
— 291 — 

 

Conclusion. Presentation skills (Figure 1) play a crucial role in the success of foreign language teachers and 
their students. The ability to effectively communicate and engage students in immersive learning experiences is es-
sential for creating a positive learning environment. Furthermore, foreign language teachers should strive to develop 
and enhance their presentation skills to ensure the success and growth of their students in learning a foreign lan-
guage. By effectively communicating, engaging students, and catering to diverse learning styles, teachers can create 
a dynamic and inclusive learning environment that fosters language acquisition and motivates students to excel in 
their language studies. 
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VIDEO GAME CULTURE 
 

Introduction. A video game is a visual way of conveying information, a kind of synthesis of the real world in 
virtual space, which carries the function of combining many cultural trends. Having become a cultural layer of hu-
manity, video games are developing in diverse fields: literature, music, cinema, technology, etc. 

Game culture to a certain extent began to claim the status of an art form back in 1950, when the video game 
“Bertie the Brain” was first presented as an engineering advertisement, then “Spacewar” appeared in 1962. In 2011 
the video game sphere originates the discussions in the United States, where this phenomenon was recognized as an 
art form, that led to scientific interest in the analysis of video games as videogame culture as a whole. Art developers 
are completely immersed in this type of activity, where not only talented artists and art masters, but also the holders 
of exclusively the latest digital competencies are fully revealed as a whole, which subsequently dictated the presence 
of a large number of representatives of generation Y in this area. “Games are a folk art, a collective, social reactions 
to the underlying impulse or influence of a particular culture” [1, p. 144]. 

Main part. Google, Amaxon, Sony, Apple, Microsoft, Nvidia, Nintendo are the few developers who have ac-
tively opened a promising segment of cloud gaming. In addition to cloud gaming, one can also highlight current 
trends in pay-to-play (subscription games), user-generated content (a multi-user platform supported by non-profes-
sional developers, for example, Roblox, Minecraft), streaming content that has become popular in Russia, creates 
formats for interaction between consumers and corporations, develops software and hardware and technologies for 
collecting, processing and analyzing data in real time. 

What does video game culture mean? In order to identify the main characteristics of the most popular video 
games, it is necessary to study their purpose, relevance and interest in them from users. Among the main such 
indicators, the following became obvious:  
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1. Ideological load/content within the framework of cultural norms (virtual narrative: topos, archetype, acrotype). 
2. Aesthetics of content visualization / game design, music. 
3. Complexity of logical thinking tasks. 
4. The degree of aggressiveness of the narrative. 
5. Sociability / involvement of players. 
6. Autonomy and competence. 
7. The effect of a video game (“intentional” entertaining, cognitive (electronic cognition), therapeutic 

(distraction from painful symptoms), social (addiction). 
8. Language of communication. 
The ideological component, in particular the content within the framework of cultural norms, directly personifies 

the cultural content of a particular game. Since each world culture has its own classical and historical archetypes, they are 
directly integrated into the creativity created by people from these cultures (in particular, video game content) [2, p. 194]. 

Gaming as the sphere of entertainment is very dynamic in it development. It stays as a part of modern culture 
within the technological destinations and progress, being with various genres, social connection and potential for 
positive affect, forming the ways how to play, training the players, and giving them opportunity for communication. 
Gaming culture is a wide range of activities, driver of economic development (a new digital “bread”), the fastest 
segment of mass media and many other explanations for this creation will go on. 

It is impossible not to recognize the fact that questions about the scientific approach to the study of video 
game culture are being actively developed in Russia. There are two main centers for the study of video games — the 
Moscow Game Center (Moscow Game Center, operating on the basis of the Institute of Business and Design (B&D) 
in Moscow and the Laboratory for Computer Game Research (LIKI) in St. Petersburg. Both centers are engaged in 
the popularization of humanities studies of video games in Russian-speaking space, hold public events and scientific 
conferences, publish academic collections and special thematic issues of journals. 

Founder of the Center for Video Game Research at the Faculty of Philosophy of Moscow State University. 
Lomonosov and the head of the game design profile at the Institute of Business and Design, Alexander Vetushinsky, 
believes that “...every person wants to feel that he determines his own life — this is autonomy. Every person wants to 
feel like they are good at least something — competence. Every person wants to feel that their skills are valued by 
others — that’s belonging. All these needs are met by video games” [3, p. 156]. 

There is also a center specializing in computer games research in St. Petersburg. Laboratory (LIKI) works on 
such areas as: computer games as media, genealogy of computer games, interface research, the phenomenon of gami-
fication, the problem of gamer subjectivity, the problem of identity in games, research into the specifics of perception 
in computer games, the problem of space and time in video and computer games, interactivity and interaction in 
computer games, ludology and narratology, critical analysis of game studies texts, the problem of the gamer’s corpo-
reality, the constitution of social reality through computer games, notgames analytics, the ethical horizon of com-
puter games, glitches, performances, installations in games, etc. 

Conclusion. It should be noted that over time, video games have come to be considered a full-fledged art 
form that can reveal the cultural characteristics of individual countries to the rest of the world and create its own 
cultural layer. Video games have completely become an integral part of the media space, beginning to compete in 
popularity even with films, creating a separate layer of pop culture among modern generations. The medium of video 
games can affect global culture in ways that other mediums do not, by transcending specific language and customs. 
Transcending languages and cultures can be specifically seen during online gameplay where players directly interact 
with others who live in other countries. Many nations also hold professional gaming to a level of importance. A sig-
nificant number of computer games are created on the basis of the cultural characteristics of the mentality of the 
country in which the game was created. Therefore, computer games are a representation of the cultural characteristics 
of the countries in which they were created. Since the modern world is completely globalized, most of the games 
created in different countries are distributed throughout the world. Thus, each person gets the opportunity to get ac-
quainted with the culture and mentality of different countries. In recent years, there has been a trend in the world of 
interaction between cultures of different countries and their integration into each other. This was facilitated by com-
puterization and the general availability of computer games. 
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