HaBTtopom »sTane aHaiuz3a U3 CIOBApsA aHAIM3UPYEMOIO TEKCTA ObLIU
yAQJICHBI BCE CIY»KEOHBIEC CI0BA, a TAKKE BCE 3HAMEHATEbHBIE JIGKCUUECKHUE €/TH-
HUIIBI C YaCTOTON yNOTpeOsieHUs, paBHOU |, kpome Toro ObUIM 0OOBEIUHEHBI CUHO-
HUMBI W TpaMMaTtHueckwe (HOPMBI OJHOTO W TOTO JK€ CJIOBA IMOCPEICTBOM
CYMMHUPOBAHHUS 4YaCTOT WX YNOTpeOsieHUs B Tekcre. OcTaBlIMEcd JICKCUUYECKUE
€JIMHULIBI TEKCTA COCTABUIIN CJIOBAPHU MOTCHIMAJIBHBIX OTMIOPHBIX CJIOB.

HaTtpetrtbem sTamne aHaimsza Ui KAXKIOTO CJIOBA CJIOBAPA MOTEHIIMAJIb-
HBIX OTIOPHBIX CJIOB OBLT MOACUMTAH KOY(PPHUIMEHT BaAXKHOCTH CJIOBA B TEKCTE IO
dopmyne Ksax = (Fxm)/(Nxn), rne F — abGcomoTHasa uactora ynorpeOiaeHus
KQ)XJIOT0 CJI0BAa B TEKCTE, B KOTOPYKD BXOJHUT CyMMapHas 4acToTa BCEX THUMOB
CUHOHUMOB >TOr0 CJIOBA M MECTOMMEHHBIX 3aMEH, M — KOJIMUECTBO a03alieB,
B KOTOPBIX BCTPETUJIOCH CJIOBO; N — o0llee 4ucyio ad3aies B Tekcre, N — oOiee
YUCJIO CJIOB B TEKCTE.

OTOT KOYPPUITUEHT SIBISETCS OCHOBHBIM KPUTEPHUEM OTIPEIETICHUS «CTETICHN
BAKHOCTHY» CJIOBA JIJI COJEPKAHUS BCEro TEKCTA, B CTPYKTYPE OMOPHBIX CJIOB
KOTOPOTO MMEETCs ompeecHHas nepapxus. Hanbosee yacToTHBIE U3 HUX (C yUe-
TOM WX CHHOHUMOB M MECTOMMEHHBIX 3aMCH) M BCTPEUAIOIIUECS B HAUOOJBIIEM
yucsae ad3aleB SABJAIOTCA 2lAd6HbIMU, TaK KaK OMPEAESAOT OCHOBHOW MpeaMeT
cool0mieHus. BmopocmenenHvie OTMOPHBIE CIIOBA CBA3aHBI C TJIABHBIMU, HO BCTpE-
YAKOTCS C MEHBIIICH YacTOTON U B MEHBIIIEM YUCIE a03alleB.

Ha wertBepTOoM 3Tane aHaau3a ObLJIM BHIUMCIICHBI KPUTHUECKUE 3HAUC-
HUSA KO3(PPUIIMEHTOB BaKHOCTH, KOTOPHIE MO3BOMMINA (hOPMAJBHBIM CIIOCOOOM
OTJICJIUTh IJIABHBIE U BTOPOCTENEHHbBIE OMOPHBIC CJIOBA.

Ha matoM »Tamne aHanu3a ObLIM MOTYUYEHbI TAOIUIIBI OCHOBHOTO COAEP-
XKAHUA JJI1 KaXA0TO MCCIEAYEMOro TEKCTa, KOTOPbie ObLIM JOMOJIHEHbI KITtOoue-
BEIMU cioBamMu m3 3aroyioBkoB (KC3) COOTBETCTBYIOMUX TEKCTOB PEKIIAMHBIX
0o0bsiBiIeHUH. B Takux Tabiuiax onmopHbIE CJIOBA B COOTBETCTBUU C MPEAMETHBIMU
CBOWCTBAMU CBOMX pedepeHTOB B OOIMEM ciydae MOTYT OBITh pa3feicHbl Ha
CJIEAYIOIIME TPYIIbI; CIOBA-00BEKTHI; CJIOBA-MPU3HAKU; CIOBA-ACHCTBUS; MPOUYUE
CJIOBA.

[TpenMyiiecTBO MAaHHOW METOJUKH OMNPEACIICHUS OCHOBHOTO COACpPKAaHUS
TEKCTa COCTOUT:

1) B BOBMOXHOCTH KJIacCH(PHUITMPOBATH CJIOBA KOHKPETHOTO TEKCTa B 3aBH-
CUMOCTU OT CTEMECHU WX BAXKHOCTH JIJIi CEMAHTHUECKON CTPYKTYpPbl TEKCTa MO
HECKOJIBKAM TPYIIaM,

2) B €€ IPUMEHUMOCTH K TEKCTaM C Pa3HBIM KOJMYECTBOM a03alleB.

A. Shevel, R. Eckhart

THE POSSIBILITIES OF ONLINE INFORMAL LEARNING
OF ENGLISH FOR DIGITAL NATIVES

Online informal learning of English is one of the most important trends to
follow and be aware of. Whether teachers are paying attention or not, their students
are spending a lot of time on the internet watching all sorts of English-language
content.
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If the content that students are watching (or creating) is associated with the
internet, we can call these activities online. Any resources that are accessed via the
internet are categorized as online resources. If activities utilizing these resources
are not required by teachers, we can call them informal. Most of the time, teachers
will require students to do homework in English. This is an example of formal
learning. But if the English language learner (ELL) undertakes activities
voluntarily, without requirement from a teacher, it is informal. Finally, if there is
any language acquisition happening at all, which surely there is, we can call this
learning. Sometimes the learning is completely passive, in terms of just listening
to music, or sometimes the ELL uses a dictionary, looks up words, and 1s very
deliberate about maximizing the opportunity to increase their communicative
skills.

In the history of language learning, there has always been some technology
involved. At first, maybe an ELL could go to their local library and listen to
foreign language recordings of songs or plays or films. This would give them a
chance to hear native speakers using foreign languages. The words and phrases
might be rehearsed and not very natural, but the pronunciation would hopefully be
authentic. Then, schools and institutions of higher learning often acquired funding
to create their own ‘language labs’. In these labs, an ELL might be required by
their teacher to go a certain number of times each week and listen for a certain
minimum of minutes each time. The teacher would usually select the content and
the student might or might not be engaged by it. It was a one-size-fits-all approach
to exposing students to pre-recorded segments of native pronunciation. The next
evolution were curricular materials that students could buy which included cassette
tapes. Again, these were samples of pre-recorded pronunciation but now the ELL
could listen at home, which was more convenient. But these pre-recorded segments
of speech were pre-written, rehearsed, and staged. They were not authentic or
natural communication, which is what they tried to be. With the advent of the
World Wide Web (WWW), it became even easier for ELLs to access samples of
native speakers, but most of this was still asynchronous — an ELL 1n one part of the
world merely listening to a native speaker in another. YouTube is the best example
of this and the best aspect of YouTube is that anyone can become a YouTuber and
therefore the sound and video recordings are not scripted and rehearsed. In many
occasions, like with video gamers, the language is natural and spontaneous. This i1s
a tremendous advantage to an ELL trying to hear how actual native speakers use
the language in a natural context. And ELLs could choose any context they wanted
because of the wide variety of YouTubers creating content about every interest,
subculture, and hobby. This continues to personalize and individualize the
language-learning experience. But the real breakthrough came with the advent of
Massively Multiplayer Online (MMO) games, where people around the world
could be participating in a game in English with native speakers — listening to and
speaking English while having fun.

For people who like video games, there are at least 2 ways to combine an
enjoyable activity with language practice.
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The more proactive, but less accessible way would be to play video games
yourself and practice reading and listening comprehension skills by paying
attention to the story in the game, which would usually be presented in written
form as well as audio, or use the text or voice chat features of online multiplayer
games.

The other option is using online video-sharing platforms like YouTube
(which 1s mostly used for uploading pre-recorded videos) and Twitch (which is a
live streaming platform), as both of them are full of video gamers uploading
different content daily, most of it in English. Many people who are interested in
games come to a channel to learn how to get through a difficult part in a game or
simply to watch something they can’t play themselves, and they stay for the
personality of the content creator.

Since the videos are unscripted and online influencers are very seldom trained
actors, watching content on YouTube provides a unique opportunity to hear native
speakers in a very relaxed, casual setting, and to learn the peculiarities of grammar
and vocabulary usage in informal English, as well as proper inflection. This stands
in direct contrast with the scripted, rehearsed language samples that ELLs formerly
listened to from language tapes and language labs.

Which is more, there is usually an online community of people who follow a
content creator, making it very easy to find people to interact with on the basis of
shared interests. It can be done through the comment section on YouTube itself
(or the live chat on Twitch), or through other websites such as Twitter, Tumblr, or
Discord, which encourage further practice of language through communication.
These sorts of actual language usage, based on a subject of individual interest, are
quite unlike ELLs being asked by their language teacher to write a composition
about a topic they may or may not be interested in.

Websites like Twitch and YouTube are becoming increasingly more popular
each year. According to recent statistics, Twitch 1s the 37th biggest website on the
world, making it the No.l live streaming platform on the planet. Despite
originating in the USA, only about 20 % of its traffic comes from the country, and
surprisingly, the second largest portion of traffic comes from Russia (6—7 %). The
vast majority of broadcasts on Twitch are in English and streams in English gather
the largest viewership service-wide.

When it comes to Belarus, Twitch is extremely popular as well, holding the
33rd position on the list of most popular websites. In a surprising turn of events,
YouTube actually comes in 2nd, pulling in more Belarusian traffic than even
Google (although that can be attributed to Google having different domains —
Google.com & Google.by), Facebook, and Instagram.

And when you look at the trends in gaming, it comes as no surprise that video
games have helped their players significantly better their English speaking and
comprehension skills. For years MMOs (massively multiplayer online games) and
MOBAs (multiplayer online battle arena games), like World of Warcraft, League
of Legends and Dota 2, have been played by millions of people around the world,
and in recent years a genre by the name of battle royale multiplayer games has
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emerged and took the video gaming industry by storm with such titles as PUBG
and Fortnite becoming some of the biggest names in pop-culture, sometimes
drowning out the more traditional medium of entertainment that is cinema. Those
games encourage and sometimes even demand communication between players
through text or voice chat features that the games have, thus engendering the
advancement of language (mostly English) skills of the players.

To sum up, it seems there has never been a better time to be an English
Language Learner than the 21st century. There is an infinite amount of natural and
authentic English-language content available for ELLs to engage with and
participate in the creation of. No longer do language learners need to be passive
parts of this process, but through online communities on platforms such as Twitch,
Twitter, and Tumblr, ELLs can, literally, get off the bench and get into the game
and succeed according to their own level of engagement.
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