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YKpaiHCbKOT Ta IHO3EMHUX MOB
HaujioHanbHOro yHisepcutety ¢oisauyHoro
BWXOBaHHS i CNopTy YKpaiHu

Y  cywacHomy  Kibepcriopmi  echekmusHa
KoMaHOHa KOMyHikayisi  sidiepae  Kpumuy4Hy
pO/ib, & 3HaHHsA IHO3eMHOI MOoBU, 3a3guyali
aHenilicbKol, cmae HeobXiOHOK YMOBOK 0715
docsiaHeHHs1 BUCOKUX pe3y/ibmamig. Ocob/1uso
akmyasibHoO ye 0711 MKHaPOOHUX KOMaHd, oe
KOoMaHoa ck1adaembCsi 3 epasyi 3 Pi3HUX MOB-
HUX | Ky/IbmypHUX cepedosuwy. Y yit cmammi
PO32/159HY MO, 51K BUK/1a0aHHS1 MPOGYECItIHO OpiEH-
mosaHoi iHosemHoi Mosu (MOM) Moxe crpusimu
PO3BUMKY KOMaHOHOI B3aEMOOIi y Kibepcriopmi,
3 ypaxysaHHsM crieyudhiku ieposo2o cepeod-
osuwa, memry KOMyHikauii ma BUKOPUCMaHHs
crieyjasnizosaHol JIEKCUKU.

Ha ocHosi aHanizy cy4acHux OOC/IONKEHb, a
MaKoX B/1aCHO20 eKcrepuMeHmy, NposedeHo2o
y cmydeHmcbKoMy cepedoBuLYj, MPOMOHYEMbCS
memooduka BukiadaHHsi TTOM 07151 kibepcriop-
mcmeHis. Memoduka 6a3yemscsi Ha npuHyunax
KOMyHikamugHo20 nioxody, 2elimichikayii, mpo-
EKMHOI pobomu ma  cumy/Isiyii aBmeHmMUYHUX
ieposux cumyauil.

Y cmammi nokaszaHo, Wo y4acme cmyoeHmis
Y KOMaHOHUX igpax 3 YMOBOK Cri/IKyBaHHSI IHO-
3eMHOI0 MOBOIO CrPUSIE He Jlulie 36a2a4eHHI0
JIEKCUYHO20 3anacy, a U po3sUMKY Kpumu4Ho
BaX/IUBUX O/1s1 KIbEpcriopmy «M'SIKUX Hasu-
YOK», CMpamezaiyHo20 MUC/IEHHS], B3AEMOITO-
Bazau, BMIHHS C/lyxamu, dasamu ma criputimamu
3B0POMMHIU 38'5130K. BUCBIM/IOIOMBCS K/IHOHOBI
mpyoHowji, ros’sa3aHi 3 BIOCYmMHICmMIO crieyja-
Ji30BaHUX HagyaslbHUX Mamepiasig, ma Haoa-
ombCsi pekomMeHdayii Wodo CMBOPEHHS KYpCY,
sIKULl BpaxoBye peasibHi KOMyHIKamuBHI BUK/TUKU
B KI6EPCIopmMUBHOMY cepedosuLyj.
Pesysisbmamu  OOC/IIOXEHHST  1idmBepoXyoms
eghekmusHicmb 06paHo20 NioXody ma sidkpusa-
oMb rieperekmusu 07151 ModasibWwoil iHmeapauyji
rpocheciliHo OpieHMOBaHO20 MOBHO20 HaBYaHHS!
B8 rpaKmuKy nio20mosKU KibepCriopmCeMeHis.
KntouoBi crnoBa: Kibepcriopm, KoMaHoHa Komy-
Hikayisi, rpocheciliHo opieHmoBaHa  IHO3eMHa
MOoBa, KOMYHiKamusHa KOMMemeHMHICMb, MK-
KynbmypHa B3aemModis, eeliMigikayjisi, BuK/Ia-

0aHHs1 aHe/Iitickkoi' MoBU, MOBHa cmpameaisi,
yughposa ocsima, cumy/Isiyisi i2posux cumyauid.

In modern  eSports, effective  team
communication plays a critical role. Proficiency
in a foreign language, usually English, has
become a necessary condition for achieving high
performance results. This is especially relevant
for international teams, where players come
from diverse linguistic and cultural backgrounds.
This article explores how the teaching of
professionally oriented foreign language (POFL)
can enhance team interaction in eSports,
taking into account the specifics of the gaming
environment, the speed of communication, and
the use of specialized vocabulary.

Based on an analysis of recent studies, as well
as an experiment conducted among students,
the author offers a methodology for teaching
POFL to eSports players. The methodology is
grounded on the principles of the communicative
approach, gamification, project-based learning,
and simulation of authentic gaming situations.
The article demonstrates that engaging students
in team-based games with a requirement to
communicate in a foreign language not only
enriches their vocabulary but also fosters the
development of essential soft skills in eSports like
strategic thinking, mutual respect, active listening,
and the ability to give and receive feedback.
Key challenges, such as the lack of specialized
teaching materials, have been discussed, along
with recommendations for creating a course that
addresses real communicative challenges in
eSports settings.

The research findings confirm the effectiveness
of the proposed approach and highlight the
potential for further integration of professionally
oriented language training into the preparation of
future eSports professionals.

Key words: eSports, team communication,

professionally  oriented  foreign  language,
communicative  competence,  intercultural
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teaching, language strategy, digital education,
simulation of game situations.

MocTtaHoBKa NpoGnemMu y 3araibHOMY BUrNAgj
Ta 1i 3B'A30K 3 BXX/IMBMMW HAYKOBUMUW UM NPaKTUY-
HUMU 3aBAAHHAMU. KOMaHAHa KOMYHIKaUist € K/1H4Oo-
BMM (DaKTOPOM YCHixXy y cy4yacHoMy kibepcropTi. Boso-
[IHHS NPOMIECIIHO OPIEHTOBAHOK IHO3EMHOK MOBOH)
3HAYHO NiABULLYE ePeKTUBHICTb B3aEMOZII rpaBLiB, sKi
MOXYTb MaTu Pi3Hi PigHi MOBW. 3HaHHS CNifIbHOT MOBM,
SIK MPaBW/10 aHIiNCbKOT, 4O3BO/ISIE ONEPATMBHO 0OMIiHO-
BaTUCA iHChopMmaLieto, YHUKAT! HENOPO3yMiHb i LIBMALLE
pearyBat¥ Ha 3MiHW B Ipi. Y BUCOKOKOHKYPEHTHOMY

cepefoByLL KiGepcrnopTy, Ae PILUeHHs NpuiAMatoTbCcs
3a CeKyHau, WwBuaka i ToyHa nepegada iHcbopmadii
BM3HaYae e(PeKTVBHICTb Py Ta pesysbrar. Taki peui,
AK KOPOTKI KOMaHM, NonepepkeHHs Npo nepecyBaHHsA
CYNpOTMBHYKA, abo, Hanpuknag, YTOYHEHHs cTpaTe-
riil MOBWHHI BigbyBaTUCL 6€3 3aTpMMOK. Konm MOBHWi
6ap’ep BIACYTHI, KOMaHAAa MNpauoe SK 3/1aromKeHWi
MEXaHi3M i KOMYHiKaLisi CTae He OGTSHX/IMBOK NOoTpe-
6010, & NPUPOLHOI0 YaCTUHOKO TP, LLO, Y CBOK Yepry,
3HAYHO MiABULLLYE LLIAHCU Ha YCTiX.




IHHOBAL|IAHA MEJATOTIKA

Kpim Toro, komaHgHa poboTta gae 3mory peaniso-
BYBaTuW CKMafHi cTparerii, koopauHysatu Ail Ta agarn-
TyBaTUCA A0 cuUTyauii y pexuMmi peasibHOro uvacy.
Y TakuMx ymoBax MnepemMory uvacTille 3400yBae He
KOMaHga 3 HalCWU/bHILLMMK iHAVBIAyaIbHUMW TpaB-
UMM, a Ta, fka Kpawe B3aemogie. Came B3aeMO-
pO3yMiHHSA, NO6yAOBaHe Ha ChiflbHIN MOBI Ta AOBIpi,
NepeTBOPHE HabIp OKPEMUX TpaBLiB Ha CMPaBXHIO
KOMaHZy. Takum YMHOM, 3HaHHS MOBUW He NuLle ycy-
Bae 6ap’epn B KOMYHiKauii, a I CTBOPIE YMOBU ANs
MOBHOLIHHOI KOMaHAHOT B3aemogii. A edyekTnBHa
KOMaHZHa poboTa, Yy CBOK 4epry, CTae Ki4yem [0
CTabisIbHOro | CUNBHOTO pe3y/bTaTy B KibepcnopTi.

AHaui3 ocTaHHIX gocnimKeHb i nyonikauiii. Tak,
Hanpuknag, amepukaHcbka gocnigHuus T. J1. Teinop
[7], aBTOpKa KiNbKOX (hyHAAMEHTasIbHUX OOC/iIKEHb,
y CBOIli npaui “Raising the Stakes” aHaniaye opraHisa-
LiHY KyNbTYPY KOMaHZ, B3aEMOZIK0 i MOBHY NMPaKTUKY
B r7100a/1bHMX KOMaHgax reiimepis; gocnigHuus Cem
®oH linnepH [6], aBTOopKa po3ainy “Communication,
Cooperation, and Competition: Examining the Literacy
Practices of Esports Teams” y KONEKTUBHIn MOHOrpa-
¢oii “Esports Research and Its Integration in Education”
po3rnsifae sk KOMYyHiKaLjiiHi NpakTukM, a came ycHa
M nucbmoBa, BUKOPUCTOBYKTbLCA KOMaHZamu Asis
cTparterii, NigTPUMKN, aHaNITUKK.

ABTOpY gocnigxeHHs “Factors Influencing Foreign
Language Learning in eSports. A Case Study” AHa Sipa
Mocmieo ®yeHmec ma MaHyesnb depHaHOec Hasac
[1] po3rnsganu, sk CnisikyBaHHSA y MbKHapO4HOMY reli-
MEPCbKOMY CepefoBULLi CTUMY/IOE NPakTUYHe ona-
HyBaHHSI MOBU, a came (PyHKLIOHa/IbHa NOTPeby «TyT
i 3apa3» fK hakTop MOTMBAUIl W PO3BUTKY MOBHOI
KomneTeHLji. Y po6oTi “Coordination, Communication,
and Competition in eSports: A Comparative Analysis
of Teams in Two Action Games” [2] rpyna gocnigHu-
KiB NpoBefna NopiBHANBHUIA aHani3 ABOX action-irop,
CnuMparoynchb Ha iHTepB'to 3 rpaBusaMuU. BoHn BusBman
BaX/MBICTb 5Kk BepbasibHNX (MOBa), TaK i HeBepbasib-
HUX CUrHasiB ANs 3/1arofpkeHol poboTu B KOMaHi.

BugineHHa HeBUpilleHWX paHie 4acTuH
3araJibHOI npo6nemu. lonpu iCHyBaHHA Crnpa.g;
3HAYHOI KIJIbKOCTi  [OCNIXKEHb LWOAO0 KOMYHika-
Lii, MOBHOI KOMMETEeHUIl Ta KOMaHAHOI B3aemofjl,
Y BITUM3HSAHIA HayKOBI Mapagurmi nNUTaHHSA BUKIa-
AaHHs NpodpeciinHO opieHToBaHOT MOBU ANs Kibep-
CMOPTCMEHIB, a KibepcnopTy sk cepu NpakTUYHOro
3aCTOCYBaHHA MOBHMX HAaBMYOK 3a/INLIAETLCS Maiixe
HeJoCNiMKEeHNM, TOX Taka CUTyalis BigKpYBaE MOX-
NMBICTb ANA aKkTya/bHOro A0CAimpKeHHs. MeToamka
BMKNaAaHHs Takol MOBM Ma€ BpaxoByBaTu cneundiky
KibepcnopTMBHOrO cepefoBuLLa, AOr0 TEPMIHOJOTI0
Ta WBMAKWIA TeMn cninikyBaHHsA. OcobnMBO Lie CTocy-
€TbCA MIXXHapOAHUX KOMEKTUBIB, e rpasLi noxoaAaTb
3 Pi3HKX KpaiH, ane mMarTb L4IATU SK €AUHE Line.

dopmyniloBaHHA Linel crtarTi (nocTaHOBKa
3aBAaHHA). 30Kpema, BMHUKAE noTpeba 3'sicyBaTy,
AKMM UYMHOM MOBHa KOMMETEHTHICTb BMN/MBAE Ha
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AKICTb KOMaHAHOI B3aEMOZIT y KibepcnopTi, a Takox
AK L 0CO6MMBOCTI MOXYTb OyTU BpaxoBaHi y npo-
Lueci BMKNagaHHs iHO3eMHOI MOBW A1 KOHKPETHUX
npocpeciiHnx KOHTEeKCTiB. Lla npobnema Hanpsmy
noB’s3aHa 3 3aB/laHHSIMW PO3BUTKY NPOGIECIiHO opi-
€HTOBAHOr0 MOB/IEHHS, DOPMYBaHHS KOMYHIKaTUBHOT
KOMMNETEHTHOCTI Ta NiAroToBKN 3400yBaYviB OCBITU A0
peasibHUX MIKKY/TBTYPHUX KOMYHIKATUBHUX CUTYyaLiit
y undpoBomy npoctopi. Came Tomy y Lili cTaTTi My
PO3rNstHEMO 3BSA30K BMKIadaHHA NPodeciinHO opieH-
TOBaHOI IHO3eMHOI MOBUW 3 MiABULLEHHAM ed)eKTuB-
HOCTI KOMaHAHOI KOMYHiKauji B kibepcnopTi Ta 3anpo-
MOHYEMO aBTOPCbKY METOAMKY BUKNaAaHHS.

MeToponorisi Ta MeToAu AOCAIMKEHHA. Y CTaTTI
MW MasM Ha OOCMiguTu BNAIMB MOBM Ha B3aEMO/I0
MDK rpaBLAMM Y KOMaHZi Ta 3arnponoHyBaTn edek-
TMBHY METOAMKY BUKMaAaHHS MpodeciiHo OpieHTO-
BaHOI IHO3EMHOI MOBW /1 KIGEpCNOpTCMEHIB, sKa
6 [fonomornia nokpawmuT KOMaHAHY KOMYHiKaLito
B KibepcnopTi. [/19 AOCATHEHHS MeTu By/n0 06GpaHo
KOMYHIKaTMBHO-OPIEHTOBaHWNIA MigXid, WO BpaxoByeE
crneymgiky WBNAKOro 06MiHy iHbopMaLli€to | B3aEMO-
Liil MK rpaBUsMU Y peasibHOMY Yaci.

[na Toro, wo6 ravbwe 3po3yMiTM O0COGAMBOCTI
MOBJ/IEHHEBOI B3aEMOLil B KiGepCrnopTUBHUX KOMaH-
nax, 6yno npoBefeHO aHani3 IiCHYHUYMX HayKoBMX
npaub 3 KibepcrnopTy, NpodieciiHOi KOMyHiKaujii Ta
HaBYaHHA iHO3eMHUX moB [4]. Lle gano 3mory Bus-
BUTU K/IHOYOBI BUK/IMKW, 3 SKUMW CTUKAKOTLCA rpasLi
nig, yac KomaHaHOT poboTu.

Micna uboro, NPOTArOM 3aHATb CTyAeHTam 6y/o
3anponoHOBaHO MNorpatu B rpy, Npu UbOMy ChifKY-
YMCb BUKJ/THOUHO aHIINCbKOK MOBOHO. ig yac ekcne-
PYMEHTY MW crocTepirasin 3a nNpoLecoM KoMaHAHOT
B3aEMOZ,i Nif Yac irpoBMX CECIll y CTYAEHTIB, siKi po3-
OiAMnnca Ha amatopcbki KomaHau. Lle gano 3mory
CK/1aCTU YSB/IEHHS Ta BUSBUTW TUMNOBWUIA HabIp MOB-
HMX 3ac006iB Ta KOMYHIKaTUBHWUX CTpaTerili, ki BUKO-
PUCTOBYIOTb rpaBLi ANsA KoopauHauil Aid, posnoginy
ponew i NPUAHATTA WBWAKMX PilleHb [5].

Llo6 AONOBHUTW SIKICHI AaHi, MM NPOBENN cepito
IHTEPB't0 3 rpaBUsMM, TPEHepamun Ta BuKIagavyamu
iHO3EMHUX MOB, SIKi MpaLoTb 3i CTyAeHTamu-Kibep-
crnopTcMeHamMu LWoAO TXHbOro Aoceigy. byno BusB-
NIleHO NeBHi TPyAHOL B HaB4YaHHI MOBW Kibepcrnop-
TCMeHiB. OCHOBHOK Mpo6/ieMolo, Ha Hal nornsg,
€ BICYTHICTb HaBYasIbHUX Marepiasis, afanToBaHUX
nig, noTpe6bu KibepcnopTy, Aki 61 BpaxoByBasv cnewu-
(piky MOBJ/IEHHSA Y Tpi, & came: CTUC/ITb, peaKTUBHICTb
Ta Koonepadw,io.

Ha ocHoBi 3i6paHoi iHdhopmaLii 6yna 3pobaeHo
BMCHOBOK LLIOAO HEOOXiAHOCTI CTBOPEHHA METOAMKA
BMKMafaHHS MNPOIECIIHO OpiEHTOBAHO! iHO3eMHOT
MOBM, WO nepenbavyae BUKOPUCTAHHSA aBTEHTUYHUX
irpOBMX CUTyaLili, IHTEPaKTUBHUX BMpaBs, POSIbOBUX
irop i rpynoBmx NPOEKTIB. Baxnnemum € Te, WO Taka
MeToAMKa He nvwe 6 HaByana cneujiani3oBaHii
nekcuui, a n possvBania 6 HaBUKW LLUBMAKOT, YiTKOT
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i CKOOPAVHOBAHOT KOMYHIKaLLT, L0 Y CBOO Yepry € Hajl-
3BMYANHO BaXXMBUM AN YCMILWHOT pO60TN KOMaHAK.

[n15 oujiHK1 etheKkTUBHOCTI PO3P06IEHOT METOAMKN
MW MNPOBENM EKCNEPUMEHT Y Mexax HaB4aslbHOro
Kypcy, [ie CTYAEeHTN BUKOHYBaUIM NPaKTUYHI 3aBAaHHS,
WO iMITyBa/IM KOMaHAHI KiGepcrnopTuBHI cuTyauil.
CnocTepexeHHs1 3a iXHbOKW B3aeMOJIE0 Ta aHani3
YCHOTO MOBJ/IEHHSI MOKa3a/iM MOMITHE MOKpaLLeHHS
SIK MOBHMX KOMMETEHLIN, TaK i 34aTHOCTI e(DEKTMBHO
npawoBaTv B KOMaHp,.

MigcymoBylun, y UbOMY AOCAIMKEHHI 6yno
BMKOPUCTAHO KOMM/IEKC METOZIB: TEOPETUYHWIA aHa-
ni3 nitepatypu, CNOCTEPEXEHHA 3a KOMYHiKauji€eto,
iHTEPB'I0 3 NpaKTMKaMmn Ta eKkcrnepuMeHTaslbHe BNpo-
BaKEHHs MeToauku. Takuii nigxig 403BONMB Bce-
6i4HO nornsAHyTM Ha npobnemy Ta 3anpornoHyBaTu
e(PeKkTVBHI NpUKNagHi pIileHHA ANnsa NigBULLEHHS
SAKOCTI HaBYaHHS NpPopeciiHO OPIEHTOBAHOI MOBM A5
CTyAeHTIB cneujanisayii «Kibepcnopt».

Buknag OCHOBHOro matepiasly AOC/iKEeHHS.
KibepcnopT — ue rnobasbHa cninbHOTa, B SAKil B3a-
€MO/It0Tb rpaBLj 3 Pi3HMX KpaiH i KynsTyp. BruknagaHHs
NpopeciiHo OpPIEHTOBAHOI MOBM Y TakOMy KOHTEKCTI
[ae MOX/IMBICTb PO3BMBATU MDKKY/IBTYPHY KOMYHiKa-
TUBHY KOMMNETEHL,I0, L0 € BaXK/IMBOK «M'SSKOK HaBU-
ykoto» (soft skill) gna cyyacHoro daxisus. Po3ymiHHSA
KyNbTYPHUX OCOGNNBOCTEN, YCBIAOMIEHHS PiI3HOMAHIT-
HOCTi MOBHUX HOPM i CTU/IbOBUX BiAMIHHOCTEN Kibep-
CropTy Bif, IHWKNX chep aonomarae cTyaeHTam edhek-
TUBHILLE B3aEMOLIATY B MDKHAPOAHUX KOMaHAax.

OCHOBHUM MPUHLMMOM Takoi METOAMKN € KOHTEK-
CTya/ibHe HaBYaHHS MpU SKOMY BUKOPUCTaHHS peasib-
HMX IrpOBMX CWTyauili [A/18 BUBYEHHS MOBHUX KOH-
CTPYKLi/i [03BOMISE CTYAEHTaM 3acBOHOBATU JIEKCUKY
B NpUpoAHOMY KOHTeKCTI [3]. Hanpwvknag, nig vac pos-
60py MaTuiB rpasLyi MOXYTb aHasli3yBaTu pensiiku npo-
heciiHMX KiIbepcrnopTCMEHIB Ta BYMTUCS BMKOPUCTO-
BYBaTW BifNOBIAHY NIEKCUKY Y BNACHUX iIrPOBUX CECISAX.
Takox, npu po3pobLi MeToAuKM GyB BUKOPUCTaHWIA
NPOEKTHWIA Niaxig, SKWMIA CnpyUsie NPakTUYHOMY 3acTo-
CYyBaHHIO MOBHMX HaBWYOK. Hanpuknag, CTyLeHTu
MOXYTb BMKOHYBaTV KOMaHAHi 3aBAaHHs, SK Hanpu-
knag, po36ip cTparteriin abo aHasi3 maTtyiB, 06roBopto-
BaTV TaKTUKW TpW, CTBOPIOBATY N/iaHu BELEHHA MarT-
4iB abo 3anncyBaTy BiAE€O 3 BACH/MN KOMEHTapPSMU.
3anponoHoBaHa MeTOAMKa TakOoX BpaxoBye ajar-
Tauilo [0 LWBWUAKOCTI KOMYHikauii. LBuakicte moxe
po3BMBaTKCA 3a 4OMOMOrOH BNpaBu Ha LUBMAKE pea-
ryBaHHS, BUKOPUCTAHHA CKOPOYEeHb i KOAO0BUX dpas,
AKI YacTo 3ycTpivaloTbea B KibepcnopTi. TpeHyBaHHSA
aHrMiNCbKOK MOBOIO B PEXMMI peasibHOro yacy Aono-
MOXe rpaBLUsAM LUBUAKO cnpuiiMati iHhopMmalio Ta
pearyBatu Ha Her.

Ak BigOMO, irpoBe cepenoBylle MOTUBYE Y4HIB
[10 OCBOEHHS NPOCIECiAHOT NeKcukn, cneLianizoBa-
HUX TEPMIHIB Ta MOBHUX hopM, SIKi 6e3nocepeaHbo
NnoB’sA3aHi 3 TXHbOK AiANbHICTIO [5]. Lle o3Havae, o
BMKNaAaHHA MpodieciiHo OpieEHTOBaHO! iHO3eMHOT

MOB MOXe 6a3yBaTnCs Ha aBTEHTUUYHUX KOMYHIKaTUB-
HUX 3aBAaHHAX, CXOXUX Ha KibepcrnopTUBHI — Hanpu-
Knag, TPeHyBaHHs Yy LUBMAKOMY OOMIiHI iHdopMa-
Li€t0, BUKOPUCTaHHI TepMIHOJIOriT, MOCTAHOBL YiTKUX
IHCTPYKLUI | KoopAauHauil aiik. Taki nigxoan goopmyroThb
He TiSIbKX NMIHrBICTUYHI, @ 1 KOMYHIKaTVBHI KOMMNETEH-
Lji, Lo NOTPIGHI A1 NPOECIAHOT AisNIbHOCTI.

Ak Haronowye Cem dooH linnepH [6], edpekTnBHa
KOMaHAHa poboTa B KibepcrnopTi 6a3yeTbca Ha CUHX-
POHHI, CKOOpPAMHOBAHIN KOMYHiKaLii, WO MNOEAHYE
YCHIi, NMCbMOBI | HeBepOasbHI enemeHTn. 19 BuKIa-
[aHHSA MpOMEeCiNHO OpiEHTOBAHOI IHO3EMHOI MOBU
Le 0o3Havae, L0 BaX/MBO He NULLEe BUBYATU OKPeEMI
MOBHI CTPYKTypW, a 1 pOo3BMBaTWM HaBUYKM MDKOCO-
OGUCTICHOT B3aEMO[|1, aKTUBHOTO C/TyXaHHs1, LUBUAKOIO
pearyBaHHs i NPUAHATTA pilleHb y rpyni. IHTerpauis
BMpaB Ha CUMYNSLit0 KOMaHAHUX cuUTyalili i3 kKibep-
CNOPTVMBHUM KOHTEKCTOM, Hanpukniag, MoAetoBaHHA
irpOBMX cLeHapiiB, 06rOBOPEHHSI CTpaTeriil, ponbOoBi
irpy, JOMNOMOXYTb CTYAEHTaM HaBUATUCH MOBJ/IEHHE-
BMX (popM, SIKi 3aCTOCOBYHOTLCS Yy peasibHUX npode-
CiHMX KomaHgax. Lle cnpusie hopMyBaHHIO «M’SIKUX
HaBu4yok» (soft skills), HeobxigHNX AN edeKkTUBHOT
cnisnpaw;.

B peanbHili NpakTuui BUBYEHHA MOBW B Tpaauvuiii-
HOMY (popmari 4acTo CTUKAETLCA 3 NPOGIEMOID HU3b-
KOi MOTMBaLji. Y KiGepCropTi X ChifIKyBaHHSA € K/1t04Oo-
BOIO CK/13J0BOIO YCiXy, LLLO CTBOPOE NPUPOAHWIA MOTVB
ON19 PO3BUTKY MOBHMX HaBu4oK [1]. Lle nokasye, Lo
METOAMKN BUKMaLaHHA NMPOIECIiIHO OPIEHTOBAHOI iHO-
3eMHOT MOBU MOXYTb BUIPaTY Bif BKIOYEHHS efleMeH-
TiB irpoBOI MOTMBALLl, 3Mara/ibHOCTi Ta MPaKTUYHOrO
3aCTOCyBaHHA MOBUW. 3aHypeHHs1 B Npodheciiie MOBHe
cepefoByiLle, HabnKeHe [0 peasibHUX YMOB poboTu
B KOMaHzj (4Yepes irpoBi CUMynsLii, NPOeKTn, ANCKYCIT),
niasvLLye ePeKTUBHICTb HABYaHHSA | JonomMarae po3Bu-
BaTU 5K KOMYHIKATUBHI, Tak i NpogoeciliHi KOMNEeTEHLI.

OCHOBHVMU IHCTPYMEHTaMM Ta METOAAMU MOXYTb
6yTn reimidpikoBaHi nnatcopmn (Quizlet, Hanpuknag),
SIKi MOXXHa BMKOPVCTOBYBATU [/191 BUBYEHHS crieumdiy-
HOI fleKcrKn. MoXHa TakoX NpOBOAMTW BigeoaHanis
MaTyiB A/19 BUBHEHHS KOMYHIKaUiHUX CTpaTeriii npo-
dheciiiHux rpaBuiB, Po/bOBI irpy ANS BignpaLoBaHHS
KOMaHAHoi B3aemogii. OHNaliH-yaTtu Ta rofilocoBi KOMY-
HikaujinHi cepsicn (Discord, TeamSpeak) Halikpalye
NiaxoaaTb ANs peasibHNX MOBHUX NPaKTUK.

LlinboBoto ayanTopieto 418 BUKOPUCTaHHA 3anpo-
MOHOBaHOI METOAMKN BUKIaAaHHSA nNpodieciiiHo opi-
€HTOBAHOI iHO3eMHOI MOBW B rasysi kibepcnopty
MOXYTb OyTM CTyAeHTU cneuianbHocTi  «Kibep-
crnopT», NPodieciliHi rpaBLi Ta amaTopu Y Biui Big 15
[0 25 pokiB 3 cepefHiM piBHEM BOJIOA4IHHA MOBOK
(B1-B2). MeTot0 € pO3BMTOK MOBHOT KOMMETEHLIT Ans
epekTMBHOI KOMaHAHOI rpu, CTpaTeriyHoro o6roso-
PEHHSA, MDKKY/ITYPHOI B3aEMOfIT 3 BUKOPUCTaHHSA
peasibHMX irpoOBUX CUEHapiiB Ta MOBW; 3a/lyYeHHs
yepes cMynALT, posi, NPOEKTH, HABYAHHSA B YMOBaX,
MaKCUMasIbHO Hab/IVXKEHNX [0 NPaKTUKN; OAHOYACHOT




IHHOBAL|IAHA MEJATOTIKA

iHTepraviil HaBMYOK rOBOPIHHA, C/TyXaHHs, YNTaHHA Ta
MMCbMO Ta TPEHYBaHHS yBaru A0 CTWIIB CMiJIKyBaHHS,
KyNbTypPHUX 0cobnmnBocTein. Cam Kypc MOxe ckraja-
TUCA 3 YOTMPLOX FOHITIB | FPYNOBro MPOEKTY.

B nepwomy toHITIi «Team Communication
Basics» CTyoeHTU MOXYTb BMBYATW MOLUMPEHi poni
y KibepcnopTuBHIli kKOMaHAi (30Kkpema B AucumnaiHax
Tuny CS:GO, Dota 2, League of Legends Ta iHWWX),
AIKI MOXHa BUMKOPWCTOBYBATW /11 HABYAHHS TEPMIHO-
norii. Tak Hanpuknag, ue MoXyTb 6yTu:

OCHOBHI porii:

— IGL (In-Game Leader) — irpoBuii nigep: Bigno-
BiJae 3a cTparterito Ta NPUIAHATTA pilleHb y peab-
HOMY 4aci.

— Entry Fragger — nepLuwii, XT0 3axoauTb y 0ii1
abo «sioMae» nosuLii NPoTUBHMKA.

— Support — NigTpUMKa: Kngae CMOKM, oieLLku,
NpUKpuBae, fornomMarae KOHTPOMOBATH KapTy.

— Lurker — rpaBeUb, WO i€ BifOKpeM/IEHO Bif
OCHOBHOI KOMaHAM Ansi haHroBMx atak abo iHdop-
MaujiiHoro 360py.

— AWPer / Sniper — cHaiinep: cneuiasnisyeTbCca Ha
rpi 3 AWP 4y iHLIMMY CHANNEPCbLKMMM FBUHTIBKaMM.

— Rifler — yHiBepcasibHWiA CTpiNeLb 3 aBToMaThy-
HO0 36pOEl0.

— Coach — TpeHep: roTye KOMaHAy, NpPoBOANUTb
aHaniTuKy, lonomMarae cTpaTerivyHo.

— Analyst — aHaniTuK: aHanisye cynepHukis, cTa-
TUCTUKY, AonomMarae 3 TakTuKol.

— Captain — xaniTaH: Moxe OyTu irpoBMM Nigepom
abo opraHizauliiHM ro/ioBOK KOMaHW.

— In-Game Communicator — KoopanHaTop
KOMYyHiKaLil (0cCO6NMBO aKkTyaslbHO A1 MDKHApPOAHUX
KOMaHpg).

Y cneyundiyHmx irpax:

— Tank — rpaBeLUb, L0 NpuiiMae Ha ceb6e 0CHOBHY
4yacTuHy ypoHy (Overwatch, LoL).

— Healer / Medic — nikye cot3Hukis (Overwatch,
Apex Legends).

— Jungler — nepemilwyeTbCsa NO «Jicy», AornomMa-
rae neiiHam (LolL).

— ADC (Attack Damage Carry) — ronoBHuii ginep
LKoAW Ha BigcTaHi (LoL).

— Mid Laner / Top Laner / Bot Laner — no3uuji
rpasLis Ha mani (LoL, Dota 2).

— IGR (In-Game Reporter) — Befe 3anuc nogiin
y rpi (B aMaToOpCbKMX TypHipax abo TpeHyBaHHSX).

BuBYEHHA Takol NEKCKKM BApPTO NOEAHATH 3 rpama-
TUYHVMUW IMMEePaTUBHUMUN KOHCTPYKLISIMU Ta MOgas1b-
HUMW fiecnoBamu. Y LbOMY OHITI MOXHa BUKOPUCTO-
BYBaTW PO/LOBI irpn, CUMYnALii TYpHipY, ronocoBuii
yaT Ta NpoBOAMTW BifeoaHasli3 3MaraHb 3a [0rnomMo-
rot cyoeTuTp.

Y Apyromy toHITi peKOMEHAYEMO PO3INAHYTU TEMY
«In-Game Strategy Discussion». B pamkax Ui€l
TEMW MOXHa PO3INAHYTW TaKTUKy BEAEHHS rpu, 06ro-
BOPEHHS pillieHb, OLiHKa p13uKiB TOLLO0. MOXHa B3ATH
B pOo6OTY Hanpukiag Taky IeKCuKy:
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Crparerisa rpu
— offensive
strategy
— defensive setup
— push/to push
— to hold a position

HacTynasibHa cTpaTeris

060pOHHE po3TallyBaHHS
HaTUCK / TUCHY TN
YTPUMYBaTK NO3MLLit0

— to rotate 3MiHIOBATW HanpsaM ataky / portauis
— map control KOHTPO/Ib KapTu

— flanking o6xig, 3 onaHry

— to bait the enemy BumaHUTV CynpoTBHMKA

— crossfire nepexpecHnin BOroHb

— areadenial 610KyBaHHS1 30HM

— timing play rpa Ha TalimiHry

— utility usage BMKOPUCTaHHSA yTUAIT (rpaHar,

HaBWYOK)
O6roBOpeHHs pillieHb
— let’s regroup [JaBaliTe neperpynyemMoch
— we need info HaMm noTpibHa iHhopmaLis
— check corners nepesip KyTu
— hold / fall back Tpumali / BigcTynaii
— wait for backup yekai nigkpinIeHHs
— commit to the plan [OTpUMyIiMOCS nnaHy
— we’re splitting MU PO3AiNSEMOCH
— rotate fast LwBuaKa porauis
— delay the push BigKnaam HaTuck
— fake a push 3po6u heikoBy ataky
— we lost control MW BTPATWU/IN KOHTPOS1b
OujiHka pu3ukis
BWCOKUIA PU3KK — BUCOKa BUHA-
ropoga
Lie pu3nKoBaHWi xig,

— high risk, high reward

— that's a risky play
— safe play / safer
option

— it's not worth it

6e3neyHuii BapiaHT

He BapTO pU3KKyBaTh

_ they’re eco/ force-buy Y HUX €KOHOMIA / npunmycosa

3aKynka
— we're outnumbered Hac MeHLue
— we don't have info y Hac HeMae iHdhopmadii
— play for time rpai Ha yac
— let them make the -

) i iM nomMunuTucst
mistake Aa omuanTe

TyT MOXHa CTBOPUTW B/IACHY CTparterio A5 nes-
HOT KapTu/rpu, po3dupaTtn BiAeo irop, 3p06uTn Po36ip
aHI/IOMOBHMX KOMEHTapiB abo Hanucatu irpoBi 3BiTK
aHriNCbKOLO.

TpeTiid OHIT AOLIBHO NPUCBATUTU BUBYEHHIO TEMU
«Conflict & Feedback in Teams», OCKiflbk/ B3aEMO-
PO3YMiHHA, BMiHHA KOHCTPYKTMBHO BUWC/I0B/IIOBATU
3ayBaXKeHHsI Ta BUPiLLyBaTU Cynepeykn € KPUTUYHO
BaXMBUMU [/18 36EpEeXEHHST KOMaHAHOT edeKTuB-
HOCTi B yMOBax BMCOKOr0 €MOLIIHOrO HamnpyXeHHs.
Y kibepcnopTi KOH(/IKTM 4acTo BUHMKAKOTL Yepes
NOMW/IKM Nif Yac rpu, HepiBHOMIpHWIA PO3noAin ponei
a60 PI3HNLIK0 y CTWJTi CISIKYBaHHS MiX rpaBLsMM 3 pis-
HUX KpalH. bes BiAnoBigHOT MOBHOI NiArOTOBKM rpasLi
a60 yHMKalTb 3BOPOTHOIO 3B’A3KY, ab60 hopMy/ooTh
oro HafTo pi3ko, L0 NPU3BOAUTL A0 BTPATU A0BIpU
i moripweHHs atmochepn B KOMaHAi. BuBueHHs L€l
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TeMU LO3BONNUTL CTYAEHTaM onaHyBaTh JIEKCUKY AN
KOPEKTHOTO BWUC/IOB/IEHHSA KPUTWKK, HaBuMTuUcs oop-
MYJ/IOBATN NPOXaHHS, NOSACHIOBATU BNacHy MO3ULLit0,
BMbauatmcs, npuiiMaTt 3BOPOTHUIA 3B’A30K i 3as1aro-
[DKyBaTV HENOPO3yMiHHSA, TOGTO PO3BMBATU HABUYKM,
AKI HANpPsSMy BM/IMBAKThL HE JMWE Ha MOBHY, a i Ha
coujanbHy KOMMETEHTHICTb Yy MpodieciiHoMy irpo-
BOMY CepefoBuLL.

Y UbOMYy HOHITI MOXHa onpattoBaT Taki JIEKCUYHI
OAVNHUL Ta KOMYHIKaTUBHI CTPYKTYpMU:

— team synergy — KOMaHAHa 31aro4KeHICTb

— tilt — emouiiHa HecTabiNbHICTb NicAS NOMUIKM

— flame | flaming — arpecviBHa KpuUTUKa, TOKCUYHI
KOMeHTapi

— to rage | rage quit — po3gpaToBaHO KNHYTU TPy

— to call someone out — ny6/i4YHO BKasaty Ha
NOMWJIKY

— to throw the game — 3incysartu rpy yepes emo-
Lii abo nomMunky

— toxicity — TokcnyHa noBefiHka B KOMaHi

— shot caller — rpaBeup, SKk1ih gae KOMaHAm

— team morale — MOpa/ibHWiI1 CTaH KOMaHAm

— positive reinforcement — nosuTuMBHE NigKpi-
NIEHHSA

— to mute a teammate — BYMKHYTW 3BYK iHLIOrO
rpasus

— let’s reset mentally — gaBalite ncuxonoridyHo
nepesaBaHTaXMMOCb

— don’t take it personally — He cnpwuiimain Le
ocobucTo

— next round, focus up — HacTynHwii payHa,
30cepenbes

— we heed better comms — Ham NOTPiIGHO NoOKpa-
LNTY KOMYHiKaL,ito

[nsa onaHyBaHHS Ta BignpauloBaHHA IEKCUKU
MOXXHa PO3r/IsiHYTW POSbOBI CUTYaLlii: «HeBAaa rpa —
po36ip NOMbOTIB», CTBOPUTU KOAEKC BHYTPILLHIX npa-
BW/1 KOMaHAW, NpoaHanisyBaTn MiKKyNbTYPHI BigMiH-
HOCTI Y CTWU/i 3BOPOTHBLOIO 3BA3KY.

I, BpewTi, Yy 4YeTBepTOMY OHITi MW MpPOMOHY-
EMO po3rsiHYTM Temy «Tournament and Media
Communication», OCKiflbku cy4acHuii kibepcnopT
BMXOAWTb [anieko 3a Mexi rpu sk Takoi i BKIYae
aKTUBHY B3aEMOZII0 rpaBLiB 3 ayAUTOpIED, Mefia Ta
napTHepamu. BmiHHA npe3eHTyBaTu cebe, gasatu
KOpOTKi, uiTKi i AOpeyHi KOMeHTapi, 6patu y4vyacTb
y ny6niyHMx 3axofax i iHTepB'l0 CTae HEeBi'EMHO
CK/1a10BOK NpodheciiHnx HaBUYOK KibepCnopTCMeHa.
3a BigCYTHOCTI BIAMOBIAHOT MOBHOI  MiATOTOBKM,
ny6iYHi BUCTYNN 4acTo CYNPOBOMKYHOTLCA CTPECOM,
MOBHUMWU Gap’epaMy abo KOMYHiKaTUBHMMK NOMW/I-
Kamu, L0 MOXEe HEeratMBHO BMIMHYTU K Ha IMigK
rpaBus, Tak i Ha penyTaLito KomaHay 3aranom. B pam-
Kax Lie TeMu MOXHa PO3K/aHyTU HaCTYMHI NTEeKCUYHI
O4MNHUL:

— player profile
— to introduce oneself
— bio / short biography

npodink rpasus
npeactaenTy cebe
KopoTka biorpadis

— match highlights

— MVP (Most Valuable
Player)

— pre-match interview
— post-game interview
— to give a statement

— to answer media
questions

— press conference
— to represent the team

K/II04OBIi MOMEHTY MaT4y
HaliLiHHILLWIA TpaBeLb

iHTEpB’l0 Nepes MaTyem
iHTepB'lo nicns rpu

[aTtn KoMeHTap
BiAMOBiAATM Ha 3anUTaHHs
mMegia

npeckoHepeHL;is
npeacTaBAATA KOMaHay

noasAKysaTu B6oNiBasib-
HVKaMm

NOAIINTUCA BPaXKEHHAMM
ny6/1i4HMiA BUCTYN
36epiratu npodpecioHaniam

— to thank the fans

— to share impressions
— public speaking
— to stay professional

KopucHi dopasu ans iHTeps'to:

— "It was a tough match, but we gave it our all.”

— "We had a solid strategy and stuck to the plan.”

— "I'm proud of how my team performed today."

— "I'd like to thank our fans for the support!"

— "We're ready for the next round.”

— "This win means a lot to us."

— "We made some mistakes, but we'll learn from
them."

LieBumn BnpaBamu MOXyTb OyTU nepernsg Ta
po36ip IHTEPB'I0 rpaBLiB 3 METOK BUBYUTU BUBYUTU
peanbHy SIeKCKKy Ta CTPYKTYpY BignoBigei rpasLiB,
y chopmaTi nepernsg Bigeo 3 iHTEPB'I0O — BUMKUCY-
BaHHA hpa3 — 0OroBOPEHHS CTU/0 MOB/IEHHS BUKO-
puctoBytoun YouTube-kaHann ESL, DreamHack,
Blast Premier. KpiMm LbOro mMoxHa 6yno 6 3pobutu
npeseHTaLito cebe, NPoBECTU iMiTaLiA Meia-3ycTpidi
(y Burnagi ponboBOi rpu: rpasBeLlb, XypHaslicT, Tpe-
Hep) Ta CTBOpPUTW MpodpiNib rpaBuUsA aHININCLKOK
moBoto (bio + video script).

Ak hiHaNbHUIA NPOeKT, Aknii 6yae cknagatu 20 Big-
COTKIB PiYHOT OLHKM MW NPOMNOHYEMO 3p0buTn Group
Project, ne 3aBaaHHAM 6yae nigrotysaTu Ta NPOBECTU
B/IACHWI TYPHIP 3 KOMYHIKaLjie aHrniincekot. CTy-
[eHTaM noTpibHO 6yae po3nodiAnTv Posi MeHemke-
piB, aHaniTuKiB, KaniTaHiB, CTpUMepIiB. TakoX BOHMU
NOBWHHI CcrjlaHyBaTy 3axif, NpogymMaTty cTparerito rpu
Ta 3pobuTu npe3eHTauito. CTyaeHTV OTpUMaroTb 6asim
3a y4yacTb, MOBHY TOYHICTb, KOMaHAHY KOOpAMHaL,o,
HaCUYEHICTb JIEKCUKM Ta rpamaTuyHy KOPeKTHICTb.

Micns NpoXomKeHHs Kypcy CTYAEHTU OBOMOAI0Tb
OCHOBHOIO JIEKCMKOIO Ta CTPYKTypamu Ans rpu, oyayTb
PO3yMiTV  MDKKYNbTYPHI  OCOBAMBOCTI  CMiSIKyBaHHSA
B MDKHapoAHVWX KOMaHAax, 3MOXYTb e(qeKTUBHO
KOMYHIKyBaTV aHITiNCbKOK B peasibHUX irpOBUX CUTY-
auisax, a takox 6yayTb 3gaTHUMKU [0 CTpaTeriyHoro
MMWC/IEHHS1, BEAEHHS ANCKYCIii Ta HagaHHS 3BOPOTHOIO
3B’A3KY.

BucHoBKKW. CyyacHuii kibepcnopTt — Le He fuuwe
3MaraHHs B iHAMBIAyalbHUX HaBWYKax, a, Hacamne-
pen, CKoopAMHoBaHa KoOMaHAHa AisiNibHICTb, Wo 6a3y-
€TbCA Ha ePEKTMBHIN KOMYHIiKaLUii. K nokasano Halle
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[OCNIMKEHHS, 3HAHHS NPOECIiIHO OPIEHTOBAHOT iHO-
3eMHOI MOBW, 30KpeMa aHricbKoi, Bigirpae BuUpi-
WaslbHy posib y 3abesneyvyeHHi onepaTtuBHOIO 0OMiHY
iHpopMaLjieto, yXBasIeHHi CMifibHUX pilleHb Ta 3/1aro-
[DKeHili B3aeMOgIT Mix rpaBLSIMU.

Po3pobneHa meToauka BuKIagaHHA — npode-
CiliHO OpiEHTOBaHOI iHO3eMHOI MOBM, afanToBaHa nig
noTpebu KiGepcnopTMBHOIO CcepeaoBulla, AoBena
CBOI e(DEKTUBHICTb Yy HaBYa/IbHili NpakTuLi. Ii ocHo-
BOK CTa/lM aBTEHTWUYHI IrpoBi cuTyauii, reimidikauis,
CUMYNALUIT Ta NPOEKTHA AiANBbHICTb, AKI [03BOSNMN
CTBOPUTM MaKCUMa/IbHO HabnmxeHi [0 peasibHUX
YMOB KOMYHiKaUiHi 3aBAaHHSA. 3a/ly4eHHs CTY4EHTIB
[0 KOMaHAHOI rpu 3 060B'I3KOBUM BUKOPWUCTaHHAM
iHO3EMHOI MOBMW MPOAEMOHCTPYBa/IO 3POCTAHHSA He
JMiLLIe MOBHMUX, @ 1 MiXXOCOBUCTICHMX HaBUYOK, & came:
CTpaTeriYyHOro MUC/IEHHS, aKTUBHOIO C/lyXaHHs, 34arT-
HOCTi [0 LIBUAKOIO pearyBaHHA Ta KOHCTPYKTUBHOIO
3BOPOTHOTO 3B’A3KY.

Yci uj pesynstaTy cBiguarb npo Te, Wo KibepcnopT
€ MepCcneKkTMBHOI NNatdoOpMOor0 AN PO3BUTKY NPO-
doeciliHOi MOBHOT KOMMNETEHTHOCTI. IHTerpaLisi MOBHOT
NigroToBKM B TPEHYBaJ/IbHUIA MpoLec He nuwe nig-
BULLYE piBEHb KOMYHiKaLii B kOMaHAi, a i dpopmye
3aranbHy KynbTypy MDKKYNbTYPHOI B3aeMOfil, Lo
€ HeBiAINbHOK CKIaZ0BOK Cy4acHOro LmMcpoBoro
cBiTy. OTXXe, NoeAHaHHA NPOdIECIIHO OPIEHTOBAHOIO
HaBYaHHA iHO3eMHOI MOBW 3 KiGEpPCMOPTMBHUM KOH-
TEKCTOM BIOKpMBAE HOBI MOXIMBOCTI Ansi chopmy-
BaHHS e(EeKTUBHUX KOMaHZ, 34aTHUX [0 YCMiWHOT
cnisnpaLi B ymoBax MXHapOAHOT KOHKYPEHLji.
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