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DIGITAL TECHNOLOGIES IN LANGUAGE DEVELOPMENT

Annotation

This article examines the impact of digital technologies on language development. It
explores how digital tools such as e-learning platforms, language learning apps, and digital
communication tools facilitate language acquisition and development. Theoretical frameworks
underpinning the study include constructivist and socio-cultural theories of learning. Through a
comprehensive literature review and analysis of case studies, the benefits, challenges, and future
trends of digital technologies in language learning are discussed. The findings suggest that while
digital technologies offer significant advantages, challenges such as the digital divide and the
need for digital literacy skills must be addressed to maximize their potential.
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educational technology, digital literacy.

Introduction

The advent of digital technologies has revolutionized many aspects of
human life, including education. Language development, a crucial part of cognitive
and social growth, has been significantly impacted by these technological
advancements. This article explores the role of digital technologies in language
development, providing a theoretical framework, examining current applications,
and discussing the benefits and challenges associated with these tools.

Theoretical Framework

Digital technologies in language development can be understood through
various theoretical lenses. Constructivist theories, which emphasize the active role
of learners in constructing knowledge, suggest that digital tools provide interactive
and engaging platforms for language learning. Socio-cultural theories emphasize
the importance of social interaction in language acquisition, facilitated by digital
communication tools.

Constructivist Theories

Constructivist theories, such as those proposed by Piaget and Bruner,
support constructivist learning by providing an environment in which learners can
actively build understanding and knowledge of the world through experiences and
reflecting on those experiences. Digital technologies support constructivist
learning by providing environments where learners can explore, experiment, and
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receive immediate feedback. For instance, language learning apps often include
interactive exercises that adapt to the learner’s level, allowing for personalized and
active engagement [1, p. 12].

Socio-cultural Theories

Vygotsky's socio-cultural theory emphasizes the fundamental role of social
interaction in the development of cognition. According to Vygotsky, learning
occurs within the Zone of Proximal Development (ZPD) through joint activities
and guided interactions with others who are more knowledgeable. Digital
technology promotes this by connecting learners with native speakers and language
experts through online forums, social media, and video conferencing, enabling
genuine language use and cultural exchange [2, p. 34].

Evolution of Digital Technologies in Language Learning

The integration of digital technologies into language learning has evolved
significantly over the past few decades. Initially, language learning relied on
traditional methods such as textbooks and classroom instruction. The introduction
of computers and the internet brought about e-learning platforms that provide
interactive and multimedia-rich content. Today, mobile apps, virtual reality (VR),
and artificial intelligence (Al) are at the forefront of language learning innovations
[3, p. 45].

Theories of Language Acquisition and Digital Technologies

Language acquisition theories such as Chomsky’s Universal Grammar and
Krashen’s Input Hypothesis provide insights into how digital technologies can
support language development. Chomsky’s theory suggests that humans are born
with an innate ability to acquire language, which can be stimulated by rich
linguistic input provided through digital media [4, p. 67]. Krashen’s Input
Hypothesis emphasizes the importance of comprehensible input, which can be
delivered effectively through personalized learning experiences on digital
platforms [5, p. 89].

E-Learning Platforms and Language Apps

E-learning platforms like Duolingo, Rosetta Stone, and Babbel offer
interactive and gamified language learning experiences. These platforms leverage
multimedia content, adaptive learning algorithms, and instant feedback
mechanisms to enhance language acquisition. Mobile apps provide learners with
the flexibility to practice language skills anytime and anywhere, making language
learning more accessible and convenient.

. Duolingo: Duolingo is one of the most popular language
learning platforms, offering courses in multiple languages. It uses a gamified
approach to keep learners engaged and motivated. The platform adapts to the
learner’s progress, providing personalized lessons that focus on areas
needing improvement. Additionally, Duolingo incorporates listening,
speaking, reading, and writing exercises to develop comprehensive language
skills [6, p. 101].
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. Rosetta Stone: Rosetta Stone employs a more immersive
approach, emphasizing listening and speaking from the very beginning. It
uses speech recognition technology to help learners perfect their
pronunciation. The platform offers live tutoring sessions, enabling learners
to practice with native speakers and receive real-time feedback [7, p. 123].

. Babbel: Babbel focuses on practical vocabulary and
conversational skills, aiming to prepare learners for real-life situations. The
platform’s lessons are designed by language experts and include cultural
insights to help learners understand the context of the language they are
studying. Babbel’s interactive exercises reinforce grammar and vocabulary
through repetition and context.

Digital Communication Tools

Digital communication tools such as video conferencing, chat applications,
and social media enable learners to engage in real-time conversations with native
speakers. These tools facilitate authentic language use and cultural exchange,
crucial for developing communicative competence.

Benefits and Challenges

Benefits

Digital technologies offer numerous benefits for language development.
They provide increased accessibility to language learning resources, especially for
individuals in remote or underserved areas. Digital tools also support personalized
learning, allowing learners to progress at their own pace and according to their
unigue needs. Furthermore, the interactive and engaging nature of digital content
can enhance motivation and retention.

. Increased Accessibility: One of the most significant benefits of
digital technologies is the increased accessibility they provide. Learners no
longer need to be physically present in a classroom to access high-quality
language instruction. Online platforms and mobile apps can be accessed
from anywhere, making language learning possible for people in remote or
underserved areas.

. Personalized Learning: Digital technologies enable personalized
learning experiences by adapting to the individual learner’s pace and level.
Adaptive learning algorithms assess the learner’s strengths and weaknesses,
providing tailored lessons that focus on areas needing improvement. This
personalized approach helps learners stay engaged and motivated, as they
can see their progress and receive immediate feedback.

. Enhanced Engagement and Motivation: The interactive and
multimedia-rich content provided by digital technologies enhances learner
engagement and motivation. Gamified elements, such as points, badges, and
leaderboards, make learning fun and competitive. Additionally, interactive
exercises, videos, and audio clips cater to different learning styles, keeping
learners interested and engaged.

Challenges
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Despite the advantages, there are challenges associated with the use of
digital technologies in language development. The digital divide remains a
significant barrier, as not all learners have access to the necessary technology and
internet connectivity. Additionally, technological distractions can impede learning,
and there is a need for both learners and educators to develop digital literacy skills
to effectively use these tools.

. The Digital Divide: The digital divide refers to the gap between
those who have access to digital technologies and the internet and those who
do not. This disparity can hinder the effective implementation of digital
language learning, as not all learners have the necessary resources to benefit
from these technologies. Addressing the digital divide is crucial to ensure
equitable access to language learning opportunities.

. Technological Distractions: While digital technologies offer
many benefits, they also come with the risk of technological distractions.
Notifications, social media, and other online activities can interrupt the
learning process, reducing focus and productivity. Educators and learners
need to develop strategies to manage these distractions and maintain a
conducive learning environment.

. Digital Literacy Skills: The effective use of digital technologies
for language learning requires both learners and educators to possess digital
literacy skills. These skills include the ability to navigate online platforms,
use digital tools, and critically evaluate online content. Providing training
and support to develop these skills is essential to maximize the benefits of
digital language learning.

Future Trends

The future of digital technologies in language development is promising,
with emerging technologies poised to further transform the landscape. Al-driven
language learning platforms are expected to provide even more personalized and
adaptive learning experiences. VR and augmented reality (AR) have the potential
to create immersive language learning environments, offering real-life contextual
practice. As these technologies evolve, they will continue to shape the way
languages are learned and taught.

. Artificial Intelligence: Artificial intelligence (Al) is expected to
play a significant role in the future of language learning. Al-driven platforms
can provide highly personalized learning experiences by analyzing the
learner’s progress and adapting the content accordingly. Al-powered
chatbots and virtual tutors can offer real-time feedback and support,
enhancing the learning experience.

. Virtual Reality and Augmented Reality: Virtual reality (VR)
and augmented reality (AR) technologies have the potential to create
immersive language learning environments. VR can transport learners to
virtual worlds where they can practice language skills in realistic scenarios.
AR can overlay digital information onto the physical world, providing
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contextual language practice. These technologies can make language
learning more engaging and effective by offering real-life contextual
practice.

. Gamification: The use of gamification in language learning is
likely to increase, as it has been shown to enhance engagement and
motivation. Gamified elements, such as points, badges, and leaderboards,
can make learning fun and competitive. Future language learning platforms
may incorporate more sophisticated gamification techniques to keep learners
motivated and engaged.

Conclusion

Digital technologies have a profound impact on language development,
offering innovative and effective tools for language learning. While they present
significant benefits, challenges such as the digital divide and the need for digital
literacy skills must be addressed to fully harness their potential. Future
advancements in Al, VR, and AR promise to further enhance language learning
experiences, making language development more accessible, engaging, and
effective.
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Annotation. This article explores the use of drama projects to improve students'
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constructivism and is confirmed by experimental data. The study involved 60 high school
students, the results showed a significant improvement in fluency and confidence in speech. The
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approach. The conclusions of the article confirm the effectiveness of drama projects as a means
of developing conversational skills and suggest ways to further improve teaching methods.
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Introduction

The relevance of the problem of improving the methods of teaching English
as a foreign language (TEFL) is due to the need to develop students' skills of fluent
and confident language proficiency. One of the effective methods of developing
conversational skills is the use of dramatic projects that contribute to the activation
of speech activity and increase the motivation of students. This article examines
the possibilities of improving drama projects in the EFL classroom to improve
students' conversational skills and suggests new approaches to their
implementation.[1]

Drama projects are based on the theory of constructivism, according to
which learning takes place through active interaction of students with the material
and with each other. In the process of preparing and executing drama projects,
students master new lexical and grammatical structures, develop communication
skills, and learn to express their thoughts and feelings in a foreign language.[2]

Drama stimulates students' interest in learning the language, as it allows
them to embody their ideas in stage action. Active participation in drama projects
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contributes to the development of creativity, improvement of public speaking skills
and reduction of anxiety levels when using a foreign language.

Literature review

Brumfit and Johnson (1979) emphasize the importance of a communicative
approach in language teaching, where drama plays a key role in creating natural
communication situations. Maley and Duff (2005) offer various dramatic
techniques that promote active student engagement and the development of their
language skills.

Vygotsky (1978) argues that social interaction is the foundation of cognitive
development, which is confirmed in drama projects where students actively
interact with each other. Stinson and Freebody (2006) demonstrate in their study
that procedural drama improves outcomes in oral communication, which is
consistent with the results of our study.

Kao and O'Neill (1998) focus on learning through the process of drama,
where students are immersed in language situations, which contributes to a deeper
assimilation of the material. Thus, existing research confirms that drama projects
are a powerful tool for developing conversational skills and motivating students.
Our research contributes to this area by offering new methods for improving
dramatic projects and confirming their effectiveness with experimental data.[5]

Additional research highlights the importance of drama projects in the
development of various language competencies. Holden (1981) notes that dramatic
methods contribute not only to the improvement of conversational skills, but also
to the development of listening, reading and writing skills through the integration
of various types of speech activity. An important component of the successful
application of drama in teaching is the creation of authentic situations, which
contributes to the development of intercultural competence of students (Byram,
1997).

Research by Fonio and Genovese (2014) demonstrates that drama projects
have a positive impact on students' social skills, such as collaboration, conflict
resolution, and teamwork. It is also important to note that drama projects allow
taking into account the individual characteristics and interests of students, which
makes the learning process more personalized and effective (Savignon, 2002).

Thus, literary sources confirm that drama projects are a multifunctional tool
in EFL training. They contribute not only to the development of conversational
skills, but also to the comprehensive development of the student's linguistic
personality, increasing their motivation, confidence and involvement in the
learning process.
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Research methods and materials

Sampling and research context

The study involved 60 high school students studying English as a foreign
language. All students had a proficiency level of B1-B2 on the CEFR scale. The
study was conducted during one academic year.

Data collection methods

The following methods were used to evaluate the effectiveness of drama
projects: testing language skills before and after projects, questioning students,
interviewing teachers and observing lessons.

Description of dramatic projects

Drama projects included the development of scripts, rehearsals and staging
of short plays in English. The subjects of the projects ranged from adaptations of
classical works to original plots invented by students. In the process of working on
projects, students completed various tasks aimed at expanding their vocabulary,
consolidating grammatical structures and developing speaking skills.

Table-1. survey questions used to evaluate the effectiveness of dramatic
projects

Ne Question Answers
1 How do you assess your level of conversational Low / Medium / High
skills before participating in drama projects?
Your suggestions for improving drama projects. Free response
3 How interesting was it for you to participate in Not at all interesting /
drama projects? Neutral / Very interesting
5 Do you feel more confident speaking English No / A little / Yes
after participating in projects?
6 | What aspects of drama projects did you like the Free response
most?
7 What aspects of drama projects do you consider Free response

the least useful?

8 Have you gained a better understanding of No / A little / Yes
grammatical ~ structures and vocabulary  after
participating in projects?

9 Have drama projects influenced your motivation Negative / Nothing /
to learn English? Positive

10 | Would you like to participate in similar projects in the No / Not sure / Yes
future?

11
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The results of the study

Improving students' conversational skills

Data analysis showed a significant improvement in students' conversational
skills after participating in drama projects. The average score for oral testing
increased by 20%, indicating an increase in confidence and fluency of speech.
Students began to use more complex lexical and grammatical constructions, and
also showed great initiative in dialogues.
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40 a0

20 20

0

Figure -1. survey results

The results of a survey conducted among students who participated in drama
projects within the framework of teaching English as a foreign language (EFL)
demonstrate a significant positive impact of this technigue on the development of
conversational skills, motivation and confidence in using the language. Before
participating in the projects, most students rated their conversational skills as
average or low, but after completing the projects, there is a significant increase in
the number of students who rate their skills as high.

The increased interest and involvement in drama projects, as well as the
growth of confidence in oral speech, indicate the high effectiveness of the use of
drama in the educational process. The students noted an improved understanding
of grammatical structures and an expansion of vocabulary, which is also confirmed
by the results of the survey.

In addition, the vast majority of participants expressed a desire to continue
participating in such projects, which indicates a steady motivation to learn English
through dramatic methods. Thus, drama projects can be considered as a powerful
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tool that contributes not only to the development of language skills, but also to the
formation of a positive attitude towards the learning process.

These findings highlight the need for further improvement and integration of
drama projects into the EFL curriculum, which will maximize their potential to
improve the quality of education.

Increase motivation and engagement

Questionnaires and interviews showed that participation in drama projects
increased the motivation of students to learn English. Most students noted that
such projects make lessons more interesting and exciting, as well as contribute to
the development of team spirit and cooperation skills.

Discussion

Advantages of drama projects

The results of the study confirm that drama projects are an effective method
of developing conversational skills in the EFL classroom. They contribute to the
creation of a communication-oriented environment in which students can freely
experiment with the language and learn from their own mistakes.

Suggestions for improving drama projects

To further improve the effectiveness of drama projects, it is proposed:

1. Include interactive technology elements in projects, such as the use of

video and audio recordings, which will allow students to analyze their

performances and work on mistakes.

2. Develop projects based on an interdisciplinary approach, integrating

knowledge from other subject areas, which will help students see the

practical application of the language.

3. Conduct regular workshops with professional actors and directors who

can share their experiences and give valuable advice on acting and staging

performances.

Conclusion

The improvement of drama projects in the EFL classroom is a promising
area in English language teaching, contributing to the development of students'
conversational skills. The results of the study show that participation in such
projects increases confidence, motivation and interest in learning a language. The
inclusion of innovative approaches and methods can further enhance the positive
impact of drama projects on the learning process.
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I''IYBOKOE OBYYEHME C NIOAKPEIVIEHUEM: HOBBIE
I'OPU3OHTHI B OBJIACTU ABTOHOMHBIX CUCTEM

Annomauyusn: I'nyboxoe obdyuenue ¢ nookpennenuem (DRL) cmano npeobpaszyroweii
napaouemotl 8 0061acmu A8MOHOMHbBIX CUCIEM, COYemaroueli CHOCOOHOCMb 271YO0K020 00VUeHUs
obpabamuleams MHO20MEpHbIE OAHHbIe C BO3MOJNCHOCMbIO O00VUYeHUsl ¢ NOOKpenieHuem
ONMUMUBUPOBAMb OClCMBUSL NOCPEOCMBOM 83AUMOOCUCMBUsL ¢ OKpydcaroueli cpedoll. B smoii
cmamve paccmampusaiomcsi ocHogbl DRL, npedocmasenenvi nocneonue oocmuodicenus u
npeonazaemcsi HOBbIU al2Opumm, Komopwlil yiydyuwiaem cmpameauu u3yyenus 6 DRL.
Pe3ynomamoi 5Kcnepumenmos 0eMoHCMpupyiom 3HadumenvbHoe NogvlileHue dQ@exmusHocmu
00yuenUs u NPoU3B0OUMENbHOCIU 8 PA3IUYHBIX MECMOBbIX CPEOaXx.

Kniouesvie cnoea:. 2nybokoe obOyuenue c nookpenienuem, a8MmoOHOMHblE CUCHEMDbI,
uccinedosamenvckue — cmpameuu, GHYMPEHHAS  MOMUBAYUs,  ONMUMU3AYUSL — NOJUTNUKU,
HelpOoHHble cemu, IheKmusHocmy anreopumma

ABTOHOMHBIE CHUCTEMBI, OT CaMOYMPABIIEMbIX aBTOMOOWIIEH 1O pOOOTOB-
areHTOB, TPEOYIOT CIIOXHBIX BO3MOXKHOCTEH JUIsI TIPUHATHS — PEIICHHM.
TpamuMoHHBIE METOABI C TPYAOM CIPABISIOTCS CO  CJIOKHOCTBIO M
W3MEHYMBOCTBIO  YCIIOBHM  peanpHOro Mupa. [nybokoe oOydeHwe C
MOJKPEIUICHUEM periaeT 3TH NpoOJeMbl, HCIOIb3YysS HEUPOHHBIC CETH JIS
anmpoKCUMAaIuu (PYHKITUN OIEHKH WM TOJIMTHUK, MTO3BOJISS areHTaM YYWThCS Ha
OCHOBE MHOTOMEPHBIX CEHCOPHBIX JaHHBIX. B 3TOH cTarhe paccMaTpUBAIOTCS
npuHuunel DRL, ocBemaroTcss mociaegHue AOCTHXKEHUS M IpEjiaracTcs HOBas
METO/IMKA UCCIIeIOBAHNUS, HATIpaBJIeHHAs Ha YJydllleHue Tpoliecca 00ydeHusl.

OcHOBBI r1y00KOTr0 00y4eHHs C MOJKPEIIIEHUEM

OOyueHue ¢ NoJKpeIIEHUEM

O6yuenue ¢ noakpemiennem (RL) - 310 pazgen MammHHOTO OOy4eHUs, B
KOTOPOM areHT YYHUTCS NMPUHUMATH PEIICHUS, B3aUMOJCHCTBYS C OKpYIKaroien
cpemoit. llenmp areHTa - MaKCHMHM3UPOBATh HAKOIUICHHOE BO3HATPAXKICHHE C
TedeHueM BpeMeHH. OCHOBHBIMHU dJIeMEHTaMU TIpooieMbl RL sBisroTCI:

e Cocrosaue (S): Tekyimas cuTyalus areHra.

e JleticTBue (2): Pemrenue, mpuHATOE areHTOM.

e Bosnarpaxaenue (r): HememnenHas oTdada, TMOJAydYeHHAs IOCHe

BBITIOJTHEHUS JIEHCTBUSI.

o [lomutuka (m): Crparterusi, KOTOpas COIOCTAaBISE€T COCTOSIHUS C

JEUCTBUSIMH.

o Oynknus neHHoct (V): OxupaeMoe COBOKYITHOE BO3HATPAKICHHUE OT

JAHHOTO IITaTa.

I'nybokoe obyuenue
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['mybokoe oOydeHue BKIIOYaeT B ceOst oOydeHHWEe HEHPOHHBIX CETeH C
HECKOJIbKUMH ypoBHsMH (deep architectures) uis w3ydeHUs TpeICTaBICHHN
JAHHBIX C HECKOJBKMMU YpPOBHSIMU aOcTpakuuu. CBEpTOUHBIE HEUPOHHBIE CETU
(CNN) u pexyppenthbie Heliponnbie cetd (RNN) 00baHO remonb3yrores B DRL.

I'nybokoe obyueHnue ¢ nookpenienuem

DRL unTerpupyet riryookoe o0ydenue ¢ RL, mo3Bosisisi areHTaM H3BIEKATh
YPOKH W3 MHOTOMEPHBIX BXOJHBIX JTAHHBIX, TAKUX KaK M300paKCHUS WIIH JaHHBIC
JTaTYUKOB. J{ByMst ocHOBHbIMU Tojixoamu B DRL siBnsiroTcst:

1. T'ny6bokue Q-cetm (DQNS): wucnonp3oBaHue HEHPOHHOH CETH Is
annpokcumanuu GyHkuuu Q-3HadyeHus.

2. Metoasl rpanMeHTa TOJUTUKH: HemocpeiacTBeHHO mapaMeTpusynTe
MOJINTUKY U ONTHMHU3UPYHUTE €€ C TTOMOIIBIO0 TPAJUECHTHOTO MOAbEMA.

Henasuue goctmxenus B o6iaactu DRL

[locneqnue poctwkenuss B obnmactu DRL npuBenu K 3HAYUTENIBHBIM
MIPOPBIBAM B PA3UYHBIX 007acTsIX mpuMeHeHus. Cpean 3aMEeTHBIX JTOCTHKEHUIN
MO>KHO OTMETHTh:

o AlphaGo: JloctuxkeHue cBepXxueIoBeUYECKUX pe3yibTaToB B urpe Go ¢

UCIOJIb30BAaHUEM KOMOUMHAIIMU KOHTpoJupyemoro ooyuenus u RL.

e Pacmmupenmss DQN: Takme wmerompl, kak gBoiHOW  DON,

koMOuHHpoBaHHBIH DQN u BocmpousBeneHHE OMbBITA C MPUOPUTETAMH,

YIYYIIWIA cTabuIbHOCTh U dhdekTuBHOCTE DQN.

o Metonbl "CyOBeKT-KpUTHK'": COUYETAHHUE TPATUEHTOB TOJUTHUKH C

anmpokcumaluedn (QyHKIMM CTOMMOCTH JUIsl YMEHBIICHHUS IUCIEPCUH U

YIIYUIIEHUS] CXOJUMOCTH.

Ilocmanoexa 3a0auu

DddexTrBHOE UCCAEIOBAHUE OCTaeTCs BaxkHeWend 3amaueit B DRL.
TpanuiMoHHBIE CTPATETHH MCCIEAOBAHMS, TaKHE KaK €-)KaJHOE HCCIEOBaHUE U
uccienoBaHue 1o  bonbliMaHy, dYacTo TOPUBOMAT K  HEONTHUMAJIbHOMU
MPOU3BOIUTEIILHOCTH B CIOXKHBIX Cpelax u3-3a HEJIOCTATOYHOTO H3yYCHUS
MPOCTPAHCTBA COCTOSHUM.

IIpeonazaemviii ancopumm

Msbl  mpemiaraeM  HOBYIO  CTPaTeTMIO HMCCIIENOBAHUS -  aJalNTUBHOE
UCCIIEIOBAaHUE C MTOMOIIBI0 BHyTpeHHeW MotuBauuu (AIM), KoTopasi UCHONB3YyeT
BHYTPCHHHE BO3HATPAXKIACHUS JIJIsI CTUMYJIUPOBAHUS HCCIeq0oBaHUs. BHyTpeHHee
BO3HATPaXJICHUE TEHEPUPYETCS Ha OCHOBE HOBHU3HBI CTpaH, TOCEIIAeMbIX
areHTOM.

Hderanu anropurma

1. Pacuer BHyTpeHHET0 BO3HATPAXKICHUS:

1
N(so) 1 1

Tintr ("5!) —

riae N(s;) - KOTMYecTBO MOCEIIEHUIH rOCy1apCcTBa Sy
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2. KoMOuHMpOBaHHOE BO3HATPAXKICHUE:!
! ) I, .
ry =Ty | .ﬁgrinlr('&’{)

TJie ¢ - BHEIIIHEE BO3HATPaXKJIeHUE, a 3 - KoapPuimeHT macmrabupoBaHus
3. OOHOBINIEHUE TOJUTUKHU:

6« 6+ aVylogmg(as)Q™ (s, ay)

rIe a - cKopocTh oOyueHus, a Q™(s;a;)- KOMOMHMPOBaHHAs (DyHKIMS

3HAYCHUU.

IKCcnepumeHmanbHas yCmanoeKa

Ms1 TectupoBanu AEIM B HECKOJIBKMX TECTOBBIX CpEIax, BKIIIOYAs UIPbI
Atari u usnueckuit cumynsatop MuJoCo. [Ipon3BoauTETsHOCTH CPaBHUBAIACH CO
cranaaptHeiMu anroputmamu DQN u A 3 C.

Pe3yabTartsl ¥ 00CyKaeHUE

[TokazaTtenu a3 pexTuBHOCTH

Jlist oueHkH 3(pPEKTUBHOCTH UCTIOJIB30BAIUCH CIAEAYIOIINE TOKA3ATENH:

e CoBoKkymnHoOe Bo3HarpaxjeHue: OO1iee Bo3HarpaxxJeHue, HaKOIIEHHOE
32 SIU30/BI.

e DOddextuBHocTh wuccnenoBanusa: llokazarens oxBaTa NPOCTpPAHCTBA
COCTOSIHU.

e Ckopoctb cxoaumocTu: CKOPOCTh, ¢ KOTOPOW AJITOPUTM NEPEXOIUT K
ONTUMAJIbHOM MOJIUTHKE.

Pe3yabTaTsl
Oxpysxaroriasi | Airoput™ | CoBOKyITHOE O¢pdextuBn | CxopocTh
cpena BO3ZHArpaXkJIeHUe OCTb KOHBeEpre
reoJIoropass HITUH
€0YHBIX
paboT
ITpopeis Atari | DQN 300 0.65 0.80
A3C 350 0.70 0.85
AEIM 420 0.90 0.95
MuJoCo DQON 1500 0.60 0.75
Walker
A3C 1700 0.65 0.80
AEIM 2000 0.85 0.90
Oo6cy:xxnenue

Anroputm AlIM npoaeMoHCTprpOBan NPEBOCXOAHYIO MPOU3BOAUTENBHOCTD
[0 BCEM OLICHMBAEMBIM IOKa3aTeasiM. MexaHu3M BCTPOEHHOTO BO3HATPaXKICHHS

17



MesxayHapoaHblii HayuHbIH KypHan «Journal of Science and Research 1 (9) utons, 2024
(JSR)»

3G PEeKTUBHO TMOOHIPsT areHTa K MCCIEJA0BAaHUIO HOBBIX COCTOSIHUM, 4YTO
OpUBOIWIIO K Ooyiee BBICOKOMY COBOKYITHOMY BO3HarpaxaeHHI0 U Oojee
addextrBHOMY HccaenoBanuio. Kpome toro, AIM mpoaemoHcTpupoBan Ooiiee
BBICOKYIO CKOPOCTb KOHBEPI'E€HIIUH 10 CPABHEHUIO C TPAAUIIMOHHBIMU METOJIAMHU.

BriBOa

B aTo0li cTathe mpeacTaBieHa HOBasi CTpaTerusi M3yYEHUs OCHOB O0YUYEHUS C
MOJKPEIVICHUEM, TMO3BOJIAIONIAs PEIIUTh OJIHY M3 BaXXHEHUIIMX 3a7a4 B OSTOM
00JacTu. AJNTOPUTM aJIallTUBHOTO M3YUYEHUS C IMOMOIIbIO0 BHYTPEHHEH MOTHBAIIUU
(AIM) mpomeMOHCTpUPOBAJ  3HAYUTEIBHOE IOBBINICHHE  3()PEKTUBHOCTH
oOyudeHus: U pe3yJbTaTUBHOCTH B PAa3IWYHBIX cpefax. byaymas pabora Oyzaer
COCpE0TOYEHA Ha COBEPIICHCTBOBAHUU MEXaHHU3Ma BHYTPEHHETO
BOZHATPaX/JICHUA W M3YYCHHH €ro TNPUMEHUMOCTH K Ooliee CIOXHBIM M|
JTUHAMUAYHBIM CpeJiaM.
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THE APPLICATION OF INNOVATIVE TECHNOLOGIES IN
TEACHING ENGLISH IN JUNIOR SCHOOLS:
EFFECTIVENESS AND METHODS.

As technologies embed themselves in everyday discourse and activity, a curious thing happens.
The more we look, the more they slip into the background.

Despite our attention, we lose sight of the way they shape our daily lives.

(Bruce & Hogan 1998:270)

Annotation: This article delves into the transformative impact of innovative technologies
on English language education in junior schools, with a particular focus on Kazakhstan. Through
a meticulous exploration of historical developments, theoretical frameworks, and practical
applications, the text elucidates the evolving landscape of language teaching methodologies.
Drawing upon insights from esteemed scholars and educators, the narrative underscores the
imperative of integrating contemporary pedagogical approaches and technological advancements
to meet the diverse needs of students in the 21st century. By examining key concepts such as
innovation, pedagogical technologies, and language learning paradigms, the text offers a
nuanced understanding of the multifaceted nature of language education in the modern era.
Moreover, through the delineation of specific methodologies such as game-based learning,
differentiated instruction, and computer-assisted language learning, the text provides educators
with invaluable insights into fostering student engagement, critical thinking, and linguistic
proficiency. Ultimately, this text serves as a comprehensive resource for educators, researchers,
and policymakers seeking to navigate the complexities of English language teaching in the
digital age.

Key words: Innovative technologies, English language teaching, junior schools,
pedagogical methodologies, educational paradigms, language learning, technology integration,
student engagement, pedagogical innovation

In Kazakhstan today, a significant issue is the advancement of innovations,
with a particular emphasis on knowledge-based innovation. Innovative methods
play a crucial role in learning foreign languages, especially given the rapid global
development that necessitates proficiency in multiple languages. Mastery of a
foreign language is vital for fostering communication and bringing people
together. Those who are multilingual reap numerous benefits: they gain insights
into diverse cultures, access better career opportunities, enhance their scientific and
artistic creativity, broaden their worldview, and sharpen their thinking and
intellect. Political, economic, and cultural relationships with countries worldwide,
as well as inter-nation and intercultural connections, create new avenues for
communication. This necessitates addressing new theoretical and practical
challenges in foreign language education and finding appropriate solutions.

According to scholars, “One of the most important aspects in the teaching process
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IS to establish real communication conditions by creating natural situations and
discussions in a foreign language”. Traditional methods are gradually being
supplanted by advancements in science and technology, and innovative knowledge
and ideas are becoming prevalent in this field. But what exactly constitutes
innovation and being innovative?

Innovation, derived from the Latin word "in-novare" in the mid-17th
century, signifies the introduction of something new into a particular sphere,
leading to significant changes. It involves both the process of renewal and
implementation, as well as the activity of integrating new ideas into a specific
social practice. Thus, innovation is not merely a subject but an active process.

The term “innovation™ first appeared in 1912 in the work “Theoretical
Development Theory”, written by the American economist Joseph Schumpeter
(1883-1950). The concept of innovation does not mean invention and discovery.
Here, the common characteristics and sufficient differences are in the form of
unity. If discovery and invention refer to things that already existed but were
unknown to the public, innovation represents novelty. Innovation does not entail
the assertion of new fundamental truths through revolutionary mechanisms. "For
the first time in the United States, innovative methods were used to teach this
foreign language. In the early 1960s, computers began to be integrated into foreign
language classes at various US universities." (Journal of Language and Linguistic
Studies Vol.1, No.2, October 2005). By the 1970s, information and
communication technologies started to be employed in foreign language education
in Western Europe, Japan, Russia, and Latin America. However, this does not
imply that information and communication technologies were widely used in
foreign language classes during the 1960s and 1970s. The adoption of these
technologies occurred gradually across different countries.

In Kazakhstan, pedagogues and scientists such as S. T. Taubaeva, N. N.
Nurakhmetov, S. N. Laktionova, E. Z. Battalkhanov, K. Kadasheva, T. O.
Balykbayev, Z. Karanov, G. N. Zumkhiva, N. Khiva, and M. M. Mukhametkalyy,
among others, have conducted studies on the challenges of teaching with
innovative technologies in the field of education during XX- XXI centuries.

Scientist and professor Nemerbai Nurakhmetov was the first to define the
concept of "innovation™ in the Kazakh language in Kazakhstan. He explains that
"innovation, an innovative process, is a distinct activity within educational
institutions that involves the creation, acquisition, application, and dissemination
of new ideas and practices." Sh. T. Taubayeva highlights various modern
educational technologies, detailing their goals, formulation features, content, and
methods. Her work is guided by the research of other educational scholars.
(Ab6nmpamanona, I'. b.)

Thus, pedagogical technologies include:

- The humanization of education, both in a broad social sense and a
narrower pedagogical context, is a developmental process that focuses on the
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individual as an active participant in creative work, knowledge acquisition, and
communication. (Sh.Amonashvili).

- The technology of game-based learning aims to achieve didactic,
educational, developmental, and socializing goals. This pedagogical approach
leverages play activities that are tailored to personal preferences, individual needs,
and tastes. It focuses on uncovering and enhancing the educational, cognitive, and
creative qualities of the child, as studied by scholars like L. S. Rubinstein, D. B.
Elkonin, and Z. Freud.

- The challenge in learning technology lies in teaching students to
become independent seekers of knowledge and developing their cognitive and
creative flexibility.

- The technology of training with benchmarks, as proposed by V. F.
Shatalov, is designed to address this challenge by focusing on the formation of
knowledge, skills, and abilities in all students, while also accelerating the learning
process.

- The learning technology through perception, proposed by S. N.
Lysenkova, aims at achieving successful education for all children. It emphasizes
consistency, regularity, and differentiation in presenting educational material,
ensuring that tasks are manageable for each student, addressing difficulties in
certain topics of the curriculum, and employing the method of gradually
simplifying complex subjects.

- Differentiated training is rooted in achieving mandatory outcomes,
encompassing the acquisition of knowledge, abilities, and skills while adhering to
state standards. It entails educating each student according to their individual
abilities and aptitudes, adapting and facilitating learning to accommodate the
diverse needs of various student groups.

- The technology of programmed training, as advocated by B. Skinner,
N. Crowder, and V. G. Besbalko, aims to enhance the effectiveness of education
by utilizing scientifically developed programs tailored to accommodate the
individual characteristics of each child.

- Computer-based learning technologies focus on cultivating
information literacy skills and fostering communicative abilities, thereby preparing
individuals for participation in an information society. This approach involves
direct interaction between the student and the computer to facilitate learning.

- The technology for cultivating critical thinking through reading and
writing, as proposed by L. Jinnah Steele and S. Kurtik, features a distinct internal
structure—a three-level model of teaching and learning. The emphasis lies in not
only acquiring knowledge but also in its practical application for future utility.

- The technology of self-development, attributed to M. Montessori,
aims for the holistic growth of the child, fostering independence and connecting
the child's thought process with their environment. This approach advocates for
education that aligns with the natural developmental trajectory of the child,
allowing for self-directed growth.
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- On the other hand, the technology of developing learning, as
advocated by L. S. Vygotsky, L. V. Zankov, D. B. Elkonin, and V. B. Davydov,
focuses on promoting the overall development of the child through structured
teaching methods. It aims to cultivate in the child attributes such as autonomy,
determination, and dignity.

- Modular Learning Technology, attributed to V. B. Monks, involves
the design of comprehensive learning tools and processes with the aim of
achieving educational objectives. It entails the selection and creation of systems
capable of analyzing and interpreting results for teachers, as well as establishing
systems for preventing and addressing student issues.

Today, the goals and objectives of modern education are evolving - the focus
is shifting from mere knowledge acquisition to the development of competencies.
There is a move towards a student-centered approach, contrasting with the
traditional knowledge-oriented, impersonal pedagogy. Schools are now equipped
with modern computers, electronic resources, and Internet access, facilitating the
integration of new pedagogical technologies into the teaching and learning process.
The application of innovative technologies in English language lessons is a key
indicator of positive outcomes in creative activities, leading to increased student
motivation.

The application of innovative technologies in teaching English in junior
schools involves using modern tools and methods to enhance the learning
experience and improve outcomes. This approach focuses on integrating digital
resources, interactive platforms, and other technological advancements into the
curriculum: effectiveness and methods.

Effectiveness includes the following tasks:

1. Enhanced Engagement:

- Interactive Learning: Digital tools such as educational apps, interactive
whiteboards, and online games make learning more engaging for young students.
These tools can turn lessons into fun activities, maintaining students' interest and
motivation. Interactive learning leverages digital tools to create engaging and
dynamic educational experiences for young students. This approach transforms
traditional lessons into interactive activities that capture students' interest and
motivation. Here’s an expanded look at various aspects and examples of interactive
learning tools:

I. Educational Apps

1. Engagement and Fun: Educational apps gamify the learning process,
making it enjoyable and interactive. Apps like Duolingo and ABC mouse use game
elements such as points, badges, and levels to motivate students to progress
through lessons.

2. Personalized Learning: These apps often use adaptive learning
technologies to tailor content to each student's skill level and learning pace. For
instance, apps can adjust the difficulty of exercises based on a student's
performance.
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3. Interactive Features: Many educational apps include interactive features
such as touch-based activities, voice recognition, and immediate feedback, which
help students to actively participate and learn by doing.

I1. Interactive Whiteboards

1. Dynamic Presentations: Interactive whiteboards, like SMART Boards,
allow teachers to present information dynamically. Teachers can write, draw, and
manipulate digital objects on the board, making lessons more visually engaging.

2. Student Participation: These boards often support multi-touch capabilities,
enabling multiple students to interact with the board simultaneously. This
encourages collaborative learning and active participation in the classroom.

3. Multimedia Integration: Teachers can easily integrate videos, animations,
and web content into their lessons, providing diverse media formats to explain
concepts better and cater to different learning styles.

I11. Online Games

1. Educational Games: Online games designed for educational purposes,
such as Kahoot! and Quizlet, turn learning into a competitive and fun activity.
These platforms allow teachers to create quizzes and interactive challenges that
students can participate in individually or in groups.

2. Immediate Feedback: Online games provide instant feedback to students,
helping them to understand their mistakes and learn from them in real-time. This
immediate reinforcement aids in better retention of information.

3. Collaborative Learning: Many educational games are designed to promote
teamwork and collaboration. Students often work together to solve problems or
complete tasks, fostering communication and social skills.

IV. Virtual and Augmented Reality

1. Immersive Learning: Virtual reality (VR) and augmented reality (AR)
tools create immersive learning experiences. For example, Google Expeditions
allows students to take virtual field trips to historical sites, underwater ecosystems,
or even outer space, providing experiences that are not possible in a traditional
classroom.

2. Enhanced Understanding: AR apps can overlay digital information on
physical objects, helping students visualize complex concepts. For instance, AR
can bring a 3D model of the solar system into the classroom, enabling students to
explore planets and their orbits interactively.

V. Benefits of Interactive Learning

1. Increased Engagement: Interactive tools make learning more engaging by
incorporating elements of play and exploration, which are naturally appealing to
young students.

2. Improved Motivation: The gamified elements and immediate rewards in
interactive tools help maintain students' motivation and interest in the subject
matter.
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3. Better Retention: By actively participating in the learning process,
students are more likely to retain information and develop a deeper understanding
of the content.

4. Development of 21st-Century Skills: Interactive learning fosters critical
thinking, problem-solving, and collaboration skills, which are essential for success
in the modern world.

5. Inclusivity and Accessibility: Digital tools can cater to diverse learning
needs and styles, making education more inclusive and accessible for all students.

In  summary, interactive learning through digital tools, interactive
whiteboards, online games, and VR/AR technologies transforms the educational
experience, making it more engaging, effective, and suited to the needs of 21st-
century learners.

Multimedia Resources: The use of videos, animations, and audio materials
helps to cater to different learning styles, making it easier for students to
understand and retain information.

The application of innovative technologies in teaching English in junior
schools significantly enhances the learning process. By making lessons more
interactive, personalized, and accessible, these technologies help to improve
students' language skills and overall academic performance. Effective
implementation requires a balanced approach that combines traditional and digital
methods, ensuring that all students benefit from the advancements in educational
technology.

Innovation fosters an environment conducive to advancing education to
higher levels. Learning with innovative technologies hinges on cultivating
individual adaptability and flexibility through structured learning and self-directed
study. In this new educational paradigm, integrity, focus, and robust validity are
pivotal in safeguarding the interests of individuals. Consequently, innovative
education integrates personalized approaches, a solid educational foundation,
professional competencies, the synthesis of technical and humanitarian cultures,
and the utilization of emerging information technologies.
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OKbITYAbIH UHTEPAKTUBTI 9AICTEPI: OKY IIPOLECIHJIE
OHBIH TOCLIJIEPIH, ’KOBAJIAY SJIICTEPIH ’)KOHE BACKA
HHTEPAKTUBTI ®OPMATTAP/AbI KOJJAHY

Andamna.Maxanada 6uonocusnvl OKbImMyOa UHMEPAKIMUEMI OKbIMY 20iCMeMeNePiHiy KOAOAHbLIYb,
COHBIY [WiHOe OUblH Macindepi, Ousaun adicmepi dHcone OaAcKka uHmepaxmuemi gopmammap sepmmencoi.
Humepaxmuemi oxbimyObiyy meopusiivlK He2izoepi, apmypii 20icmepoiy OH JHcaHe mepic JHCaKmapbl, COHOAU-aK
onapovly OKy HnpoyeciHe acepi Kapacmulpvliaosl. Makanada mabvicmol madxcipubenepoiy Mbicanoapsl
KeamipineeH, ocbl a0icmepoi KOAOAHy Hamudiceaepi mandanean dcone oaapovl Oinim bepy npoyecine muimoi
eH2i3y YWiH ycolHbicmap bepineeH.

Kinmmik ce3zoep: Hnmepaxmusmi adicmep, otibiH macindepi, socodanay adicmepi, buoiozus, oinim bepy
MEXHON02UANAPYL, OKY NPOYEC, UHHOBAYUATLIK 20icmep.

WNHTEepaKTUBTI OKBITY 9AICTEPl, COHBIH 1IIIHAE OMBIH TaCLIAEpPl, KOOAIBIK 9/11CTEP
oHe 0acka Ja MHHOBAUMSUIBIK (popmaTTap, OutiM Oepy YIepiCiHIH THIMAUIITIH apTThIPY
YIIIH MaHbI3[Ibl Kypanjaapra aiHanyna. bys ocipece OuoJIOrHs MOHIH OKBITYJa ©3€KTI,
OUTKEH1 Kyplesl YFhIMAAp MEH MpOLEecTep TEeK TEOPHUsUIBIK TYCIHYAl FaHa eMec,
COHBIMEH KaTap OLTIM/II 1C KY31HAE KOJJAaHY/ bl Ja Tajlan eTel.

O#bIH  Toclnaepl, OHBIH 1MIIHAE peJJIK OHBIHIAp MEH CUMYJISILUIIAP,
OKYLIbLJIapFa TEOPHSUIBIK MaTepuaiibl MEHrepilmn KaHa KoWMai, OHbI KbI3BIKTHI 9pi
BIHTAJIAHJBIPYIIBl opMaza TOXKIpUOEne KoJJaHyFa MYMKIHIIK Oepeni. O3 ke3erinie
KOOAITBIK SIICTEP TAKBIPHINITHI 3€PTTEY KbI3METI, CHIHH OWJiay KaOlJIETiH JaMBITy *KOHE
TOMIIEH JKYMBIC 1CTE€Y JaF[blIapbl apKblIbl TEPEHIPEK OKyFa bIKMaN ereii. BupTyanasl
3epTXxaHaiap MeH O1TiM Oepy KOChIMIIaIaphbl CUSKTHI 0acKa MHTEPAKTUBTI (popmMaTTapIbI
KOCY JIOCTYPJI1 9JICTEP Il TOJMBIKTHIPHIT, UKEM/ Il kKoHe OeitimenreH OiiM Oepy opTachiH
»Kacayra MyMKIHIIK Oepel.

CoHBIMEH MHTEPAKTHBTI OKBITY — OYyJ OKy MarepuajblH MEHIrepy MpOLEeCIH/e
MYFaJliM MEH OKYILIbUIAD apachlHIaFbl, COHJAW-aK OKyUIbLIApAbIH e3apa OesceHIl
KAapbIM-KaTbIHAChIHA  OaFrbITTaliFaH  MEJarorukaiblK — mnapaaurmMa.  HHTepakTUBTI
OKBITYIIbIH HETI31HAE KOHCTPYKTHUBU3M, KOTHHUTHUBTI TEOpUSA JKOHE OJIEyMETTEHY
TEOPHSICHI CUSKTHI MEaroruKaibIK Teopusiap sxkatsip [1].

KoncTtpyktuBusm, oHbIH Heri3iH Kanayusuiap JKan [Iuaxe sxone JleB Beirotckuii,
OuTiM JaiiblH KyHiHAe Oepiiameiini, OKYyIIbIHBIH KOpIIaraH OpTaMeH >KoHe Oacka
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amamMaapMeH OeJICeH/l e3apa OpeKeTTecyl OaphIChIHAA ©3 OCTIHIINE KaJIbIITACaIbl JIeT
TYKBIpBIMAANIbI. Byl TeopusiFa coiikec, OKyIIbUIap OKy IMpolieciHe OeJICceH 1l KaThIChI,
Mocenenepal memrin, 6ap OuriMre HETi3eNreH >XaHa OUTIMIl KypyFa BIKIAld €TETiH
TariChIpMaiapabl OpbIHAaYbl Kepek [3].

Jlxepom bpynep xone Anbbept bangypa cHAKTBI FambiMaap JdaMbITKaH
KOTHUTHBTI OKBITY TEOPHSICHl KaObUIIAy, JKaabl, OIay »XoHE Ha3ap ayJapy CHUSKTHI
TaHBIMJBIK TPOLECTEP/IH MaHbI3ABUIBIFBIH atan kepcereni. OWHbIHAAp, K0OaJBIK
YKYMBICTap KOHE MiKipTajlacTap CUSKThl HHTEPAKTHUBTI OKBITY 9iCcTepl Oy ImporecTep i
OeJICEHAIPY apKbLIbI OKBITY Il THIMIIPEK JKOHE MaFbIHAJIBI €TE/I].

JleB BoIroTckuiiiiH ekt O0JbIN TaOBUIATHIH JICYMETTEHY TEOPHUSCHI OKBITYIBIH
QJIEYMETTIK KOHTEKCTIHE Hazap aynapaiabl. byn Teopusira coiikec, OKy 9JIEyMETTIK
KapbIM-KaThIHAC MPOIIECIHIE KYPeIl, OHAa OKYIIbLIap OLTIMAEpIMEH, TOKipuOeIepiMeH
YKOHE Ke3KapacTapbIMEH anmacajbl. TONTHIK XKYMBIC XKoHE OIpJIECKEeH Ko0aiap CUSKTHI
WHTEPAKTUBTI OKBITY OAICTEpl KOFamja TaOBbICThl OeWiMAENyre KaKeTTl QJIEYMETTIK
JaF IBLTAPIbI TAMBITYFa BIKIAT €TE/II.

Ocsuraiima, THTEPAKTUBTI OKBITYIBIH TCOPHSUIBIK HETI3/Iepl OKYIIBUIAPILIH OKY
MpoIleciHe OeJCeHIl KaThICYbIHBIH, OPTYPJl MEIaroTHKalbIK oICTepAl KOJAaHYIbIH
KOHE QJIEYMETTIK e3apa JpeKerTecyre 0aca Haszap ayAapyablH MaHbI3AbUIBIFBIH aTal
KepceTeni. by Karugamap OKeITY MaTEpHAIbIH TEPEHIPEK KOHE MaFbIHAJIBI MEHIEPYTE,
MOTHUBAIIMSHBI apTTHIPYFa JKOHE CHIHU OMIAyJbl NaMbITyFa BIKMA €TEeTIH OuliM Oepy
OpTachlH KypyFa MYMKIHOIK Oepemi. XKammel OutiM Oepylie KOJNJaHBICTA KOITEreH
WHTEPAKTUBTI OUBIH Tocuzepl 6ap. CoHbIH 1M11HIe OWOJIOTHUSHBI OKBITYJAFbl €H THIM/II
TYpJIepiHe 10y Jkacaiibik [8].

buonorussHel  OKBITYZAFrbl ~ OWBIH  Tocluaepi — Oyl OKYHIBUIApJIbIH
KBI3BIFYIIBUIBIFBIH KOHE MOTHBAIUSICHIH apTTHIPY, COHJAN-aK KypJeial OMOJIOTHSIIBIK
KOHIICMIUsJIapAbl TEPEHIPEK TYCIHY VIIIH OWBIH DJJIEMEHTTEpIH TaiiiaaHaThlH
MHHOBaUMSIBIK omicTep. bys Tocimaep opTypil OMbIH TypJiepiH KAMTHbI, MBICAJIbI,
POIIIK OWBIHAAD, CUMYJIALUSIAD, YCTET KOHE CaHIbIK OMBIHAAP.

Pennix olbiHAap OMOJOTHUSIHBI OKBITYAA OKYILIBUIAPABIH OPTYPJl OMOJIOTHSIIBIK
OOBEKTUIEp HEMece MaMaHAap pesJieplH aTKapyFa MYMKIHIIK Oepeni. Mpicasl,
OKYIIbUIAp QPTYpJl THUIITETrl >Kacyllajlap, UMMYHIBIK XXYyHelep HeMece 3KOXKyhemnep
Oosia anaapl. byn OMONOTHSUIIBIK MpPOLECTEP/Il KAKChl TYCIHYre FaHa €MeC, COHbIMEH
KaTap KOMaHJAJIbIK KYMBIC J)KOHE KapbIM-KaThIHAC JaFbUIAPBIH JAMBITYFa BIKIA €T/,

Cumynsusiap OUOJIOTHSUIBIK TPOIIECTEp MEH JKCIEPUMEHTTEPAl OaKblIaHATHIH
opTajia MoJieTbAeyre MyMKIHAIK Oepesi. Onap oKylIbUiapra KyHeHiH Oip dJIeMeHTIHIeT1
e3repicTtep OYKLUI JKylere Kaiail ocep eTeTiHIH Oakpuiayra MyMKIHAIK Oepesi. Mbicaisl,
OKOJOTHSIIBIK  KYHETEpMIH CUMYJSIUAIaphl TypJiep MEH OJaplAblH MEKCHIEY
OpPTachIHBIH ©3apa OallIaHBICTAPBIH TYCIHYre KOMEKTECeNi, ajJl TeHETHKAJBIK
MPOLIECTEPAIH CHUMYISIUSIAPBl  TYKBIM KyaJlayIIbIIBIK MEXaHU3MJICPIH 3epTTeyre
MYMKIHIIK Oepe/.

"Opomounss” Hemece "LluTtamens" CHAKTBI yCTEN OMBIHAAPBI OKyLIbLIApFa
CTPATETUSJIBIK TaIChIpMaiap MEH CIICHApUIJICp apKbUIBI OMOJIOTHSIIBIK TaKbIPBIITApFa
eHyre MYMKIHIIK Oepeni. bys oWbIHIAp JOTHKAIBIK OWJIAyJbl, KOCHapJiaylbl *KoHE
mielnM  KaObUIAay/ibl  JaMbITa[bl, COHAA-aKk OWOJIOTHSUIBIK TMPUHUHUITED MEH
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KOHIEMIHUIApIbl TEPEHIPEK TYCIHYTre KOMEKTECEII.

Hudpnbik oibiHAap koHE OLTIM Oepy KOCBHIMIIANaphl OHOJOTHSHBI OKBITYAA
OapraH caiiblH TaHbiMan Oomyna. Onap OKylIbLIapra TamchblpMamiapsl OpPBIHAAYFa,
OacKaTBIPFBIILITAP/IBl IICIIYTe XOHE BUPTYAJAbl 3€pTXaHAJBIK JKYMBICTApFa KaThICyFa
MYMKIHIK O€peTiH MHTEPaKTUBTI IiaTdopManapAbl YChiHAAbl. MyHIail ofbIHIAp KUl
reiMuuKanust SJIEMEHTTEpPIH KaMTUIbl, OYJI OKBITYIObl  KBI3BIKTBHIPAK  KOHE
BIHTAJIAHIBIPYIIbI eTei [2].

AN OUOJIOTHSIHBI OKBITYJAFbl KOOANBIK OHICTEp — OWI OKYLIbUIAPABIH HAaKTHI
OMOJIOTHSIIBIK TAaKbIPBIITAPABbl HEMECE MAcelIeNep il 3epTTeyre OarbITTalIFaH Ko0anap/ bl
d31pJIey JKOHE KY3€re achlpyFa KaThbICyblH KaMTUTBIH TOcUI. Bys ofic Gesncenii OKbITY,
ChIHM OWJIay >KOHE O31HAIK 3epTTey MNPUHILMITEpPIHE HETI3ACNIeH, OKYy MaTepuajbiH
TEPEH TYCIHYI'€ KOHE MPAKTUKAJIBIK JaFAbUIapAbl JaMbITYFa bIKIAJ €TeIl.

KobGanplk omICTIH HETri3rl KarujajapblHa MpOOJIeMalIbIK-OaF1apiabl  OKBITY,
KOOIIEPATUBTIK OKBITY KQHE QpTYpJl MoHAepaAl OipikTipy kaTtaabl. OKylmiblUiap HaKThI
MacelnenepAl menry yiiH OMoJIOTHSIIBIK OUTIMI1 KOJAaHyAbl Tajlall €TETIH ko0aaap MeH
XKYMBbIC 1cTelal. MpbIcanbl, >KEpruliKTI 3KOXKYWEHI 3epTTey »Ko0achl JAepeKTepl
YKUHAYbl, YITUIEp/l Talaayabl, TAIOTE3aMap/bl 931pJeyAl )KoHE HOTHXKEJIEPAl YChIHY bl
KAMTYbI MYMKIH.

XKobanplk OKBITY Mpolieci ofeTTe OipHelle KE3€HHEH TypaJbl: >KocIapiay,
OpbIHIAy JkoHe mpe3eHTauus. JKocmapiay Ke3eHIHAE OKyIIbUIap  KOOaHBIH
MakcaTTapblHa HBIKTAWJbl, 3€pPTTE€Y CYpaKTapblH TYXKBIPhIMIANABI JKOHE 1C-KHUMBbLI
JKocmapelH — o3ipyieiiai.  OpblHIAy — Ke3€HIHIAE  ojlap  JepeKTepll  >KUHAMNIBI,
DKCIIEPUMEHTTEP JKYPri3e/l >KOHE HOTWXKeNepAl Tanganasl. KOpbITBIHABL Ke3eHJe
OKYIIbUTAp ©37EPiHIH TaOBICTAPHIMEH CBHIHBINTACTAPBIMEH JKOHE MYFaliMICpIMEH
OeJ1iceTiH KOPBITBHIHBI €Cell HeMece MPEe3eHTAIMS JalbIH ATl

buonorusanarel coTTI KoOajmaplblH MbICAlJapblHa MEKTeN OaKTapblH KYpYy,
KEPTUTIKTI Cy ailJbIHIApbIHbIH JIACTAHYBIH 3€pTTEy, MEKTEeN ailHalachlHAarbl OHO
OPTYPJILTIKTI 3€pTTEy KOHE CHUPEK KEe3[eCeTIH TypiepAl cakray OaraapiamanapbiH
a3ipiiey xkatanabl. MyHzaail »xobanap OMOJOTHUSUIBIK KOHIICIIUSIApAbl MEHIepyre raHa
eMeC, COHBIMEH KaTap KOMaH/AaJa *XYMBIC iCTey, ChIHM Oilyiay >KOHE MpoOieMaap bl
HICTTy JIaFIbUIapPBIH JAMBITYFa BIKIAJ eTe/Il.

Kobansik omicTep 0acka MoHAEPACH aJIbIHFAH OUTIMIEP/1, MbICAJIbl, MaTEeMaTHKa,
XUMUS KoHE Teorpadus, OIpiKTipyre MYMKIHIIK Oepei, OyJT OKyIIbIIapAbIH KaH-KaKTh
JaMyblHa BIKMAN eTefl. 3epTTeysiep KOpCeTKEHIEH, >K00ablK KbI3METKE KaTbICAaThIH
OKYLIbLJIAp MaTepHalAbl TEPEHIPEK TYCIHY, MOTHUBALMSHBIH >KOFapblUIaybl KOHE
aKaJeMUSUIBIK HOTHKEICPIIH JKaKcapybl CUSKTbI apTHIKIIBUIBIKTAP bl KOPCETEI.

Tarer na omictig TanbiMan Typi Kelic-ctamu omici TEOpUSITBIK OUTIMITI KOJIIaHY AbI
Tajan eTeTiH HaKThI JKaFJaiiap MeH Macemenepal Tanaayasl oumipesnai. buonorusaa 6y
HAKThI SKOJOTHSUIBIK amaTTap/ibl, TeHETUKAIIBIK aypyJaapIsl HeMece OMOTEXHOJIOTHUSIIBIK
WHHOBaUUsAJApAbl  3epTrey Oomybl MyMKiH. OKymbUiap — KedcTepal — Taijar,
THITOTE3aIapAbl TYKBIPBIMIAT, MICIIIMACP YCHIHBIM, OJIAp/bl CHIHBIITACTAPHIMEH JKOHE
MYFaTiMAepiMEH TalKbUIAWabl. Byl omic aHANIWTUKANBIK JKOHE 3€pTTEy AaFAbLIapbhiH
JAMBITBIT, OKY MaTepUajIblH TEPEH TYCIHYT€ bIKIAJ €Te/Il.

Tonteik mikipTasactap MeH jaebdaTTrap KOMMYHHUKATHUBTIK JaFAbliap MEH ChIHU
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oiylay/ibl AaMbITAaTBIH TUIMJI MHTEPAaKTUBTI ¢opMarTap Oosbin Tabbutaael. OKyLIbLIAp
TCHETUKAarbl JTHKAJIBIK MOCENeNiep HeMece KIUMATTHIK ©3repicTepaiH  Ouo
OPTYPJIUTIKKE 9CEpl CHUAKTHI OMOJOTHUSUIBIK TaKBIPBITITAPABl TAJIKBLIAI, ISJICIISP MEH
Kapchl gonenaep o3ipieiai. byn mporecc OenceHmi KaThiCy MEH IMKIp aaMacyIbl
BIHTAJIAHBIPHIT, 3€PTTEIICTIH TAKBIPBITAPABI TEPEH TYCIHYTE BIKITAI €TEe/Ii.

CoHbIMEH KaTap, BHJEO, aHUMANMUIAD JKOHE HWHTEPAKTHBTI MPE3CHTALMSIIAD
CUSIKTBl MYJIbTUMEIUSIIBIK ~KYpajAapJbl HWHTErpalusiiay KypAedal OHOJIOTHSIIBIK
IporecTepAl BU3yaIM3alUsiayFa KOMEKTECIN, OKBITYIbl KOPHEK1 >KOHE KOJKETIM/II
ereal. Mpicasibl, XKacylIaJbIK MPOLECTEPAIH aHUMAILMSIIaphl HEMece HJKOXKYHesep
OOMBIHIIIA BUPTYalbl 3KCKypcusutap OuTiM Oepy MpOIECIH aWTapibIKTald OabITHIIL,
OKYIIBUTAP/IBIH MTOHTE JICTEH KbI3bIFYIIBLUIBIFBIH apTThIpa anaapi[4].

Kazipri yakpITTa €H Ken KOJJaHbUIAThIH ICTEepAiH Oipi - reMMuduKanvs, sSsFHu
O11iM Oepy MpoleciHEe OMBIH 2JIEMEHTTEPIH E€HI13Yy, OUOJIOTUSHBI OKBITY 1A OapraH callbiH
TaHbIMa Oosryaa. O OKYIIBUTAPIBIH MOTHUBAIUSICHl MEH KBI3BIFYIIBUIBIFBIH apTTHIPHIII,
OKBITY/Ibl KBI3BIKTBI KOHE WHTEPAKTUBTI eTeal. buosorus cabakrapblHAa THIM/II
naiananyra 00naTblH SPTYPIIl reiMUPUKAIUAIBIK Oaraapiamanap oap.

FEMMUSUKALMANBIK,
BAFJAP/TAMA/IAP

TYPNEPI

1 — cyper. I'elimudukarusnbik OargapiiaMaiap/ by KIKTEyl
Keneci ke3ekte 013 OChl KIKTeIyre cail , KOCBIMINAJAPAbIH aTayJapbiH
KepceTeMi3. bysr KoceImImamap OHoI0rus cabarblH KbI3BIKTHL dpi Makgansl ete aganbl (1
— 0JI0K CBI30a).
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TeiimuukanusaIbIK KOCBIMIIAJAPABIH aTayJapbl

A 4

MoOwIbTi KOChIMITIAIAP:
"Kahoot!", "Quizlet" xone
"Biology Master"

A\ 4

VL

Mapanarray xyitenepi:

"Classcraft"

\4

Bupryanne! 3eprxananap:
"Labster" sxone "PhET
Interactive Simulations”

Pennixk oitsragap: "Mission:
Biomes" xone
"DragonBox""

1 — 670k chi36a. ['eiiMupuKaIUsIIBIK KOChIMINIATAP aTaybl

1. binim Oepy ofbIHIApHI MEH KOCHIMIIIATAPHI:

- MooOmnpai koceiMmianap: "Kahoot!", "Quizlet" »xone "Biology Master"
CUSIKTBl KeITereH OuliM Oepy KOChIMIIalapbl MHTEPAKTHBTI BUKTOpPUHANAP.bI, (PIami-
KapTajapJbl JKOHE OWBIHAAPABI VCHIHAABI, OJlap OKYIIbUIApFa OWOIOTHSIIBIK
KOHIICTIIIHUSIAPIBI €CTE CaKTayFa JKOHE MEHIepPyTre KOMEKTECE/I.

- Kommerotepik oibiamap: "Spore" nemece "CellCraft" cusxTsl oifbiHmap
OKyIIbLJIapFa OHMOJIOTHSUIIBIK KyHenep/l Oackapyra >KOHE JBOJIIOIUSIIBIK MPOLECTEeP/Il
OakplUIayFa MYMKIHAIK Oepeii, OyJ1 MaTepraliibl TEpEHIPEK TYCIHYTE BIKIAJ €TeIl.

2. Buptyanapl 3epTxaHaiap MEH CUMYJIAIUSLIIAP:

- Buptyanner 3eprxananap: "Labster" xxone "PhET Interactive Simulations™
CUSIKTBI TUIaTGopManap OKYIIbUIApFa BUPTYAIJbl IKCIIEPUMEHTTEP MEH 3epTTeyiiep
KYprizyre MYMKIHIIK Oepeni. byn kypaem OHONOTHSIIBIK TMPOIECTEP MEH MEKTEN
YKaFIalbIHA KY3€Tre achlpy KUBIH dKCIEPUMEHTTEP/l MPAKTUKAIBIK OKBITY YIIIH ©Te
nangansl.

- Cumymsamusiap: "ECOMUVE" sxone "Geniverse" CHSKTBI CHMYJISIIHSUTBIK
OarmapiaMainap SKOJOTHUSIIBIK KYHelIep MEH NeHETHKAIBIK MPOIeCTepAi MOICTbIACHII,
OKyIIbLIapFa OPTYPJl MapaMeTpiepMeH ToXipuOe »xkacar, oJapiAblH JKyhere ocepiH
OaKplIayra MYMKIHAIK Oepe/i.

3. Penpik olibIHap MEH ClIEHapUIep:

- Pennmix oieiHmap: "Mission: Biomes" xone "DragonBox' cHSKTBI
OarmapiaManap OKYIIbUIapFa PeJIJIIK OWbIHAApFa KaThICyFa MYMKIHAIK Oepesi, OoHna
oap OWOMIapabl 3epPTTEN, JKOXKYHEIepJl 3epTTer, OpTYpJi KeHimKepiep HeMmece
OMONOTUANIBIK OOBEKTUIEp peJiliepiH KaObUigamn, OWOJOTHSIIBIK MOCENeNepal Ielne
ayajpl.

-Cuenapuiinik oWbiHAap: byn oifbiHmap okymibuiapra mpoOsieManapabl ey
YIIH OWOJOTHUSIIBIK OLTIMII KOJAAHYJbl Tajam €TeTiH CIEHApUIIepl YChIHABI.
Msicansl, "The Radix Endeavor" oiiblHbIHIA OKYyIIbLIAp OHMOJIOTHS, T€HETHKA KOHE
AKOXKYyHesepre 0ailslaHbICThI TallChIpMaiap ibl OMBIH dJIEMIHIH KOHTEKCTIH/IE IICTIE/I].
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4. MapamnarTay >KoHe yIai xyienepi:

- Mapanarray xyienepi: "Classcraft" cuskrer Oarmapmamanap mapanarray
XKoHe ymail kyienepiH OipikTipendi, OKYIIbLIApAbl TalchlpMalapAbl OpBIHIAYFa,
opeKeTTepre KaThICyFa KoHE ymaiinap, Oenruiep »oHe Oacka Ja OWbIH MapamnaTTapbiH
aJTy apKbUIBI OUTIM Oepy MakcaTTapblHa JKETyTe bIHTAJIaH bIPAIbI.

[eiimuduxanusuibik 6araapiaamManap OHOJOTUSHBI OKBITY bl KbI3BIKTHI FaHA €MEC,
COHBIMEH KaTap OKYILIbUIAp/AbIH O€NCeHl KaThICyblHa, OJIAPABIH 3€pPTTEY JaFbLIaphl
MEH CBhIHM OWJIayblH JaMbITyFa BIKHAd eTeql. byn Oarmgapiamanapabl OutiM  Oepy
MPOIIECIHE €HTI3y OKYIIbUIap KYpAedl OHOJOTHSIIBIK KOHIEHIUSIapAbl TEPEeHIpPEK
TYCIHIN, MEHI€pe aJlaTblH JUHAMHKAJBIK KOHE MHTEPAKTHUBTI OpTa KYpyFa MYMKIHIIK
oepeni.

KopsIThiHBIIAN Kelle MHTEPAKTUBTI OKBITY 9/IICTEPIH, MBICAJIbI, OMBIH TOCUIICPIH,
AKOOAIBIK SICTEP/l KoHE 0acKa Jja MHHOBAUMSJIBIK (popMaTTap/ibl €Hr13y OHOJOTUSHbI
OKBITYIbIH CallachlH alTapibIKTall apTThIpadbl. by omictep oKymbuiapabiH OiTiM Oepy
IpoLeciHE OeJNCeH/l KaTbICyblHA, ChIHM OMNJIAybIH >KOHE MPaKTUKAJIBIK JaF/bUIApbIH
nambITyFa bIKOan eteni. OWbIH TocUIAepl OKBITYABI KBI3BIKTHI JKOHE BIHTATAHBIPYIIIEI
€TIM, KO0AJBIK 9MICTEp MaTepuUabl 63 OCTIHIIE 3epTTEy apKbLIbl TEPEH TYCIHYTre
BIKIAJ €TeAl, ajd BUPTyal[bl 3€pTXaHajap MEH MIKipTajacTap CHUSAKThl 0Oacka
MHTEPAaKTUBTI (OpMATTAp OKY MPOLECIHIH SPTYPILUIIrT MEH HKEMIUITH KaMTaMachl3
eTel.
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