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Appendix C: Survey question design 

The survey was designed as a cross-sectional self-administered survey to gather both qualitative and 

quantitative data. The survey was developed and managed using the Qualtrics survey software, 

provided by Edith Cowan University for research students ("Qualtrics," n.d.). The selection of 

Qualtrics was due to the inbuilt functionality of the software to aid in the design of surveys, 

distribution, and data collection and analysis by generating real-time reports.  

 

The survey comprised of twenty questions, including seven multiple-choice questions relating to 

participant’s consent, age group, gender, country, and whether the participant had been employed in 

the video game industry. The remaining thirteen questions asked participants about: 

• video gaming preferences;  

• comprehension of subtitles and captions in games; 

•  reasons for/against use; and  

• awareness of additional forms of hearing accessibility. 

Of those thirteen questions, the following formats were used: 

• Nine multiple choice questions to collect quantitative data;  

• Three five-point Likert scale questions to collect quantitative data; and  

• One open-ended question, requiring a textual response, to collect qualitative data.  

 

The first three questions in the survey were accompanied by a letter of consent, and required the 

participant to indicate who would be completing the survey:  

• Please indicate who you are providing consent for:  

§ Myself 

§ A child for who I am the parent/ guardian 
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This question was based on conditional logic, and one of two questions would then be displayed. If 

the participant answered ‘Myself’ to question 1, then question 2 was then displayed:  

• I am 18 years or older, and freely consent to voluntarily participate in this study 

§ Yes 

§ No 

 

If the participant answered, ‘a child for who I am the parent/guardian’, to question 1, then question 

3 would be displayed: 

• I give consent for my child to voluntarily participate in this study.  

§ Yes 

§ No 

 

The purpose of questions 1-3 was to ensure permission was provided to use participant responses for 

this study. Participants were unable to proceed with the survey if they selected the ‘no’ checkbox. 

Once a participant provided consent, they were permitted to continue, and the subsequent four 

questions were:  

• Gender 

§ Male 

§ Female 

§ Other 

§ Prefer not to say 

• What age group are you in? 

§ 0-4 years, 5-4 years, 15-24 years, 25-34 years, 35-44 years, 45-54 years, 55-

64 years, 65-74 years, 75 years and above 

• Country 

§ Dropdown box of predefined countries provided by the Qualtrics software 

• Have you ever been employed in the video game industry?  



 
 

331 
 

§ Yes 

§ No 

 

The purpose of questions 4-8 was to determine who was responding to the survey. This included 

whether participants who experienced hearing loss had differing opinions of subtitles and closed 

captioning; and whether participant responses differed between those who had and had not been 

employed in the video game industry. 

 

Questions 8 and 9 were: 

• How often do you play video games? 

§ Every day 

§ 2-3 times a week 

§ Once a week 

§ 2-3 times a month 

§ Once a month 

§ Less than once a month 

• How often do you play video games on the following platforms? 

§ Mobile games 

§ Home consoles 

§ PC Games 

§ Handheld consoles 

 

These questions used a five-point Likert scale, with options including Never, Not Often, Sometimes, 

Often, All the Time. The purpose of questions 8-9 was to determine whether participants, with a 

preference for a specific gaming platform, had differing opinions on hearing accessibility and the use 

of subtitles and captions on those platforms.  

 

Question 10 was related to comprehension of subtitles and captions:  
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• Video games often have options to display audio as on-screen text. These are generally referred to as 

subtitles and/or closed captions. Are you aware of any differences between subtitles and closed 

captions?  

§ Yes 

§ No 

 

The purpose of question 10 was to determine whether participants were aware of the differences 

between subtitles and closed captions. Following this question, an information box was displayed 

advising the participants of the lack of standards and the distinction between subtitles and closed 

captions in specific countries (Figure 116).  

 

Figure 116 Subtitle and Closed Caption Information Box for Survey 
 

The inclusion of this information was to assist participants in answering the subsequent two questions. 

Questions 11, 12 and 13 related to the participant’s use of subtitles and closed captions in games, and 

were based on conditional logic.  
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• Do you use subtitles in the games you play?  

§ Yes, I always make sure subtitles are turned on.  

§ I only leave subtitles on if they are enabled by default, but otherwise won’t 

turn them on.  

§ No, I never use subtitles 

 

If the participant responded with ‘yes’ or ‘I only leave subtitles on if they are enabled by default’ to 

question 11, then question 12 would be displayed. This question allowed the participant to select 

multiple responses including an ‘other’ field to facilitate a textual response if the predefined answers 

were insufficient. 

• What are your reasons for enabling subtitles?  

§ I have a hearing loss 

§ English is a second language 

§ They help me understand character speech 

§ They help me understand the story 

§ I sometimes have difficulty with characters’ accents 

§ I don’t want to miss any crucial information  

§ They help me understand when characters speak too quickly 

§ They help me understand how to play the game (in-game cues, instructions 

etc.) 

§ I often play in a sound sensitive environment, and need to keep the audio 

low so as not to disturb others.  

§ I find that music and/or sound effects can overpower pivotal dialogue 

§ Other (describe) 

 

If the participant responded with ‘no’ to question 11, question 13 would instead be displayed. The 

question permitted the selection of multiple responses, including an ‘other’ field for a textual response.  

• What are your reasons for not enabling subtitles?  

§ I’ve never used them 

§ Subtitles aren’t available in the games I play 
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§ The games I play don’t rely on, or use, meaningful dialogue 

§ They distract me when I’m playing the game 

§ I find them difficult to read 

§ I’m too busy playing the game to read 

§ Other 

 

Question 14 followed the same format as question 11. This required the participant to answer a 

question regarding their use of captions.  

• Do you use closed captions in video games?  

§ Yes, I always make sure captions are turned on 

§ I only leave closed captions on if they are enabled by default, but otherwise 

won’t turn them on.  

§ No, I never use closed captions 

 

Using conditional logic, one of two questions would then be displayed. If the participant responded 

with ‘yes’, or ‘I only leave closed captions on if enabled by default’, question 15 would be displayed. 

The question allowed the participant to select multiple responses, with an ‘other’ field providing a text 

field for additional information.  

 

• What are your reasons for enabling closed captions?  

§ I have a hearing loss 

§ English is a second language 

§ To help me understand character speech 

§ To help me understand the story 

§ I sometimes have difficulty understanding characters’ accents 

§ I don’t want to miss any crucial information 

§ They help me to understand when characters speak too quickly 

§ They help me understand how to play the game (in-game cues, instructions 

etc.) 
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§ I often play in a sound sensitive environment, and need to keep the audio low 

so as not to disturb others. 

§ I find that music and/or sound effects can overpower pivotal dialogue 

§ Other (describe) 

 

If the participant responded with ‘no’ to question 14, then question 16 would instead be displayed. 

The question allowed for the selection of multiple responses, including an ‘other’ field for a textual 

response. 

• What are your reasons for not using closed captions?  

§ I’ve never used them 

§ Closed captions aren’t available in the game I play 

§ The games I play don’t rely on, or use, meaningful dialogue 

§ They distract me when I’m playing the game 

§ I find them difficult to read 

§ I’m too busy playing the game to read 

§ Other 

 

Question 17 and 18 were formatted as a five-point Likert scale, for gauging participants’ experiences 

and opinions of subtitles and closed captions in the games they play. For question 17 participants had 

the option of selecting one of five fields, including Never, Rarely, Sometimes, Often, All the Time. 

 

• Please answer the following about your experiences with subtitles and closed captions:  

§ Subtitles are available in the games I play 

§ Closed captions are available in the games I play 

§ Subtitles help me to play games 

§ Closed captions help to me to play games 

§ I find games more enjoyable with subtitles  

§ I find games more enjoyable with closed captions 
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For question 18, the available responses included Strongly Disagree, Disagree, Undecided, Agree, 

Strongly Agree.  

• Please answer the following about your opinions of subtitles and closed captions:  

§ I prefer subtitles to closed captioning 

§ More games need to use subtitles or closed captions 

§ There needs to be a standard to define closed captioning and subtitles in video 

games 

§ Closed captioning should be mandatory in video games 

§ Subtitles should be mandatory in video games 

§ I would like to see different ways of conveying audio in video games 

 

Question 19 and 20 were formatted as multiple-choice questions, with ‘yes’ or ‘no’ options. If the 

participants selected ‘yes’, they were required to provide additional information via a text input field.  

• Do you know of any other in-game options that provide audio information in another way? 

§ Yes (describe) 

§ No 

 

The purpose of question 19 was to determine whether participants were aware of additional options 

in video games, used to provide information that is typically provided via game audio. This question 

was open ended, to allow participants to describe alternative forms of feedback in their own words. 

It was intended that results from this question would be cross-referenced with the results of the second 

iteration of Cycle 2.  

 

Finally, question 20 permitted the participants to provide any additional comments regarding the 

survey. The purpose of this question was to offer the participant the option to provide with any 

additional comments or feedback regarding the survey, or topics related to the survey. 

 



 
 

337 
 

• Do you have any other comments or questions?  

§ Yes (describe) 

§ No 

 

If in question 20, ‘Yes’ was selection, then a free text comment box was presented.  
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Appendix D: Subtitles Survey 
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