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the basis for planning professional activity. This is its minus.

A more promising tool for managing professional development of a teacher is a “reflective
portfolio” that allows an effective analysis of one's own activity with the subsequent development
of new values, goals, priority guidelines for its development. From the point of view of formal
features, this can be a combined portfolio, but the reflective part (the "portfolio of plans") will act as
a system-forming component of it.

The content of all main sections of the portfolio, including the goal-setting section, can be
adjusted, supplemented, restructured by the teacher during the period within which the portfolio is
formed. Thus, in the goal-setting section new problems and particular problems arising from deeper
analysis or the appearance of new features of pedagogical practice may appear and within certain
limits it must be changed.

In conclusion, it should be noted: in the case of the teacher's portfolio, it is a regular,
permanent job, the basis of which is the teacher's attentive attitude to the results, lessons, successes
and problems of his own professional activity. However, it is thanks to this attentive attitude
towards oneself and the ability to "work on mistakes" that the teacher is able to improve the quality
of his own professional activity.

References:
1. Wallace M. Training Foreign Language Teachers. — Cambridge University Press, 1991.-180
Kraevsky VV, Khutorskoy AV Fundamentals of training. Didactics and methodology: Textbook
2. Golubeva MV Reflexive learning of active understanding of knowledge // Educational
technologies. — 2011. — No2
3. The Reading Teacher. -1989. -Vol. 39.-P.564-570.8.WallaceM. Action research: How to do
it // Paper presented at the 2nd International Conference of the Malaysian English language teaching
association, 24-27 May 2007 (mimeo)
4. Abulkhanova-Slavskaya K.A. Humanistic problems of psychological theory / K.A.
Abulkhanov. — Moscow: Science, 1995.

5. Alekseev N.G. The ability to reflect as an essential moment of the intellectual culture of a
specialist / NG. Alekseev. — Novosibirsk, 1994.

6. Anisimov O.S. Fundamentals of methodological thinking / OS. Anisimov. — Moscow,
Education, 1984.

7. Suvorova, N.G. Interactive learning: new approaches / NG. Suvorova // Teacher (Russia). -
2000. — No. 1.

8. Kashlev, S.S. Interactive methods of teaching pedagogy / SS. Kashlev. — Minsk: The Higher
School, 2004.

UDC 371.39:81°243
LINGUISTIC TERMS AND DEVICES IN MMO AND VIDEO COMPUTER GAMES
AS A SOURCE OF BUILDING STUDENTS’ VOCABULARY

Aldabergenov Aset
genetek(@mail.ru
a bachelor student in “ Computer Science and Software ”
L.N.Gumilyov ENU, Astana, Kazakhstan
Scientific supervisor — Kh.K.Zhankina

Playing video and online computer games as a hobby has dramatically increased in popularity
since the 1990’s (1, pp. 24-26). The games differ from one another depending on the purpose of the
game. The games’ difference in structure and utility places them in various genres, for example, the
genre ‘first-person shooter’. However, most of the games have a common denominator, which is
that they are mainly constructed with English as the primary language (4, pp. 95-114). Most video
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and online computer games have instructions, storylines, and chats that are written in English.
People who engage in such activities every day will have a continuous interaction with the English
language. It seems credible that such an incessant interaction could improve players’ English
vocabulary by using English as a lingua franca.

A lingua franca can be defined as any spoken communication between people who have
different mother tongues and the language spoken between them is a second language for both of
them

This research work is worth studying because the language used in video and online computer
games may have a considerable impact on players’ language proficiency and, therefore, one would
be able to argue the activity of playing video and online computer games to be a learning situation.

This research work will investigate the terms and expressions used in video and online
computer games, considering the language of the instructions and storylines in the games.
Moreover, it treats the issue of whether the language used in these games could affect non-
nativespeakers’ vocabulary by playing such games.

In this research work you can see 6 games of 2 different active types of playing such as
Minecraft, FIFA, LOL, WOW, CS and Warframe. Types vary from Video computer games to
MMO video computer games. The difference is in first case you play on your own, in MMO —
across the globe with anyone.

‘FIFA’(Video) is a video game where one plays football. The player controls all the
characters in the team.

The purpose of the action real-time strategy game ‘LoL’(MMO) is to fight a war against
another team of players.

The role-playing game ‘WoW’(MMO) is based on the player steering an avatar and forming
an alliance by assembling a group of other players

‘CS’(MMO) is a first-person shooter game constructed with one terrorist team and one
counter- terrorist team playing against each other.

‘Warframe’(MMO) is a cooperative third-person shooter video game.

‘Minecraft’(Video) is a 2011 sandbox video game.

In this research you can find analyzed data taken from these 6 games. Word-Formation, Study
of all linguistic materials in both MMO and video computer games, and Observation of students
during playing. These are the core of whole research since we have to graphically demonstrate what
kind of linguistic terms they are using and how frequent they do it, and, of course, what is actuality
of using such vocabulary in everyday life.

“WOW”, “LOL”, “Warframe” and “CS” are MMO games, which means you can play with
other players online. Each of these games contains information of what kind of terminology is used
in one or the other game. As they are MMO games; there is a great deal of linguistic materials,
which are added all the time, since new upcoming updates are being downloaded. Furthermore,
linguistic devices and terminology are various and polysemantic.

e.g. ‘Passive’ - an item or ability that upon leveling or buying will automatically give your
champion and/or your allies/enemies a certain new buff or debuff.

This word is often used in MMO games, since in all of them they have levels to gain and items
to buy.

Since these games are MMO games, there must be short and trivial expressions that allow you
to chat with other players far quicker, thus abbreviations are in multitude. Then nouns come in a
close second.

“Minecraft” and “FIFA” are video computer games, which mean you can only play on your
own.

e.g. ‘Butter’ - butter in Minecraft refers to anything in the game that is gold.

Exceptional case, when this word means not an everyday butter that we see in our home. In
view of the butter’s color players decided to name anything with the same color of butter Butter.

According to terminology taken from video computer games we can come to conclusion that
in both games there is a sorely lacking of verbs and adjectives.But in both cases there is an
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overwhelming majority of nouns and abbreviations.

Example of Observing “LOL”

Observing ‘League of Legends’

This game had an unusual vocabulary in the menus as one could find words like ‘minions’,
‘jungler’, and ‘gank’. ‘Minions’ are enemies who attack players in groups, the ‘jungler’ is an enemy
hidden in the jungle, and to ‘gank’ is when one traps the enemies with the assistance of other
players. These words are created exclusively for this game since they are not actual words of the
English vocabulary. ‘Minions’ is an exception, but it has a unique meaning for the game. However,
players who speak with each other through the various chats speak an everyday language with some
abbreviations and words from the game and one example of that could be: “I am being ‘ganked’!”

This phrase was uttered when player was trapped by a group of players from the opposing
team. Duringtheobservation,player’steamwasacombinationofSwedishandBritishplayers.

Therefore, they spoke English throughout the game. They used Skype to communicate,
making the communication mainly oral. The players seemed to understand each other, and I never
heard anyone ask someone to repeat themselves. There was a chat available within the game that
was in English, but it was not many players chatting there.

Also, there was a built in female voice in the game, which said some recurring phrases during
the fights, such as:

“An enemy has beenslain”

Word
formation

Acronyms Affixation WorE Shortening Conversion
composition
I N\ I 2 Y I N\
Active h h
Challenge
Active Squad
Caeeper All-Time Bid
En erman Record Mod Skin
Grlefer Bid Bumping
Creative Consumable
Survival Pile
Survival Games
) Strip Mining
Vanilla Y, Y,

Minecraft )

Diagram Nel

Word-Formation table of used terminology in video computer games.

The aim of this research work was to establish whether video and online computer games
could widen players’ vocabulary by using English as a lingua franca.

Players of ‘LoL’ and ‘WoW’ and ‘MC’ were exposed to a language associated with the
Middle Ages, and consequently they would acquire a vocabulary that would not be applicable while
speaking general English. However, such vocabulary could still be useful in other contexts, such as
understanding movies and literature of that genre. In ‘FIFA’ and ‘CS’ the vocabularies seemed
more useful in other contexts than playing the games since the terms were more up to date.

While going through the data players of “WoW’, ‘LoL’ ‘Warfame’, ‘CS’ and ‘MC’ believed
themselves to have acquired a higher level of language proficiency since their communication was
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mostly in English.

Since this research work deals with the games, it is obvious, that this work can be a source of
neologisms, because a theme of MMO and video computer games is a completely new current in
mankind’s history. There are still lots of discussions and debates for this one.

The results presented here suggest that video and online computer games can be key elements
leading players to a range of paths where they are able to deepen their knowledge of English.
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Human capital and education

The Oxford English Dictionary defines Human capital as “The skills, knowledge, and
experience possessed by an individual or population, viewed in terms of their value or cost to an
organization or country.” [2] The notion encompasses that there are investments in people (e.g.,
education, training, health) and that these investments increase an individual’s or a population’s
productivity [1].

Schultz put forward the first definition for Human Capital: it consisted of the ‘“4nowledge,
skills and abilities of the people employed in an organization. [4] Acemoglu says that investments
in human capital equalizes the distribution of technological progress [3]. In his research, Goldin
found that with the help of human capital development Europe first escaped the long-term trouble
which was caused by the stagnant capital growth and pressing demographic boom [1]. It was Jacob
Mincer, a father of modern labor economics [12], first developed the mathematic correlation
between education, experiences and wage income, i.e. the individual productivity of a person. [13]
Income in Mincer’s human capital earnings function is the dependent variable and years of
education and work experience are independent variable [11]. Goldin claims that education can
increase the human capital by increasing the individual productivity of workers and, at the same
time, by decreasing the amounts of criminal activities as there are more educated and informed
people in the society [1]. Weisbrod B. claiming that “investment in education expands and extends
knowledge, leading to advances which raise productivity and improve health” determine that states
and organizations must pay more attention to adequate level of expenditures on people [5].

Crocker R. draws out the following model of education and human capital development,
which aptly illustrates that human capital is direct outcome of educational investment [11].
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