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Abstract

Video game live-streaming is a form of
performance that continues to grow in popularity
and that exerts considerable influence not only on
the ways in which video game culture is consumed,
but also on the forms of participation in that
culture, particularly through the various forms of
“secondary play” (Delbouille 2018). Because of
this impact and popularity, live-streaming already
benefits from an important bibliography in the field
of game studies and has its own methodologies
(Recktenwald 2017). In particular, this object has
been studied in relation to competitive gaming
practices and e-sports (see Taylor 2012 and 2018),
through the concept of game spectatorship
(Cheung & Huang 2011), or in the fields of
sociology, ethnography or marketing (see Gandolfi
2016; Hamilton, Garretson & Kerne 2014,
Kaytoue et al. 2012; Deng et al. 2015; Edge 2013;
Johnson & Woodcock 2019; Pellicone & Ahn
2017) among others (for an expanded state of the
art on the topic, see Harpstead et al. 2019).

However, while it uses video game as a medium,
this cultural practice also relies heavily on the
production of spoken and written discourses. On
the one hand, the streamers’ utterances federate
their communities through the construction of an
idiolect  (using  slogans, running  gags,
catchphrases), more or less fed and crossed by
other lexical fields (coming from the games played
or the streaming platform, in particular). On the
other hand, the chat’s written interventions repeat,
appropriate and make these language elements
evolve. A few works have begun to focus on these
discourses, especially for their potentially toxic
dimension (see Poyane 2018 and 2019; Mihailova
2020), or to underline the massive and
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cacophonous character of viewers’ interventions in
the chat, sometimes compared to the “roar of a
crowd in a stadium” or to a “waterfall of text”
(Hamilton ef al. 2014: 1320).

As an extension of these first approaches, this
presentation proposes to study the circulation of
vocabulary between several communities of
French-speaking streaming viewers on Twitch.tv,
by combining (following the model of the work of
Bouveyron, Latouche & Zreik, 2016) network
analysis and natural language processing of
messages posted in the chat. Specifically, we will
build on the work of Nicholas Bouchaib', who used
network analysis to map the various French-
speaking streaming communities on Twitch during
January 2022. By measuring viewers traffic on
different channels, he produced several graphs
(where each point represents an account and each
link the action of watching a streamer) showing
which channels attract the largest audience and
which channels are connected by a large number of
viewers.

Figure 1 - Cartography of the “multi-gaming”
streaming communities realized by Nicholas
Bouchaib




Based on these first visualizations, we will select
a corpus of chat logs from the 9 main channels
emerging from the “multigaming” subcategory of
the map (see Figure 1): Domingo, Zerator, Ponce,
Antoine Daniel, MisterMv, Joueur du Grenier,
Etoiles, Le Stream and Xari. This category gathers
“variety streamers” (Taylor 2018), i.e. streamers
who use various video games in order to offer
content mainly aimed at humor and entertainment
(rather than competition). Thanks to the tool
TwitchDownloader*, we will download, for each
considered channel, one week of chat logs in the
form of text files including the messages posted,
their time stamp and the pseudonyms of their
authors (this should represent several hundreds of
thousands of entries in the chat for each channel,
equivalent to several million words).

By exploiting this corpus with the help of natural
language processing tools, this paper will aim at
answering two questions in parallel. On the one
hand, we will try to determine to what extent
communities defined by the network analysis can
also be identified by the sharing of the same
vocabulary: how do discursive communities form
on Twitch.tv? Around what type of vocabulary do
they form or break down? What are the elements
that determine the appearance of one lexical field
rather than another? What is the share of influence
of the streamer or of the game played, and that of
the platform Twitch.tv?

On the other hand, we will try to answer a more
methodological question related to digital
humanities (which can to some extent be
transposed to the topic of character networks): how
to represent such a large number of superimposed
data in an interpretable and efficient model? One of
the shortcomings of the visualizations proposed by
Nicolas Bouchaib is indeed that the density of
connections within the network makes it difficult to
read the graphs and invites us to question what
really provides information in this context, and
how to preserve the ratio between the quantity of
information transmitted and the complexity of the
infographics (Tufte 2020). In our case, the
representation will require even more a semiotic
reflection, since it will be necessary to make visible
the exchanges and evolution of the vocabulary used
by the audience in addition to the particularly dense
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network of actors. Through this case study, we thus
wish to shed light on the modes of operation of
linguistic exchanges specific to video game
streaming on Twitch.tv, but also to propose
methods facilitating the study of the circulation of
vocabulary between multiple entities.
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