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B craTbhe mipencraBieH cHMCTeMAaTUYECKU 0030p MCCIeMOBaHMI, TTOCBSIIIEHHBIX BBISIBICHUIO CBSI3M Pa3HbBIX
TUTIOB BUJICOUTP Y KOMMYHUKATUBHBIX HABBIKOB UTPOKOB IOHOIIIECKOTO Bo3pacTa. JJist mpoBeeHUsI cUcTeMaTyie-
cKoro o63opa Obl1a ucroiab3oBaHa Metonoioruss PRISMA, kotopasi mpemiaraeT alropuTtM, AeJaloliuii 0630p
JIATEPaTypbl MAKCUMaJIbHO OOBEKTUBHBIM. YKa3aHHasi METOIOJIOTHS TIPEATIoiaraeT MOMCK MHTEPECYIOIIUX CTaTel
o 6a3aM JaHHBIX HA OCHOBE KJIIOUYEBBIX CI0B. M3 1953 HalineHHbIX cTateit 3a mepuon 2018—2023 rr. rociie mpo-
XOXIEHMS TANOB UIEHTU(UKAIIMY, CKPUMHWHTA W TIPOBEPKU Ha MPUEMIIEMOCTb B KaUeCTBEHHBIM CUHTE3 ObUIN
BKJTIOUEeHBI 9 nccienoBanuii. CoriacHo pe3ysibTaTaM aHaJli3a JaHHBIX 3TUX UCCIIEI0OBAHUI, BUICOUTPBI CTIOCOOHBI
pa3BMBaTh KOMMYHMKATMBHBIC HAaBBIKM Y IOHOIIIEW M MOJIOIBIX B3pocibix. Hambonee BbipakeHHBINH 3(PdekT
JNEMOHCTPUPYIOT MHOTOIIOJIb30BaTeIbcKue oHIaitH-Buaeourpsl (MMOG), Tak Kak B mpoliecce Urpbl YYaCTHUKU
aKTMBHO B3aUMOJEHCTBYIOT IPYT C IPYrOM, MCIOJIB3Ysl YCTHOE U NMHChbMeHHOe obiieHrne. MMOG MOTHBUPYIOT
WTPOKOB M3y4YaTh aHTITMHACKUIA SA3bIK, €T0 TPAMMATHUKY 1 JIEKCHUKY, a CITOCOOHOCTb YBEPEHHO OOIIAThCSI TTOBBIIIAET
CaMOOIICHKY MTPOKOB M JaeT HAaBBIKM MEXKYJIbTYPHOTO B3auMOACHCTBUsSA. [lepCleKTUBHBIM IIPEICTaBIISIETCS
JajibHelass pa3padoTka BOMPOCOB, KacarolIMXCs MpakTUYecKoro ucrnojb3oBaHuss MMOG B paMkax y4eOHbBIX
KYPCOB 10 U3YYeHUIO0 MHOCTPAHHOTO SI3BIKA.

Karoueevte caoea: KoMMyHUKalMsI, KOMMYHUKATUBHbIE HAaBbIKM, MHOTOITOJb30BaTEIbCKHE OHJIAH-BUIECOU-
IpBI, MOAPOCTKHU, IOHOLLU, cucTeMaTuueckuii ananus, PRISMA, ESL, MMOG.
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The article presents a systematic review of studies on the effects of different types of video games on the communica-
tion skills of adolescent and young adult gamers. To conduct the systematic review, the PRISMA methodology was used,
which offers an algorithm that makes the literature review as objective as possible. This methodology involves searching
for articles of interest in databases based on keywords. Of the 1,953 articles retrieved from 2018—2023, 9 studies were
included in the qualitative synthesis after going through the identification, screening, and eligibility stages. Based on the
results of analysis of data from these studies, video games have the potential to develop communication skills in adoles-
cents and young adults. The most pronounced effect is demonstrated by massively multiplayer online video games
(MMOG), since during the game the participants actively interact with each other using oral and written communica-
tion. MMOGs motivate players to learn English, its grammar and vocabulary, and the ability to communicate confi-
dently increases the players’ self-esteem and provides skills in intercultural interaction. Further development of issues
related to the practical use of MMOGs within the framework of foreign language training courses seems promising.

Keywords: communication, communication skills, multiplayer online video games, adolescents, young men,
systematic analysis, PRISMA, ESL, MMOG.
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BBenenne

B HacTosIee Bpems BUIOECOMIPHI CTalM OTHON U3
HanboJsiee MOMYISIPHBIX U JOCTYMHBIX (hOpM aocyra st
e pasHoro Bo3pacta. B 2022 r. 24% nereir u non-
pocTkoB 10 18 et u 36% 1oHolIel 1 IeBylIeK B BO3pac-
Te 18—24 roma urpanu B Bumeourpsl, a B 2023 r. obmiee
YHUCJIO0 WTPOKOB MO BCEMY MHpPY, COTJIACHO IIPOTHO3Y
Accolanuy pa3BlIeKaTeJIbHOIO IIPOrpaMMHOTO 00e-
cnieueHus (Entertainment Software Association),
JOCTUTHET 3,38 MuwuInapaa, yBeJMYMBLIMCh Ha 6,3% 1o
cpaBHeHuto ¢ 2022 romowm [9; 11].

M3yueHue CBSI3M MEXIY MCITOIb30BaHUEM BUICOUTP U
pa3BUTHEM KOMMYHUKATUBHBIX, KOTHUTUBHBIX, COIIMAJIb-
HBIX MPOIIECCOB Y MOAPOCTKOB U IOHOIICH SIBIISICTCST BaX-
HOI HAyYHOU 3amayeit.

C omHOII CTOPOHBI, 0030p COBpPEMEHHBLIX PadoOT B
3TOM 00JJaCTH CBUIAETEIBCTBYET O IIPOTUBOPEUMBOM
XapakTepe UMEIIINXCs TaHHBIX. OTMeJaeTcsl MOI0XKM-
TEJIbHOE BIWSIHWE BUICOWTP HA pa3BUTHE BHUMAHWS,
MIPOTHOCTUYECKOTO MBIIIJICHUsI, HaBbIKa TIJIaHWPOBa-
HUSI, TTPOCTPAHCTBEHHBIX HABBIKOB Yy ITOAPOCTKOB M
FOHOIIIEH, TaKKe (DUKCUPYETCS MOBBIIICHUE CaMOOIICH-
KM, YMEHBIIIEHUE TPEBOXHOCTHU, BIUSIHUE Ha (pOpMUPO-
BaHHE TIPOCOIMAJBHOTO TOBeAeHMS M T. O. OmHaKoO
HCCIIeIOBATEIM OIMMCHIBAIOT U HETaTUBHBIE 3(P(EKTHI,
CBSI3aHHBIC C TOBBIIICHUEM YPOBHSI arpecCuM, CHMXKeE-
HUEM YCIIeBa€MOCTH, TTOSIBJICHUEM IETPECCUBHBIX CUM-
nToMoB U T. A. [2; 10; 12; 13; 16]. B HekoTOpBIX McCCe-
MOBaHUSIX TIPEANPUHUMAIOTCS TOMNBITKM TIPOCIEAUTH
CBSI3b MEKIY TUTTOM BUJIEOUTPHI U TEM 3(PHEKTOM, KOTO-
pBIif 3Ta BUAcOUTpa OKa3bIiBaeT Ha urpoka. Hampumep,
yBJiedeHue Bugeourpamu B xxaHpe MOBA' cBs3bIBaIOT ¢
M3MEHEHHEM KadeCTBa COILMAJIbHOTO B3aMMOACHCTBUS
WTPOKOB: IPOSIBICHUEM CJIOBECHON arpeccuu, mpeHe-
OpeXeHreM MHEHUEM JAPYTOro UTPOKA, HEMCTIOJTHEHNEM
B3aMMHBIX JOTOBOPEHHOCTEH U T. 1. [22].

C npyroii CTOpOHBI, 0OpallaeT Ha ce0s BHUMaHUE caM
OrPOMHBIIT 00BEM UCCIEAOBAHUM, MOCBAIIEHHBIX TaHHOK
npobJjieMaThKe. AHAJIU3 TaKOro KOJUYEeCTBAa MCTOUYHUKOB
MPEACTaBIISIeT CO00I OTHCIBHYIO HAYTYHO-MCCIIEIOBATEb-
CKYyI0 3amady. B 3Toii cBsI3M aKTyaJIeH ITOMCK HOBBIX CITOCO-
00OB 00pabOTKM JAHHBIX, OJHUM M3 KOTOPLIX SIBJISIETCS
PRISMAZ2.

MeToa cHCTEMaTHYECKOTO 0030pa

Meton cucreMaTU4eCcKoOro od3opa JuTepaTypbl MpU-
1ejl B TICUXOJIOTUYECKUE WCCICIOBAHUS M3 MEIUIIMH-
ckux paboT. OH MMUPOKO pacIpoCTpaHEH B €BPOIEICKOM
U aMEPUKAHCKOM MCCJIEOOBATEIbCKOM ITPAKTUKE, HO B
OTEUECTBEHHOM TpamWIIMU HCIIOJb3YETCS ITOCTATOYHO
penko [1; 3].

CucremMaTnyeckuii 00630p mpeAcTaBisieT coboil «...
0030p 4eTKO ChOpMYIMPOBAHHOIO BOIIPOCa, B KOTO-
POM HCITOJIB3YIOTCS CHUCTeMaTUYECKME M SKCIUTAIIMT-
HbIe METOMBI IJIS BBISIBIICHHUSI, OTOOpa M KPUTHUISCKOMN
OLIEHKM COOTBETCTBYIOLIMX WCCIAEIOBAaHUMN, a Takxke
I coopa M aHaJlM3a JaHHBIX MCCIEIOBAaHUI, BKIIIO-
YeHHBIX B 0030p» [20, c. 752]. OH BKJIIOUaeT MpoIece
MorcKa BCeX OMyOJIMKOBAHHBIX pabOT, COOTBETCTBYIO-
IIUX OJHOMY WJIM HECKOJIbKMM 3apaHee C(OpPMYIUPO-
BaHHBIM MCCJICAOBAaTEIbCKUM BOIIpOCaM, a TaKXe
CUCTeMaTU4YeCKOe TIPEeACTaBICHNEe U CUHTE3 pe3yJibTa-
TOB 3TOTO Torcka. CucTeMaTuyecKuii 0030p Hampas-
JICH Ha MUHUMM3ALUIO CYOBEKTUBHOCTU M TIPEIAB3SITO-
CTU B HayYHBIX UCCICTOBAHUSIX.

CucTeMaTUIECKHU 0030p TUTEPATYPhl IPUMEHSICT-
csd B ciIyvyae, ecqiu: 1) pe3yabTaThl pa3HbIX UCCIeI0Ba-
HUU IIPOTUBOPEYAT APYT APYTY; 2) HEOOXOAMMO TOJIy-
YUTh MCUEPNbIBAIOILIYIO KAapTUHY WCCIEI0OBAHUIM;
3) ecTb 11e1b 0OOCHOBATH JAJbHEHUININE UCCICIOBAHMS
B Kakoii-nubo ob6mnactu [20; 24]. Merton oTauvaer
TpaHCIIAPEHTHOCTh, METOANYHOCTh U BOCITPOU3BOIM -
MOCTb.

Kak u 11060#f METOMOJOTUYECKUI HMHCTPYMEHT,
CUCTeMaTUYeCKUiIl 0030p UMeeT IIPpenuMYyIIecTBa U Hell0-
cratku. K mpemmyniecTBaM MOXHO OTHECTH BO3MOXK-
HOCTbh HAaTU U 00paboTaTh HAMHOIO 0OJIbIIE UCTOYHU-
KOB, YeM IIp1 OOBIYHOM TTOMCKE, UTO MO3BOJISIET CAEIaTh
Oosiee T1yOOKOE M y3KOHAIIpaBJIEHHOE HCCJIelOoBaHUE.
MeTom maeT BO3MOXHOCTh ITOCMOTPETh Ha MHTEPECYIO-
1IYI0 TeMy MOJ pa3HbIMU YrjiamMMu, B paMKax pasHbIX
Hay4YHBIX TTOIXOIOB M COCTaBUTb OOBEKTUBHYIO KapTH-
Hy. HemocTaTtku 3TOTO METOMa CBSI3aHBI C COBPEMEHHBI-
MU TEHACHLMSIMU TMPENCTAaBACHUS HAYYHOrO 3HAaHUS, B
JAaCTHOCTH, C MpoOJIeMaMM HaJlIWM4Yusl TEPMUHOIOTHYE-
CKMX CHHOHMMOB, a TakKXe ¢ MIpobieMaMH IepeBojaa
HAy4YHOI TEPMUHOJIOTUH.

' MOBA (ot arri. «multiplayer online battle arena») — MHOTOITOJIb30BaTeJIbCKasi OHJIAiTH-00eBast apeHa — TUIT BUJICOUTP, KOTOPBIA
coYeTaeT JIEMEHTHl MHOTOIOJIb30BaTEIbCKUX POJIEBBIX UTP W CTPATETUil B pealbHOM BPEMEHU.
2 PRISMA (ot anru. «Preferred Reporting Items for Systematic Reviews and Meta-analyses») — MpeanodYTUTeIbHbIE CTAHIAPThI

OTYETHOCTU AJIA CUCTEMATUYECKUX 0630pOB 1 M€TaaHaJIM30B.
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Metonoiorus PRISMA

Merononoruss PRISMA, ncnonb3oBaHHass B JaHHOM
HCCJIeIOBAHUM, TIPEICTABIISIET COOO0I OIMH U3 aJITOPUTMOB
MpoBeJAeHUsI cucTemMaTnudeckoro obsopa [17]. B manHoOit
cTaTtbe OymeT MOAPOOHO OIMMCAaH MOPSAOK JEHCTBUI MpU
BBITIOJTHEHUM JTaHHOTO BHIA CHCTEMaTHYeCKOro ob3o0pa,
TaK Kak aBTOPY He BCTPETUJIOCH ITOI00HOI MHCTPYKIIUM Ha
DPYCCKOM SI3BIKE.

PRISMA nmMeeT HECKOJIBKO 3TAroB UCCAEIOBAHMUS:

1) BBeZAeHUEe — COAEPKUT 0OOCHOBaHUE, LIEJIM UCCTIe-
JIOBaHUSI U UCCeI0BATEIbCKUE BOIIPOCHI;

2) METOIbl — OIMUCHIBAIOT KPUTEPUU MTPUEMIEMOCTU U
WCTOYHUKMU JJI4 TIOMCKA;

3) cOOCTBEHHO MOUCK,;

4) oTOOp MHTEPECYIOLIMX MCCAESAOBAHUN M3 HaiJeH-
HBIX U OLIEHKA PUCKOB MPEIB3SITOCTH;

5) cUHTE3 pe3yabTaToB U X obcyxaeHue [3; 19].

Kpome Toro, PRISMA mnpeamnoiaraer cocraBjieHUe
0JIOK-CXEMBI, OTIMCHIBAIOIIEH Pe3y/IbTaThl TIOMCKA Ha KaX-
nowm 1are [18] (puc. 1).

Xoa ucciaeroBaHus

B Havane HeoOxoaumo cOpMyIupoOBaTh LEIU UCCIe-
JIOBAaHMSI Y UCCIIEN0BATEIbCKIE BOTIPOCHI.

Ileab naHHOTO HMCCIEIOBAHUS — COCTaBUTh CUCTEMATU -
YECKUI 0030p JIUTePaTypPhl IO BOIIPOCY CBS3W THIIA BUIEO-
WUTPbl 1 KOMMYHUKATUBHBIX HABBIKOB MOIPOCTKOB, IOHO-
1Iei ¥ MOJIOBIX B3POCIIBIX.

Hccnedosamenvcikue 6onpochL.

1. ECTb 1 CBA3b MEXIY TUIIOM BUICOUTPHI U CTEIICHBIO
Pa3BUTHUSI KOMMYHUKATUBHBIX HABBIKOB UTPOKOB?

2. Kakoe nmpakTuueckoe MpuMeHeHre uMeeT (BO3MOXK-
Hasi) CBS3b MEXIy >KaHPOM BUJICOUTPHI U CTETICHBIO pa3-
BUTHSI KOMMYHUKATUBHBIX HABBIKOB UTPOKOB?

Kpurepun 0T00pa MCTOYHHKOB
HGO6XO,Z[I/IMO OIpeCaACINTbCA C KIIOUYEBLIMU CJI0OBaAaMMU

IJId TIOMCKa, onupasACh Ha MPUBEACHHBIC BBILIC UCCIIEI0-
BaTCJIbCKUE BOIMPOCHI.

[Ty ek, TTyGneEanmy,
= HaeHTHOHUHPORANKLIE Yepes HICHTHHIBPOBAHHELE TepEs
E Seopus (n=315) Semantic Scholar (n=1638)
'E' | |
g |
. Beero HaiiIeHEEX Tlybmerimn mocae
my Gakat (n=1953) yAATIEHEA [y DEKaTOR
(n=061)

/

Ty OTHEATHE, TpOmeIImEe:

HepmouesHee myOTHEIIHE

crpHHEEET (n=48) (n=013)
g
3 TToAHOTERCTOBRIE CTATHH, Hexmogennsie
g DUEHEHNLE Ha MOMHOTEXCTORRIE CTAThH
%‘ DpHEMIEMOCTE (a=15) (n=33)
=

E KEA9eCTECHERIN CHETES

Heeneqopanms, BRTOUEHHEE

(qualitive synthesis (n=9)

Brmogenasie

Puc. 1. Brok-cxema PRISMA
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B Hamewm ciydae K1to4eBbIMU CJIOBAMU SIBJISLIUCH: digital
play, videogame, communication, role play, role-playing, simu-
lator, action. BkintoueHre Ha3BaHUs kaHpPoB (role play (role-
playing) — «posieBasg urpa», simulator — <«CUMYJISITOP»,
action — «3KIIIH») ObUIO0 000CHOBAHO OIMOPOiA Ha OOIIENPH-
HATYI0 KJacCU(bUKAIMIO KOMMBIOTEPHBIX Urp [8].
HckimoyeHrne Takoro aHpa Kak cTpaTeruu (aHri.
«strategy») ObLIO OOYCJIOBJIEHO HaJIUM4yueM MyOauKauuu
koHIa 2022 roga, B KOTOPO MPOU3BENEH CUCTeMaThye-
CKUI aHaJIM3 BIWSHUSI BUICOUTP B XKaHpEe CTpaTerMu Ha
KOMMYHUKATUBHbIE CIIOCOOHOCTU UTPOKOB [24] (CM. HIXE).

Bpemennoit duanaszon crateit — 2018—2023 ToOmEHL.
Tlepuon B 5 ieT 66T BBIOpAH UCXO/ISI U3 TOTO, UTO BO3MOXK-
HOCTU TIU(PPOBBIX TEXHOJIOTUN HACTOIBKO OBICTPO IPO-
TPECCUPYIOT, YTO HayUYHbIE MCCIIEIOBAHUS HE YCTIeBAIOT 32
3TUMU TeMIIaMU U JIOBOJIBHO OBICTPO yCTapeBaloT, ITO3TO-
MYy CYIIIECTBYET OOBEKTUBHAST HEOOXOAMMOCTb OMUPAThCS
Ha HOBeii1Ie padboThI.

Bospacmroii duanazon y9aCTHUKOB OBIT OIIpeaesieH ¢ 12
1o 30 ;eT, Tak Kak LEeJIbl0 TaHHOTO MCCIEIOBAaHUS OBLIO
OTIPEJIC/INTh CBSA3b THUIIA BUIECOUTP U KOMMYHUKATHUBHBIX
HaBBIKOB Y TIOJIPOCTKOB, IOHOIIEN W MOJIOIBIX B3POCIIBIX.

TMouck ocymiecTBsIICS 1O 6azam danHbix «Scopus» 1
«Semantic Scholar». Kpome Toro, 1o ykazaHHbIM KJItO4e-
BBIM CJIOBaM ObLJT OCYLIECTBJIEH MOUCK B POCCUICKOI Oa3e
«Elibrary», HO OH He AaJl pe3yJbTaToB.

DTansl HCCAETOBAHUS

3amaua nepsoeo smana (Searching (Identification) — «IToncK»,
«WAEHTU(UKAIMSI») — CcOOpaTh MaKCMMAaJIbHOE KOJINYECTBO
paboT 1Mo KIIIOYEBBIM CJI0BAM 13 BbIOPAHHBIX 0a3 HaHHBIX. JLst
pellIeHrsT 3TOi 3a1aun UCMob30oBaaach nporpamma «Harzing’s
Publish or Perish 8.9.4538.8589». B pe3ynbrarte B 6aze «Scopus»
ObLTO HalimeHo 315 mybnukanmii, B «Semantic Scholar» — 1638.
Bcero nyonukanuii — 1953 (puc. 1).

Bmopoii sman (Screening — «CKpWHHWHT») OCYIIIECT-
BJISLJICSI TIOCPEICTBOM OHJIaliH-cepBuca «Rayyan» u cocto-
SUT 3 HECKOJIbKUX 111aroB.

B navasie (mepBblii 11ar) ObUTH yoaJdeHbl AyOJIUKATHl —
OIMHAKOBBIE CTaTbW, KOTOPbIC OBLIM HalIEeHBl B Pa3HbBIX
0azax maHHbIX. [Toce uckiIoueHusT Ay0IMKaTOB OCTaJICs
961 UCTOYHUK.

Crenyromuii (BTopoii) 1ar npesarnoJjarai NOBEpXHOCT-
HO€ 3HAKOMCTBO C COJAEp>XaHUEM CTaTeil MOCPEeICTBOM
YTeHUs UX Ha3BaHMIl M aHHOTauMii. Eciu comepxxaHue
AHHOTALIMU HE COOTBETCTBOBAJIO LI€JIM HACTOSIIIETO UCCIie-
IOBaHUSI U HE COOTHOCWJIOCh C MCCIEI0BATEIbCKUMU
BOMPOCAMU, TO CTaThs HE BKIIOYAJIACh B NaJbHEHIIYIO
paboty. Ha aTOM 11are 06bIYHO UCKITIOYAETCS JOCTATOYHO
0OJIBIION 00BbEM MCTOYHMKOB, TaK KaK aBTOMaTUYECKUI
MOUCK, KOTOPBII OCYIIIECTBIISICS HAa MIEPBOM 3Talle, mpe-
MoJiarajl MOMCK MCKIIOYUTEIBHO IO KJIIOYEBBIM CJIOBaM,
0e3 yueTa CMBICJIOBOTO U COJEPXKATEIBHOTO HAIOJHEHUS.
B naHHOM HcciienoBaHUU CKPUHUHT TTPOIUTH 48 myOnuka-
1uii, a 913 paboT ObLIM UCKIIOUEHBI.

Tpetunii mar npeamnosarai MOBEPXHOCTHOE 3HAKOMCTBO C
TTOJIHOTEKCTOBBIMU BEPCUSIMU OTOOpaHHBIX cTaTei. Ha aTom
9Tare TakKKe KaKoe-TO KOJWYECTBO CTaTeil MOXET UCKIIIO-
yaThCs U3 NaJbHENIIEro uccienoBaHusl. B naHHOM ciydae
OBLIO UCKITIOUEHO 33 MyONUKAlMU MO CIEAYIOIIUM TPUYU-
HaMm: 1) myOauKauus mpeacrapisijia coOOl riaBy U3 KHUTH, a
HE CTaThlo; 2) He ObLJIO BO3MOXHOCTH IMOJYYUTh JOCTYN K
MOJTHOTEKCTOBOI Bepcuu; 3) coaepKaHue UCCIeJ0BaHUS He
COOTBETCTBOBAJIO 3asBJICHHOW TeMmaTuKe (uccieqoBalach
CBSI3b BUIEOUTP, a HE KOHKPETHBIX KaHPOB U KOMMYHUKa-
TUBHBIX (DYHKIIMI, MCCIA0BANACH CBSI3b PA3IMUHBIX KaH-
POB BUICOUTP U KOTHUTUBHBIX (DYHKIIMIA U T. 11.); 4) BO3pacT
PECIIOH/IEHTOB BBIXOWJI 32 PAMKU UccieaoBaHus. [t naib-
Heiiieit paboTsl octanock 15 crarei.

YeTBepThlii 1Iar mpenriosarajl BIYMYMBOE TPOYTEHUE
MOJIHOTO TEeKCTa OTOOpaHHBIX padboT. Ha aTom aTare ObLn
WCKJTIOUEeHBI elie 6 craTteii. TakuM 06pa3oM, Ha CieaytolieM
aTane OyayT NMpOoaHAIM3MPOBaHbl 9 UCTOYHUKOB, KOTOPHIE
MOJTHOCTBIO COOTBETCTBYIOT UCCJIEIOBATEIBCKUM BOIIPOCAM.

Yare Bcero B CKpUHUHIE YYaCTBYIOT HECKOJBKO UCCIIe-
JoBateJieil, 4ToObl TOJYYUTh Haubosee AOCTOBEPHbIE
pe3yabTaThl. B aTOM ciiydae no0aBisieTcsl YeTBEPThIi 1ar —
U3MepeHre MeXIKCIIepTHON HanexXHocTh. OrpaHuuyeHue
JTAHHOTO KCCJIEIOBAHUS CBSI3aHO C TeM, YTO €r0 MpPOBOAWII
OJIVH aBTOP, MTO3TOMY 3TOT ILIATr ObLT OMYIIEH.

Tpemuii sman (Analysis — «aHaJIM3») COCTOUT U3 IBYX
11aTOB.

IlepBbiil 1Iar mnpenamnosiarajl COCTaBJIEHUE CBOJHOU
TaOJIUIIBI, TIIe KPATKO OMUCHIBAJIMCH AN3alH W Pe3yJIbTaThl
KaxJoro uccienoBaHus. B jaHHOM ciiydae Takas Tabauiia
coaepxkana 9 crareii (tabh. 1).

Taonunoa 1

CpoaHas Ta0JIMLA MCCIeI0BAHMIT

ABToOp, TO] Ha3Banue craTbu Crpana, BbIOOpKA Bupa Buneourp* JIn3aiin ucciaenoBanus**
Arnold- Video game play as a Benzpus — nonpoctku OKIIH-Urpbl (Urpel | [TepekpecTHO KOrOpTHBINA OIIPOC € IBYMSI
Stein R., meaningful online social | 14—20 siet (n = 890): Hereii- | ¢ OTKPHITHIM MOCJIeI0BATEIbHBIMU BBIOOPKAMMU: IKCIIE-
Hortobagyi L. |activity — a virtual zone |wmepsl (n = 244) — sKcriepu- | MUPOM, LIYTePBI***, | puMeHTaIbHAs TPYIINa U KOHTPOJIbHAS
(2022) 5] for integrative L2 learn- | MeHTanmbHas Tpymma, reiiMe- | KopoJjieBckasi outsa | rpyrima. O6e TpymIibl MPOXOIUIIN TeCT Ha

ing and practice pbl (n = 646) — KOHTPOJIb- | W 1p.) oIpeesieHre YPOBHSI CJIOBAPHOTO 3araca
Hasl TpyIna (QaHTJIUIICKUT S13BIK) U TIPEANIOYMTAEMOrO
JKaHpa BUACOUTD
Ismail A.M., The effects of video 0AD — cTyneHTBI pa3HbIX OxuH/npukiioye- | KomuuecTBeHHBIN METOT; aBTOPCKast aHKe-
Zamoum K. games on communica- yHuBepcuteToB (n = 890): | HUSA, CIOPTUBHbBIE Ta, cozmepxaiias 45 BOIIpocoB
(2022) [15] tion and social interac- | geBymku (n = 163) u WUTPHI, (halTUH-
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tion: A study on Emirati

toHomm (n = 137) B Bo3pac-

¥ yTepsl,

(7]

of video game play habits
and graduate

MpernojaBaTeu KoJleaxa B
Bo3pacre 16—65 jet: KeH-
muHb (n = 1271), MyX4n-
HbI (n = 857), HE UIEHTU-
¢umponanu ceds Mo Moy
(n=17)

TeJIbCKUE BUIEOU-
Ipbl (KakK JIOKalb-
HbIE, TaK OHJIAIH)

university students tel8—24 et (n = 235), MMOG##*s*
25—30 ner (n = 59), crapiie
31 roga (n = 6)

Amin N.M., The Perception of a Maaaiizus — cTyneHTbI Koponesckas KonnuecTBeHHBIIT METOM; aBTOPCKasT aHKe-
Abu Local University yHuBepcuteTa (n = 100): ourBa, MMOG, Ta cocTosiia u3 20 BOIIPOCOB, KaXKIbIit
Bakar M.S. Students on Playing foHOIIM (N = 63) ¥ AeBYIIKY | LIyTePbI MYHKT aHKETbl U3MEPSUICS 10 YPOBHIO
(2022) [4] Video Games and How | (n = 37) B Bo3pacte coriacusl WIM HEeCOIJIacusl peClOHACHTOB

This Motivates English 18—20 siet (n = 29), (ot 1 1o 5)

Grammar, Vocabulary 21—23 siet (n = 60),

and Communication 24—26 et (n = 11)

Enhancement
Lie A., Using Strategy Video CucremaTudeckuii 0630p Crparerun CucrtemMaTHYeCKii 0030p JTUTepaTyphl
Stephen A., Games to Improve JINTEPATYPBI, COOEPXUT 33
Supit L.R., Problem Solving and CTaTbu
Achmad S., Communication Skills: A
Sutoyo R. Systematic Literature
(2022) [24] Review
Toufik G.M., |Investigating the Andxcup — CTyICHTBI MMOG CMeliaHHbI MeTO (KOJIMYECTBEHHbBIC
Hanane S. Potential of Online (n=50) 17—22 ner: METO/Ibl, aHKETUPOBAaHNE, UHTEPBBIO,
(2021) [23] Video Games in IoHOIIM (N = 25) U AeBYLUKU HEBKJIIOUEHHOE HabJIo/IeH1e)

Enhancing EFL (n=195)

Learners’

Communication Skills
Azman H., Applying Massively Maaaiizus — CTYI€HTBI MMOG («World of | KauecTBeHHOE MccienoBaHue; aHATU3UPO-
Dollsaid N.FE. | Multiplayer Online yuusepcutera (n = 100) Warcraft») BaJIMCh AHKETbI (HABBIKU OHJIAH-UTP U CTe-
(2018) [6] Games (MMOGs) in 18—21 roma TIEHb OCBOCHWUSI SI3bIKA), JKyPHAITBI UTPOBBIX

EFL Teaching YaTOB ¥ MHTEPBBIO T10 DJIEKTPOHHOM TOYTe
Horowitz K.S. | Video Games and English | IIyapmo-Puxo — ctyneutst | MMOG («World of | KonnvecTBeHHbIE METObI; aBTOPCKast
(2019) [14] as a Second Language: (n=76) B Bo3pacte18—24 | Warcraft», «Call of |aHKeTa Ha BBISIBJICHUE MTPOBBIX MTPEATIO-

The Effect of Massive siet (n = 49), 25—34 ner Duty» u np.) YTEHUU W YPOBHSI 3HAHWST aHTJIUICKOTO

Multiplayer Online Video | (n = 15), 35 u crapuie et SI3bIKA

Games on the Willingness | (n = 6), He yKa3aiu CBOii

to Communicate and Bo3pact (n = 6)

Communicative Anxiety

of College Students in

Puerto Rico
Barr M. (2020) | A cross-sectional study | IIlomaanouss — CTyASHTBI U | MHOTOITOJIb30Ba- DopMuUpyIOLINii 3KCIIEPUMEHT; UCIIOJIb30-

BaHo 10 mokasateJeii: 4 mpeaHa3HaYEeHbI
JUJIST U3MEPEHUST KOMMYHMKAIUU, 3 — JUIst
W3MEpEeHUsI afalTUBHOCTU U 3 — ISt
U3MEpEeHUsT N300peTaTeIbHOCTH
(resourcefulness), Take MUCITOJIb30BaIaCh
aBTOpCKasl aHKeTa

A. Soyoof,
K. McLay
(2019) [21]

The impact of video
game intervention on
reducing stress and
enhancing language
achievement and com-
munication skills

Hpan — cryneHTbl

(n = 100): geByIku

(n = 50) u ronomu (n = 50)
B Bo3pacte 18—32 jieT, KoH-
TposibHas (n = 55) u aKcne-
pUMeHTalbHas (n = 45)
TPYIIITB

OKII-MPUKITIOUEHUST
(«Grand Theft Auto
Chinatown Wars»)

KonnyectBeHHOE Mccen0BaHUE; OITPOCHUK
KOMMYHUKATUBHBIX HABBIKOB IIKajIa BOC-
MPUHUMAEMOTO CTpecca, TeCT Ha Onpe/ese-
HME YPOBHSI aHIJIMICKOTO sI3bIKa (BXOIHOE
U BBIXOAHOE TecTupoBaHue). KauecTrBeHHOE
WccIeIoBaHe — UHTEPBBIO. KoHTposibHas
TPYIIa, TOMUMO OOBIYHBIX 3aHSTUI
AHITIMICKUM sI3BIKOM, urpaia B «Grand
Theft Auto Chinatown Wars» 1 1eJIMJINCh
CBOMM OIIBITOM B CIIELIMAILHOM YaTe.
KoHTtposbHas rpynna usyvajia aHIIMHCKU
TPaTUIIMOHHBIM CITIOCOOOM

*Eciu, MOMUMO BUJIA, aBTOP yKa3aJl U Ha3BaHME KOHKPETHBIX BUACOUTD, TO OHO TOXKE MPUBOIUTCS B 3TOM CTOJIOIE

**HazpaHue nu3aliHa 1/WJIK METOIOB UCCIEIOBaHUS YKa3aHO B COOTBETCTBUM ¢ MH(popMalueit, coaepkalieiics B MepBOUCTOYHUKE
**[[Iytep (aHII. shooter — «CTpesoK») — >XKaHpP BUICOUTD, TJe BHUMAHWE UTPOKA COCPEIOTOUYEHO HA MOPAXEHUU MPOTUBHUKOB C
TTOMOIIBIO CTPEJILOBI U3 OPYXKUSI
*E*@aitunr (ot ann. fighting — «0oit, Apaka, MOeANHOK») — XKaHP KOMITBIOTEPHBIX UI'P, UMUTUPYIOLIUX PYKOIMAIIHbIA 60 Majaoro
YyCiIa MIepCoHakei B IMpeeiax OorpaHMUeHHOTO TIPOCTPaHCTBA
R MMOG (ot aHrL. «Massively multiplayer online game») — MHOTOMOJIb30BaTeIbCKasl OHJIATH BUICOUTPA
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Bropoil miar mpennoJyiarag AeTaJbHBIA aHATU3 OCTaB-
IIKUXCS padOT U MoJdyyeHue UHGOPMAILIMK COTJIACHO TeMe
WCCIIEIOBAHUS U UCCIIENOBATEILCKAM BOIIPOCAM.

Tpetuii wiar (bakyabTaTUBHBIN, B JaHHOW paboTe omy-
LIEH) Mpearnoiaral MeTaaHaIu3.

PesyabTaThl

JIn3aiin nccaenoBaHuii

B pesynbraTe momcka ObUIM HaWeHBI MCCIEIOBAHUS,
MMeloLIMe pa3Hblii nu3aiiH (tadu. 1). Berpeuanuch pabo-
THI, B KOTOPBIX IIPUMEHSIIMCH KaK KOJIMYECTBEHHBIC, TaK 1
KayeCTBEHHBIC METOABI, OMHA padoTa SBJISIach CHUCTeMa-
TUYECKUM 0030poM [24].

Tunsl BUAEOUTD

B pe3synbpraTe aHaiM3a UCTOYHUKOB OBLIO YCTAHOBJIE-
HO, UTO HE BCE UCCJIENOBAHUS OMUPAIOTCS HA TPAAULIMOH-
HYI0 KJlacCU(pUKALMIO BUACOUTP (IKIIH, CTpaTEruu
U T. A.). JU1s G0ONbIIMHCTBA pa0OT BaKHBIMU KPUTEPUSIMU
ObutH: 1) HaTMuyMe B UTPe HECKOJbKMX IOJb30BaTesleil u
2) BO3MOXHOCTb OOIIEHUS MexXAay Humu. Yaiie Bcero
TPEANoJarajJoch, YTo OOLIEHWE MPOUCXOIUIO B PEXUME
OHJIAMH MOCPEACTBOM YaTOB WM KOPOTKUX PEIIMK Aua-
Jiora. Takum o0pa3oM, B LIEHTpe UCCAEAOBAaHUI HaXOAW-
Juch paznuyHble Tkl MMOG.

KoMMyHUKATHBHbIE HABBIKH

B naHHOM wuccenoBaHUM TOHSITHE KOMMYHUKAIIMU
paccMaTpuBalloCh B CaMOM LIMPOKOM CMBbICJIE U BKJIIOYAJIO
HE TOJIbKO COOCTBEHHO YMEHME CIIyIIaTh, BhIpaxkaTh CBOU
MBICJTM, HaBBIKA MEXJIMYHOCTHOTO OOIIEHMSI, TTMCbMEH-
HO KOMMYHUMKAIIMX WU T. M., HO W CBSI3HbIE TIOHSITHSI,
HamnpuMmep, CJIOBapHbII 3amac, caMOOlleHKa, aJanTuB-
HOCTb, CTPECCOYCTOMYMBOCTb, U300pETATEIbHOCTD
(resourcefulness) u T. 1.

JlaHHBIE MCCJIeIOBAHMIA

Bce HaitneHHBIe HAMU UCCICIOBAHUS MOXHO OOBEIN-
HUTH B OIHY TPYIIY, TaK KaK OHU PacCMaTpHUBAIOT CBSI3b
BUIOB BUICOUTP M KOMMYHUKATUBHBIX HAaBBEIKOB CTYICH-
TOB B KOHTEKCTEC M3YYEHUS aHTJIUIICKOTO KaK BTOPOTO
a3bika (aHria. ESL — English second language).

DKILH-BUAEOUTPhl OKA3bIBAIOT BIMUSIHKME’ HA pa3BUTUE
KOMMYHUKATUBHBIX HABBIKOB Ha aHTJIMICKOM SI3BIKE, TaK
KaK MCTIOJIb3YIOT YCTHOE, MMChbMEHHOE 1 BUICO-00IIEeHHE,
00 3TOM CBUIETEJIbCTBYIOT HaHHBIE MCCAEA0BAHUS
P. Apnoapa-Ilrteitn ¢ konneramu (R. Arnold-Stein et al.).

[MpeanmounTaemblii TUTT BUAEOUTPHI KOPPEJIUPYET C YPOB-
HeM cioBapHoro 3amnaca. Ocob60 3HaUMMBble KOPPESILUUN Y
urp ¢ oTkpeITbiIM MupoM («GTA», «Minecraft> u mp.),
mytepoB («Call of Duty», «Tom Clancy’s Division» u ap.),
Koponesckas oOutBa («PUBG», «Fortnite», «Apex
Legends» u ap.). [5].

BnusiHue crparernii Ha pa3BUTHE KOMMYHUKATUBHBIX
HaBBIKOB OBLIO TMOAPOOHO OMUCAHO B CHUCTEMATUYECKOM
003ope, nposeneHHoM A. JIu ¢ kosuteramu (A. Lie et al.).
HccrnenoBanusi, Ha KOTOpbIE CCHUIAIOTCS aBTOPHI, ITOJ-
TBEPXKIAIOT MOJIOKUTENbHOE BiausiHUue Takux MMOG, kak
DOTA 2, Ha KOMMYHUKATUBHbIE HAaBbIKWM UTPOKOB. st
YCTEIIHOW KOMaHIHOW WIPhl HEOOXOAMMO ITOCTOSTHHOE
0011IeH1E BCEX WIEHOB KOMaHIbI, KaK YCTHOE, TaK 1 B Yare.
HUrpoku MMOG n0poneMOHCTpUPOBAIN YIYUYIIEHHbIE
HaBbIKM pelieHus mpobjem (problem solving) [24].

HUccnenopanue H.M. Amun u M.C. A6y bakap
(N.M. Amin, M.S. Abu Bakar), npoBeneHHOe B
Manaiizuu, CBUIETEIbCTBYET, YTO BUEOUTPHI MOTUBUPY-
10T CTYJICHTOB M3Yy4aTh IPaMMAaTUKy aHTJIUUCKOTO sI3bIKa
U pacUIvMpsATh CJIOBAPHBIN 3a1ac, 4To CIIOCOOCTBYET YIyd-
IIEHUIO HAaBBIKOB KOMMYHUKanuu. Cpenu y4acTHUKOB
uccjegoBaHUS 24% NpeanoYuTaT «PUBS»
(«PlayerUnknown’s Battlegrounds» — MMOG, tun
«KopoJjieBckasi OuTBa»), 22% — «Mobile Legends»
(MMOG, tun MOBA), 18% — «Call of Duty» (MMOG,
THUIT «IIyTep OT MepBOro Jiniia»), 36% BHIOpaNo BapuaHT
«apyrue urpel». I1o pesynbratam aHketbl 60% pecrioH-
JIEHTOB COTJIACWJIMUCh, YTO OHUW YYBCTBYIOT MOTHWBAIIUIO
U3y4yaTh TpaMMaTUKy aHIJIMKACKOTO sI3blKa, Oyiaromaps
BU3yaJIbHOMY O(hOPMJIEHUIO CJIOB B Buaeourpax. 52%
PECIIOHIEHTOB OTMETWJIM, YTO YYBCTBYIOT MOTHBAIIUIO K
U3YyYEHUIO aHTJIMICKOW TpaMMaTMKHU TpU OOIIEHUU C
JIpYruMK urpokamu, 60% WCIBITBIBAIOT XelaHue Tyoxe
U3y4yaTh aHTJIMUCKUI, KOT/la BUIST, YTO APYTHE UTPOKU
BJIAZICIOT SI3BIKOM JTyuIiie ux. CXoaHbIe pe3yabTaThl ObLITN
TOJTYYeHBI B UaCTU UCCIIeTOBAHMSI, Kacalollelcs MOTUBa-
LIMUA pacuiMpeHus ciaoBapHoro 3amaca. MMOG Ttakxke
MOOYKIaI0T pecoHAeHTOB (62%) BCTynaTth B OOLIEHUE C
JIPYTUMUA WTPOKAaMM U TaKUM OOpa3oM YJIydlllaThb CBOU
KOMMYHUKATUBHBIE HAaBBIKU [4].

Tema obpa3zoBatenbHoro noreHuuasa MMOG paspa-
GaTtbeiBasiach M BucciegoBannu X. Asmanu H.@. Jounceiin,
(H. Azman, N.E Dollsaid). AHanu3 XypHaJOoB 4aTOB
5 urpokoB poJieBoii urpbl «World of Warcraft» mokasai,
YTO UX KOMMYHUKATHUBHAsI KOMITETEHTHOCTD TTOBBIIIIAJIACH
3a CUYET COBMECTHOTO O0yUeHMsI, OOYIeHUST TTyTeM OTKPBI-
it (discovery learning) u oOMeHa COOOIIEHUSMU MEXTY
WUTPOBBIM M BHEUTPOBBIM* MepcoHaxkamu. UsieHbl OmHOI

3 MHoTHe 3apyOeXHbIE aBTOPBI, OTMCHIBAS CBA3b MEXKIY KaHPOM BUICOUTP M KOMMYHUKATUBHBIME CITOCOOHOCTSIMU PECTTOHIEH -
TOB, YIOTPEOJISIOT CIOBA W BBIPaXKEHMSsT, KOTOPBIE Ha PYCCKUIA SI3BIK MEPEBOIATCS KaK «BIUSHUAE», XOTSI B CAMOM HCCJIEIOBAHUN UMH
B OCHOBHOM MCITOJIb3YETCsT KOPPEISAIIMOHHbII aHanmn3. CTporo roBopsi, B 3TOM Cliyyae yMeCTHee MCIOIb30BaTh TEPMUH «CBSI3b», TaK
KaK TePMUH «BIUSTHUE» TIOIpasyMeBaeT Ooiee TIIyOOKOoe MUCCIeoBaHNe MaTepuaia, HeXell KOPPEeISIIUOHHBINA aHATN3. ABTOP 3TOI
paboOTHI TOHMMAET 3TO OTPAaHMIEHNE, HO TIPY TTEPEBOJIE CIIEAYET TEPMUHOIOTUHN, YIIOTPEOISIEMOI B TIEPBOMCTOYHUKE, OTAETBHO 060-

3Ha4yad UCIIOJIb3YEMBIC B CTATbhAX METOIbI UCCJICIOBAHUSI.

* BHeurpoBoii nmepcoHax (aHri. non-player character) — mepcoHax B Mrpax, KOTOPBI He HAXOMMUTC IO KOHTPOJIEM UIPOKA.

TToBeeHNEe BHEUTPOBOTO TIEPCOHAXKA OMPEIE/SICTCST TPOrpaMMOii.
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KOMaH/Ibl TIOMOTAJIU JIPYT APYTY, YBEJIUUMBAsI CIIOBAPHBII
3armac M pas3BuUBasg KOMMYHUMKATUBHBIE HaBBIKM.
BHeurpoBbie repcoHaXu oIePKMBaT KOMMYHUKATUB-
HOE B3aMMOJEICTBYE B UTpe [6].

B uccaenoBanun K.C. Toposen (Horowitz K.S.)
yTBepxKaaeTcs, yto Bce Tunbl MMOG mnipeanosaratot oau-
HAKOBYI0O HEOOXOIMMOCTh WCITOJb30BaTh aHTIIMACKUIA
SI3BIK JUTST OOILIEHUST U KOOPAMHALIMY JICUCTBUI C IPYTUMU
WUTPOKaMU TSI BBITIOJIHEHUS 3a/1a4. BeIsiBieHa yMEepeHHO
MOJIOKUTENIbHAST CBSI3b MEXIY COBOKYITHBIM BpPEMEHEM,
norpayeHHbIM HAa MMOG, ¥ TOTOBHOCTBIO K OOIIIEHUIO Ha
AHTJIMICKOM SI3bIKE. YCTaHOBJIEHO, YTO COBOKYITHOE
Bpemsi, norpadeHHoe Ha MMOG, 006paTHO CBSI3aHO C
YPOBHEM KOMMYHUKATUBHOM TPEeBOXHOCTH [14].

Onpoc, npoeeaeHHbii M. bap (Barr M.), He BbIIBUI
KOPPEJSIIAI MEXITy UTPOBBIMM XaHpamu (IIIyTephl U Ap.)
W UCCIeIyeMbIMM IIOKa3aTelsiIMM KOMMYHUKAaIIWU.
BrisiBiieHa BbICOKAsT CTETIEHb KOPPEISIIUM MEXITY KOMMY-
HUKATUBHBIMU TTOKA3aTeJISIMU, C OIHON CTOPOHBI, U CIIO-
COOHOCTBIO aJANTUPOBATHCSI W M300pPETATETLHOCTHIO
(resourcefulness) — ¢ apyroii. [TokazaTenm U300peTaTeb-
HOCTU M KOMMYHUKATMBHOCTH JIy4Ille Y TeX PECTIOH/ICH-
TOB, KOTOpbIE He UrpatoT B Buaeourpsl [7]. CriocoOHOCTb
aIalITUPOBATHCS JIYYIlle Y TeX PECIIOHIEHTOB, KTO UTpal B
MHOTOITOJTb30BaTeIbCKE BUICOUTPHI (KaK JIOKATbHBIE,
Tak 1 MMOG). Takxke BbIIBAJIACh TEHICHIUS, JEMOH-
CTpUpYIOIIasi, YTO UTPOKU, TIPEANTOUYMTAIOIINE Oojiee pa3-
HOOOpa3HbIif HA0OP UTP, MOTYT OBITH OOJiee aTaANTUPYEMBbI -
MM, YeM Te, KTO UTPaeT, HallpuMep, TOJbKO B KOMaH/IHbIE
rytepsl [7].

WccnenoBanue, nposeaeHHoe B OAD A.M. Mcmaniom
u K. 3amynom (A.M. Ismail, K. Zamoum), mokasao, 4to
BUIICOUTPHI SIBJISTIOTCS TTOMYISIPHOI (hOpMOIi KOMMYHUKA-
TUBHOTO B3aMMOIEUCTBUSI Cpeaud apaOCKUX CTYIEHTOB.
90,7% BBIOOPKM UTPAIOT B BUAECOUTPBI CO CBOMMM IPY3bsi-
MU ¥ OOLIAIOTCS ¢ HUMU BO BpeMst UTphl, 69,8% mipemro-
yutatloT MMOG. Cpean Haubosiee MOIMYJSIPHBIX XKaH-
poB — oKIIH/TpukIodeHust (75,1%), cnopTUBHbIE UIPbI
(45,8%), daittuaru (45,5%), myrepsr (FPS® — 59,8%,
TPS” — 31,6%), crparernu (15,6%), cumynaropsl (17,3%),
MMOG (41,9%). PecrioHieHTbI OTMEUAIM, YTO Pa3BUTHE
KOMMYHUKATUBHBIX HaBBIKOB B UTPE TTOJOXUTEIBHO BIIM-
SIeT Ha UX CaMOOLIeHKY [15].

B cratee I''M. Tybuxk c¢ xomreramu (G.M. Toufik)
TaK>Ke OTMEUaEeTCs MOJ0XUTeIbHOe Bo3neiictBue MMOG
Ha pa3BUTHE KOMMYHUKATUBHBIX HABBIKOB TIPU M3YYEeHUHN
AHTJIMIACKOTO s3bIKa. 98% BBIOOPKM CUUTAIOT OHJIANH-
BUJICOUTPHI TIOJNIE3HBIMU IS M3YYEHUST aHTJIUICKOTO
sI3bIKA, 72% OTMETUJIN MOJIOXUTEIHbHOE BIMSIHUE HAa HABbI-

KUY TOBOpEHMS U ayarpoBaHusi. OTMEUanoch OJ1aronpusT-
HOE BJIWsSHUE Ha HaBBIKM MEXKYJIbTYPHON KOMMYHMKa-
LIMU, TaK KaK CPeIi UTPOKOB €CTh MPEJICTABUTETN PA3HBIX
HalMoHaibHOCTeM [23].

B uccnenoBannu A. Coitod, K. Maxkieit (A. Soyoof,
K. McLay) cpaBHUBaIOTCS Pe3yJbTaThl SKCIIEPUMEHTATb-
HOW (YYaCTHUKU JIOTIOJIHUTEJIBHO K TPAJAUIIMOHHBIM 3aHSI-
TUSIM aHTJIMCKUM SI3BIKOM UTPaJIM B BUIEOUTPY) U KOH-
TPOJLHOI TPy (M3y4Yaiu SI3bIK TPAAUIIMOHHBIMU CITOCO-
6amMu). B axcniepuMeHTaIbHOI TPyIie 3HAYUTEIbHO CHU-
3WJIaCh CTeTIeHb KOMMYHMKATUBHOTO HATIPSDKEHUS M YTy -
IIMJTMCh KOMMYHUKATHBHBIE HABBIKY (BepOabHbIC, ayIu-
aJbHbIe, HABBIK OOPATHOI CBS3M), B TO BpeMsI KaK yJacT-
HUKM KOHTPOJIbHOU TPYIIIBl HE TOKAa3ad KaKUX-JTUOO
CTATUCTUYECKN 3HAYMMBIX YJIYYIIEHW HU B OMHOU M3
obnacreit [21].

O0cyxKaeHne 1 3aKII0YeHHEe

BnaneHue anropuTMoM CHUCTEMaTH4YeCKOro o63opa
PRISMA naet uccinenoBatesiio J0MOJHUTEIbHbIE TPEUMY-
mecTBa mpu pabore ¢ auteparypoil. OOBEKTUBHOCTH
CUCTEMATUYECKOT0 0030pa SIBJISIETCS €ro HEOCITOPUMbBIM
MPEUMYIIECTBOM.

JaHHbBIE CHUCTEMAaTUYECKOTO aHalu3a JUTEepaTyphl
CBUJETEIBCTBYIOT O TOM, YTO BUJEOUTPHI CLIOCOOHBI pa3-
BUBaTh KOMMYHUKATUBHbIE HaBbIKW y IOHOIIEH U MOJIO-
IbIx B3pocabix. MccienoBaHust CBUIAETENbCTBYIOT, 4YTO
HauboJjiee BbIpaXXeHHBI 3GhGdEKT AEMOHCTPUPYIOT
MMOG, Tak Kak Opouecc UTpbl 3aCTaBIsIeT YYaCTHUKOB
AKTUBHO B3aMMOJEUCTBOBATH APYT C APYTOM, UCIOIb3Ys
YCTHOE W NMUcbMeHHOe obineHue. Tem cambim MMOG
MOTUBUPYIOT UTPOKOB MU3yyaTh I'PAMMATUKy U YBEJIUYU-
BaThb CBOW cjoBapHbIii 3amac. CocoOHOCTh YBEpPEHHO
001IaThCS TTOBBIIIAET CAMOOLIEHKY UTPOKOB M pa3BUBAET
HaBbIKU MEXKYJIbTYPHOTO B3aUMOJIEHACTBUS.
HeoxuaaHHBIM 0Ka3aJ10Ch TO, YTO HU B OTHOM UCCJIe0-
BaHUU He ObLTO OTMEUYEHO UCKITIOUUTETbHOE BO3AEICTBUE
Ha pa3BUTHE KOMMYHMKAIIMUA KaKOTo-JIM0O U3 TPaauLIv-
OHHBIX XAaHPOB BUACOUTDP (IKIIH, CTPATETHMU, POJIECBbIE
UTPBI, CUMYJISITOPHI).

Onupasicb Ha pe3yJbTaTbl TMPOBEIEHHOTo 0030pa,
MOKHO TOBOPUTH O 11€JIeCOO0Pa3HOCTU U Ba>KHOCTU JaJTb-
HeWIux uccieqoBaHuii BornpocoB BHeapeHus MMOG B
nporpammbl odyueHusi ESL. Kpome Toro, muHTepeCcHbIMU
MPEJCTABISIOTCS TEMbI, Kacalolluecs U3y4YeHUs OCOOeH-
HOCTeil KoMMyHUKaluu urpokoB MMOG ucxons u3 Tuna
UTpBI (Harmpumep, poJesbie urpsl wiii MOBA).

> KoMMyHUKATHBHAsI TPEBOXHOCTD (aHIVI. communicative anxiety) — GECIIOKOMCTBO MJIM TPEBOra, MCIILIThIBAEMEBIE II€PEI/BO

BpeMsl TTyOJIMUHBIX BBICTYIIIEHMH [14].

¢ FPS (anri. «first-person shooter — 1iyrep OT MepBOIo JULa) — TUI KOMIILIOTEPHBIX UTP, B KOTOPBIX UTPOBOM MTPOLIECC OCHOBbI-
BaeTCd Ha CPaXkeHUSIX ¢ UCIOJb30BaHUEM OPYKUS C BUAOM OT IEPBOTO JIMIIA TAKUM 00pa30oM, YTOOBI UTPOK BOCTIPUHUMAIT TIPOUCXO-

Jisiee Kak Obl CBOMMMU TJ1a3aMU.

7 TPS (aur. third-person shooters — IryTep OT TPETHEIO JIMIA) — UTPOBOI MPOLECC B 3TOM TUITE KOMIIBIOTEPHBIX U TAKKE OCHO-
BaH Ha MOPaXXEHUHU MPOTUBHUKOB C UCITOJb30BAHUEM OPYKUSI, HO B 3TOM THUIIEC IIYTEPOB YIPABIISIEMbIii UTPOKOM MEPCOHAX BUICH Ha

9KpaHe, a BUPTyalibHasT KaMepa HaXOIUTCS 3a CITMHOM TMepcoHaxa.
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