally mediated
warm-up activities for developing intercultural
literacy in young EFL students: an exploratory
study. Technology m Language Teaching &

Reza Khany & et al.


https://doi.org/10.1002/tesq.3146
https://doi.org/10.4018/978-1-61520-827-2.ch001
https://doi.org/10.4018/978-1-61520-827-2.ch001
https://doi.org/10.2991/icecee-15.2015.317
https://doi.org/10.2991/icecee-15.2015.317
https://doi.org/10.17265/2159-5836/2018.06.010
https://doi.org/10.17265/2159-5836/2018.06.010
https://doi.org/10.1111/jcal.12954
https://doi.org/10.29057/lc.v5i10.12361
https://doi.org/10.1017/9781108863957.003
https://doi.org/10.1017/9781108863957.003
https://doi.org/10.1080/13670050.2014.953773
https://doi.org/10.14742/ajet.7370
https://doi.org/10.24018/ejlang.2023.2.6.110
https://doi.org/10.1109/iccit.2009.192
https://doi.org/10.47941/ejl.1770
https://doi.org/10.33736/ils.2708.2021
https://doi.org/10.1017/s0261444811000309
https://doi.org/10.1177/21582440211038271
https://doi.org/10.1177/00219096221125910
https://doi.org/10.6035/languagev.2017.9.3
https://doi.org/10.4000/angles.3237
https://doi.org/10.1017/s0958344012000195

Language, Identity and the Digital Realm

1(4), 2025

Page 62 of 62

Learning, I2), 59-75.

https://doi.org/10.29140/dd.v5n2.910
Putrawan, G. and Riadi, B. (2020). English as a
foreign language (EFL) learners' predominant
language use for online informal learning
activities through smartphones in Indonesian
context. Universal Journal of Educational
Research, 892), 695-699.
https://doi.org/10.13189/ujer.2020.08024.3
Shaw, P. (2008). Spelling, accent and identity in
computer-mediated communication. English
Today, 242), 42-49.
https://doi.org/10.1017/s0266078408000199
Shen, X., Shen, X., & Peng, J. (2023). Digital
storytelling: a literacy-building tool to promote
willingness to communicate in a second
language. Relc Journal, 553), 819-826.
https://dol.org/10.1177/00336882231157461
Spears, R., Lea, M., & Postmes, T. (2012).
Computer-mediated communication and social
identity. In Oxtord Umiversity Press eBooks.
https://doi.org/10.1093/oxtordhb/9780199561
803.013.0017
Svifa, A., Musyahda, L., & Segoh, D. (2024).
Systematic  literature review: DOGBL 1n
enhancing EFL students’ motivation. Journal of
Education and Learning, 182), 544-552.
https://doi.org/10.11591/edulearn.v18i2.21156
Thorne, S. and Black, R. (2007). Language and
literacy development i computer-mediated
contexts and communities. Annual Review of
Applied Linguistics, 27, 133-160.
https://doi.org/10.1017/s026719050807007 4
Thorne, S., Black, R., & Sykes, J. (2009). Second
language use, socialization, and learning in
mternet interest communities and online
gaming. Modern Language Journal, 95s1), 802-
821. https://dot.org/10.1111/.1540-
4781.2009.00974.x
Wang, K. and Yuan, R. (2024). Incorporating
critical pedagogy into second language teacher
education: an 1dentity lens. Relc Journal, 56(1),
103-118.
https://doi.org/10.1177/00336882241302847
Whitworth, K. F. (2009). The discussion forum as
a locus for developing 1.2 pragmatic awareness.
In Language learning and language teaching (pp.
291-318). https://doi.org/10.1075/111t.25.20whi
Wijaya, S., Asib, A., & Suparno, S. (2021).
Portraying informal digital learning of English
from management, beliefs, and practices.
Register Journal, 14(2), 157-184.
https://dot.org/10.18326/rgt.v1412.157-184
Wiltse, L. (2011). “the in-between crowd”:
contrasting representations of minority language

Identity Construction among English Learners

students. Language and Literacy, 10(2), 1-25.
https://do1.org/10.20360/¢2d59b

Ye, S. (2024). Identty crisis among Chinese
university EFL. (English as a foreign language)
learners. Frontiers m Educational Research,
Al), 80-86.
https://do1.org/10.25236/fer.2024.070111

Zheng, Y. (2024). The role of technology in
English language education: online platforms,
apps, and virtual reality In Proceedings of the
3rd International Conference on Education,
Language and Art (ICELA 2023). Atlantis
Press, 255-261. htips://doi.org/10.2991/978-2-
38476-214-9 33

Zhu, W. (2025). The role of social media in
mformal English learning: a case study of
language learning communities. International
Journal of Education and Humanities, 182),
35-39. https://doi.org/10.54097/11216n73

Reza Khany & et al.


https://doi.org/10.29140/tltl.v5n2.910
https://doi.org/10.13189/ujer.2020.080243
https://doi.org/10.1017/s0266078408000199
https://doi.org/10.1177/00336882231157461
https://doi.org/10.1093/oxfordhb/9780199561803.013.0017
https://doi.org/10.1093/oxfordhb/9780199561803.013.0017
https://doi.org/10.11591/edulearn.v18i2.21156
https://doi.org/10.1017/s0267190508070074
https://doi.org/10.1111/j.1540-4781.2009.00974.x
https://doi.org/10.1111/j.1540-4781.2009.00974.x
https://doi.org/10.1177/00336882241302847
https://doi.org/10.1075/lllt.25.20whi
https://doi.org/10.18326/rgt.v14i2.157-184
https://doi.org/10.20360/g2d59b
https://doi.org/10.25236/fer.2024.070111
https://doi.org/10.2991/978-2-38476-214-9_33
https://doi.org/10.2991/978-2-38476-214-9_33
https://doi.org/10.54097/1f2j6n73

