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(hodnoceni: zvolenou kategorii hodnoceni oznacte x)

1. Problémova oblast (zamér prace) ano jen castecné ne
Problémova oblast zavéreéné prace je stanovena v souladu X

s aktualnimi védeckymi poznatky v dané oblasti

2. Cile prace ano jen Castecné ne
Cile prace jsou formulovany jasné a konkrétné X

Cile prace jsou formulovany v souladu se stanovenou X

problémovou oblasti.

Cile odpovidaiji struktufe zavére¢né prace X

Stanovené cile byly naplnény X

3. Teoreticka vychodiska prace ano jen Castecné ne
V praci jsou rozpracovany kliCové kategorie, které zakladaji X

jeji teoreticky rdmec.

Téma je narocné na zpracovani teoretickych poznatku X

Autor pracuje s aktualni odbornou literaturou a zdroji X

Autor provadi analyzu a hodnoceni aktudlniho stavu X

zkoumani v dané oblasti a vyvozuje zavéry pro praktickou

Cast prace

PouZité zdroje a prameny koresponduji s tematickym X

zaméfenim prace

Prace vychazi z primarnich zdrojl X

4. Prakticka ¢ast prace ano jen Céastecné ne
Autor voli adekvatni metody a postupy s ohledem na X

tematické zaméreni prace

Autor spravné pouziva metody a postupy sbéru a zpracovani X

empirickych dat

Autor vyvozuije platnost zavérd s ohledem na zjisténé udaje X

Prakticka ¢ast prace je nadro€na na zpracovani empirickych X

dat

5. Formalni nalezitosti ano jen &aste¢né ne
Préace je logicky uspofadana X

Prace ma pfiméfenou stylistickou uroveri X

Odkazy a citace jsou v souladu s platnou citaéni normou X

Prace ma vhodnou grafickou Upravu (Uprava textu, grafd, X

tabulek, pfiloh atd.)

6. Hodnotici kategorie specifické pro obor ano jen ¢astecné ne
Jazykova spravnost X




7. Pfipominky a otazky k obhajobé:

This project is a very well written work presenting novel data and replicating a mini version of surveys
conducted in other regions, even though the title of the thesis is broader than X. The theoretical part
encompasses a large variety of appropriately selected primary literature which in its scope would
suffice even for a diploma thesis. The author shows good degree of knowledge of the studied
literature and the theoretical and empirical parts of the thesis are well interconnected.

The thesis is carefully formatted, with only occasional minor lapses, e.g. not all game titles
are italicized, the conclusion is not listed in the contents. It is written in highly readable prose, the
language is appropriate, however, at times there are stylistic inaccuracies (e.g ...the final
appearance of the figure might seem slightly odd., p. 36).

The problematic aspect concerns the fact that the questionnaires completed by respondents
are not attached in the thesis. The data from the questionnaires is referenced to a website, but the
provided link does not function.

Questions:

In the survey, you ask about the respondents’ perceived level of SL skills. How accurate can such
self-assessment be? Did you check/test whether the respondents’ reported level corresponds with
their actual production/reception skills? (section 5.1, p. 26)

What are the limitations of the self-observation questionnaire method? Which other method would
be suitable to combine it with?

In the questionnaire, in question 2 asking about the frequency of playing: options b) 2 — 6 times per
week and c) 10 — 20 times per month might overlap. How could you improve the options for this
guestion to give you unambiguous responses?

Explain your choice of equivalents in the questionnaire and in the body of text in your thesis. In
guestion 15 in the Czech version of the questionnaires, which were distributed, the replies do not
correspond to the English translation provided in the thesis, i.e. souhlasim - strongly agree; spiSe
souhlasim — agree; spiSe nesouhlasim - disagree; and nesouhlasim - strongly disagree.

In what ways can classification of video games by genre raise the level of understanding of digital
games? (As it is suggested in section 1.4., p. 13)

You report that “...multiple studies have reached the conclusion that specific videogame genres
support L2TL.” (1.4., p. 13) Which genres support L2 learning and in what ways according to your
source?

You refer to “the language learning and use” throughout your thesis, but do not address the
difference. How is the difference defined in literature?

Zaver:

Prace je fneni doporu¢ena k obhajobé.

Navrzeny klasifikani stuperi: B

V Olomouci dne 20. 8. 2022 Mgr. Petra Charvatova
oponent bakalafske prace



