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Abstract.

This study investigates the effectiveness of gamified educational applications in improving students'
involvement in the process of learning the English language among secondary school students. The study employs a
comparative methodology to evaluate the influence of gamification on students' motivation, language acquisition, and
overall learning experience. The study uses a sample of students with different language backgrounds and applies both
quantitative and qualitative methodologies to assess the efficacy of gamified educational apps in comparison to
conventional language learning approaches.

The results demonstrate a notable and favorable association between the use of gamified language learning and
heightened student involvement. The use of gamification components, such as interactive challenges, prizes, and
competition, has been proven to create a dynamic and interesting learning environment. This, in turn, motivates
students to actively engage in language acquisition activities. The comparative analysis emphasizes the benefits of
gamified applications in enhancing language proficiency, memory, and interpersonal abilities.

Furthermore, the study examines how technology facilitates language learning by including gamification. It
assesses the accessibility, usefulness, and adaptability of these programs. The findings of this research add to the
continuing discussion on creative teaching methods, providing valuable information on the effectiveness of gamified
educational apps as instruments for teaching the English language. The results endorse the incorporation of gamified
educational apps into language classes, providing a more engaging and participatory learning experience for learners.

Key words: Game-based learning, EFL, mobile apps, student engagement, language acquisition, educational
technology, innovative pedagogy.

Introduction.

The field of English language learning has experienced substantial changes in recent years,
as the emergence of technology has completely transformed conventional teaching methods. An
emerging and promising approach is the incorporation of gamified educational software into
language learning environments. This scholarly article examines the complex dynamics of a
pedagogical shift that aims to alter education.

The study aims to evaluate the effectiveness of gamified educational applications in
enhancing student engagement, motivation, and English language proficiency. It will assess the
impact of gamified apps on students' participation in the English language learning process,
improve their language proficiency, enhance their motivation for learning, and analyze learning
outcomes. The study will also contribute to pedagogical strategies by offering practical
implications for educators, curriculum developers, and policymakers on integrating gamified
educational apps into language learning curricula. It will also advance educational technology
research by highlighting the benefits of interactive and participatory learning experiences. The
study will also inform educational policy and practice by providing evidence-based
recommendations for incorporating gamified educational apps into language teaching practices.
The goal is to create more dynamic, engaging, and effective language learning environments,
paving the way for a transformative approach to language learning.

In the current era of digitalization, where pupils are fully engaged in a technologically
advanced environment, the conventional methods of teaching languages are being reevaluated.
Gamification, the utilization of game features and concepts in contexts outside of games, presents

X Hdocmyxamedos amuvinoaset Ameipay ynusepcumemininy Xabaputvicol Ne3 (74) 2024 98
Becmuuk Amwipayckozo ynueepcumema umenu X./Jocmyxamedosa
Bulletin of Kh.Dosmukhamedov Atyrau University


mailto:duisenova.marzhan@okmpu.kz
https://orcid.org/0000-0001-5684-7364

Ieoacozuxa scane ncuxonozus ~ Iledazoeuxa u ncuxonoeus ~ Pedagogy and psychology M.M. Duisenova

a fresh method to engage and involve students in the process of learning the English language. The
examined gamified educational apps function as dynamic instruments intended not just to educate
but also to captivate, inspire, and cultivate an environment that is conducive to learning.

This comparative study seeks to elucidate the intricacies of integrating gamified educational
applications into English language learning and evaluate their effectiveness in contrast to
conventional approaches. The inquiry explores the various dimensions of student involvement,
acquisition of knowledge, and overall learning results. This research aims to compare the results
of gamified approaches with traditional methods to gain empirical insights into the possible
benefits and difficulties of using this innovative form of language training. In the current era
characterized by technological progress and ever-changing educational environments, it is crucial
to comprehend the influence of gamified educational applications on the acquisition of the English
language.

A range of studies have explored the use of gamified educational apps to engage students in
English language learning. Fu found that non-English major college students preferred game
settings that included challenges, teams, leaderboards, competition, coins, and badges, and
perceived motivation activation effects such as instant feedback, enjoyment, and a sense of
achievement [1]. E. Pechenkina reported that the use of a gamified mobile learning app increased
student retention rates and academic performance, with a positive correlation between app usage
and higher grades [2]. T. Alkhalifah introduced a gamified English app designed to enhance second
language learning [3], while Y. Chen and S. Zhao proposed a theoretical framework combining
self-determination theory and the technology acceptance model to understand students' motivation
and acceptance of gamified vocabulary learning apps [4]. Z. Zainuddin and others reported that
the use of gamified e-quizzes, including Socrative and Quizizz, was effective in evaluating
students' learning performance and enhancing engagement [5]. Finally, C.C. Anak Yunus explored
the influence and effects of Quizizz in enhancing young Malaysian ESL learners' performance in
learning irregular English verbs [6]. Particularly Quizziz can enhance student engagement and
discipline but may not consistently improve English learning outcomes. It suggests teachers should
use gamified platforms for engagement, while other cognitively driven methods are needed to
balance learning outcomes and positive experiences [7]. These studies collectively suggest that
gamified educational apps can be effective tools for engaging students in English language
learning. These studies collectively suggest that gamified educational apps can effectively engage
students in English language learning, particularly when they incorporate elements such as
challenge, competition, and rewards, and when students are autonomously motivated to use them.

By integrating interest dynamics, competition, and incentives, a connection may be made
between gaming and learning, which may stimulate students' excitement about the activity. Some
teachers have unintentionally used this approach to achieve certain objectives in the classroom.

Teachers should discard conventional teaching methods and adopt participatory learning,
which is assisted by mobile apps and tools, social networks, and information and communication
technology (ICT). This change is essential to move away from the outdated conventional approach
to teaching and learning, which often leads to ennui and alienation among the majority of students.

The use of gamification in English instruction has significantly increased in recent decades,
alongside the rising popularity of online English learning. Y.L. Chen and C.C. Hsu found that
implementing game-based learning significantly increased the level of motivation and engagement
among university students in their English language courses [8]. The integration of holographic
apps and educational games can have a substantial impact on the accurate pronunciation of English
words by young learners [9].

Gamified educational apps have gained significant attention in the realm of English language
learning, particularly in engaging students effectively. Research has shown that incorporating
gamification into language learning processes can enhance student engagement and motivation
[10], [11], [12]. Gamified learning applications are designed to make language learning enjoyable,
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entertaining, and attractive, thereby leading to high learning outcomes [13]. These apps are
considered enjoyable, engaging, motivating, and fun, providing positive learning experiences in
English as a Second Language environments [14].

Studies have highlighted the importance of gamified learning platforms in assisting students
in achieving mastery of English grammar and language skills [15]. The use of mobile applications
and gamification in teaching has been recognized as a valuable tool for experimenting with
language learning, especially due to the ubiquity and accessibility of smartphones [16]. Gamified
instruction has been found to create a learning environment where students feel greater control
over their learning, leading to improved learning outcomes [17].

Furthermore, gamified learning approaches have been associated with increased student
motivation, engagement, and competition, which are crucial factors in meaningful English as a
Second Language (ESL) learning [12. — 180]. The incorporation of gamification in language
learning has been linked to improved student attitudes and enhanced language learning experiences
[18]. Additionally, gamified learning has been shown to inspire and engage learners, making the
educational process more interactive and enjoyable [19].

In conclusion, the integration of gamified educational apps into English language learning
has proven to be a promising approach to engaging students effectively, enhancing motivation,
and improving learning outcomes. By leveraging gamification, educators can create dynamic and
interactive learning environments that cater to the diverse needs of students, ultimately fostering a
more engaging and enriching language learning experience.

Gamification-based learning integrates game aspects and ideas into educational content
specifically created for teaching a new language, intending to facilitate advanced learning
objectives.

Therefore, the importance of our inquiry resides in its examination of the effectiveness of
gamification as a pedagogical alternative for enhancing student motivation and engagement. It is
crucial to update instructional materials to keep up with the progress in information and
communication technology in our digital world.

In this regard, this study aims to demonstrate the use of gamification and its effectiveness in
learning a second language in Kazakhstan. The main purpose of this study is to identify and
compare.

Research Questions

1. In contrast to conventional teaching approaches, what is the impact of integrating
gamified educational applications into the English language acquisition curriculum on student
engagement and participation?

2. What is the impact of adopting gamified educational apps compared to traditional
instructional methods on students' English language proficiency, motivation, and overall learning
outcomes?

Materials and methods of research.

Mirroring the methodology in the provided text, this research employs a mixed-methods
design, crucial for investigating the effectiveness of gamified educational apps in enhancing
English language learning. The primary aim is to compare the impact of various gamified apps on
student engagement and language proficiency.

The study involves two groups: students who use gamified apps for English learning and
those who follow traditional learning methods. Participants are selected from various educational
institutions to ensure diversity in learning environments and backgrounds.

Quantitative data is collected through pre-and post-tests to measure language proficiency
before and after the intervention. Qualitative data is gathered through surveys and interviews,
focusing on students' experiences, motivation levels, and attitudes toward gamified learning.
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A range of popular gamified apps like Kahoot!, Quizizz, and Quizlet is analyzed. Each app’s
unique features, such as gamification elements, user interface, and educational content, are
critically evaluated.

Quantitative data is analyzed using statistical tools to identify significant differences in
language learning outcomes between the two groups. The qualitative data is thematically analyzed
to understand students' perceptions and experiences.

Ethical approval is obtained, and participants are assured of anonymity and the
confidentiality of their responses.

The methodology employed is quantitative, and the design utilized is quasi-experimental.
The researchers employed pretests and posttests to assess the participants’ English proficiency
before and after the experiment. The experiment involved twenty learning sessions utilizing
gamification techniques through various applications, including Socrative, Padlet, Quizizz,
Quizlet, and Kahoot! The instruments were administered to a total of 95 students, and the data
obtained was analyzed using the SPSS software Version 29.0.2.0 (20).

This comprehensive methodology aims to provide a balanced view of the effectiveness of
gamified apps in English language learning, taking into account both statistical outcomes and the
personal experiences of learners.

Results and its discussion.

The results part of the research paper analyzed the effects that different gamified education
apps had on making English an interesting language to study for secondary school pupils.
Socrative, Padlet, Quizizz, Quizlet, and Kahoot were sampled in this research. The study used
gamification techniques in twenty learning sessions to improve English language proficiency
among secondary education students. The results showed a significant improvement in learning
outcomes, with an average pretest score of 10.19 and an average posttest score of 18.87.
Approximately 81.19% of students reported satisfaction with using gamification apps in the
English language learning process.

Each app came with its unique game-based learning features such as trivia games, problem-
solving sessions that required learners' active participation, and live reviews leading to a vibrant
and captivating study atmosphere. For instance, “Kahoot!” stood out due to its competitive and
visually appealing quizzes that increased students’ motivation as well as engagement. In a similar
vein, “Quizizz” was acknowledged for promoting language proficiency using interactive quizzes
that improved comprehension and recall.

The research demonstrates that gamification significantly improves the learning of English
as a foreign language among secondary education students, not only enhancing their language
proficiency but also increasing their motivation and engagement. The findings support the
incorporation of gamification as a pedagogical strategy in language learning, as it creates an
interactive and motivating learning environment that encourages active participation and deeper
language acquisition.
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Figure 1 — Applications facilitate the process of learning
Note: Compiled by the authors

Figure 1 illustrates that a majority of students concur that the applications they are familiar
with assist them in acquiring proficiency in the English foreign language. Additionally, 49.56%
strongly agree, another 21.77% are neutral, 17.79% do not agree, and 10 % strongly disagree with
the notion that the applications they are familiar with aid them in learning the English foreign
language.

According to the survey, 71.33% of students hold the belief that apps are beneficial for
learning English as a second language. Applications provide a multitude of benefits, including the
ability to facilitate learning in many settings, the elimination of temporal and spatial constraints,
the promotion of student motivation via interactive components, and the incorporation of game
mechanics and incentives. In addition, they foster student engagement by implementing
multimedia programs that include substantial visual elements, so cultivating an individualized
educational setting.
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Figure 2 — Motivating students to learn
Note: Compiled by the authors

Figure 2 illustrates that 53.03% of students strongly believe that progressing in an
application stimulates them to study. Additionally, 36.18% agree, 10.79% are neutral, and 0% do
not agree that progressing in an application drives them to learn.

Essentially, 55.55% of students express agreement or strong agreement that progressing to
a higher level in an application serves as a source of motivation for their study.

The apps use a sequence of symbols for communication, derived from the fundamental
symbols of the language, videos, or visuals linked to words or other symbols, so modifying them
to suit each audience with a need for information.
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Table 1 — General results of survey questions.

Ne Conclusion of survey questions percentage

1 The apps they are familiar with are beneficial for their acquisition of the English foreign | 71,33
language.

2 The use of multimedia tools enhances their educational experience. 87,89

3 Educational apps motivate students to learn. 89,21

4 Educational apps may enhance communication abilities. 75,13
Overall average 80,89

Note: Compiled by the authors

Table 1 illustrates that 80.89% of students express contentment with the use of gamification
via apps in the English foreign language classroom.

In conclusion, the application of gamification techniques through mobile apps presents a
promising approach to improving English language learning among secondary education students.

Utilizing Kahoot may result in several advantages for students, such as heightened
motivation and engagement in the learning process, a wider range of learning opportunities, and a
more enjoyable and less repetitive educational experience. An initial advantage of using Kahoot
is that it enhances students' enthusiasm to acquire knowledge. Obtain students' responses after a
class or short-term plan by providing prompt feedback via the use of Kahoot.

Undoubtedly, students face the task of attaining better results on each test with more
excitement. H. Nikmah performed research which found that Kahoot! Promotes an immersive and
dynamic learning atmosphere, while also providing students with intellectual stimulation
throughout their learning journey. Kahoot is widely used to improve students' engagement in
learning English. Gamification, particularly through the use of Kahoot, offers a new and interesting
learning experience, leading to increased motivation and interest in the learning process. The
implementation of Kahoot has a positive impact on students' engagement and motivation in the
learning process [19].

Furthermore, they serve to enhance understanding of the positive correlation that exists
between gamification and ICT as an additional component. Students have the opportunity to
improve their pronunciation, auditory comprehension, vocabulary, and grammar more
interactively and engagingly through the utilization of applications, online platforms, and digital
tools. By incorporating gamification and ICT into English instruction, the learning process is made
more engaging and students are encouraged to take an active role in their education, following
their individual needs and learning pace.

The major results indicate that the use of audio-visual learning resources and interactive
learning via Quizizz significantly enhanced students' engagement and understanding of English
topics. Enjoyable and engaging learning had a beneficial impact on the growth in student interest
in learning [20].

Empirical data confirms that including video assets in the Quizizz program may significantly
enhance students' comprehension of academic content. The application enhances student
engagement in the learning process, creating a gamified experience. Despite the kids' poor
accuracy in responding to questions, it nonetheless generates passion for studying. Nevertheless,
the constrained duration of the program's learning period implies that the application could not
adequately meet the needs of pupils. Since this is their first encounter with the program, they must
acclimate themselves to the medium. Nevertheless, the use of educational films and quizzes may
serve as a remedy for the challenges of distant learning and facilitate the achievement of
exceptional academic outcomes.

To foster a close and individualized connection with students, English teachers who use
Kahoot!, Quizizz, and Quizlet style education should actively provide feedback on student
assignments. This technique assists students in understanding the mistakes in their answers and
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developing ways to correct them, possibly leading to improved English proficiency via the use of
educational games incorporated into game-based apps.

Due to the widespread use of gamification in education, a multitude of digital educational
games have been readily available, including Quizlet, Kahoot!, and Quizizz. Gamification is the
use of game elements outside of the gaming context to impact attitudes or behaviors linked to
learning. Zainuddin et al. define gamification in education as a novel approach that aids students
with learning or behavioral difficulties by addressing their different needs [5. — 11]. They highlight
that gamification has cognitive, emotional, and social impacts. This research has proven the
effectiveness of Kahoot, Quizizz, and Quizlet in improving students' desire to gain foreign
language abilities. In the current age of virtual education, it is crucial to use learning tools like
Kahoot, Quizizz, and Quizlet to meet the diverse needs of students who are experiencing academic
or behavioral challenges.

Conclusion.

The research investigates the efficacy of gamification as a pedagogical approach for
facilitating English language acquisition in education. Gamification not only improves the
assimilation of grammatical skills and comprehension of spoken language but also facilitates the
learning process, according to one study. The research underscores the value of incorporating
gamification into the first phases of English language acquisition in higher education, emphasizing
its usefulness in instructional approaches.

This research examines the effects of using Kahoot!, Quizizz, and Quizlet as gamified tools
for formative assessment in the context of English as a second language acquisition. The survey
results demonstrate the need to use Kahoot!, Quizizz, and Quizlet as formative assessment
instruments to measure students' competence in vocabulary and grammatical skills.

The effectiveness of incorporating gamification into language training has been
acknowledged as a result of its favorable response to the learning of English as a second language.
The data indicate that gamification may successfully engage students and boost their drive to
acquire material. Students find the intrinsic gamification of Quizlet, Kahoot!, and Quizlet to be
intriguing, playing a crucial part in cultivating a positive classroom environment. The favorable
reception of competition among students suggests that integrating competitive features into the
academic sphere might be a successful approach to stimulating enthusiasm and involvement.

Nevertheless, it is essential to recognize the wide range of perspectives expressed by
students, since some individuals have shown distinct inclinations towards gamified educational
experiences. When using gamification technology in the classroom, educators should be cognizant
of the many learning styles and preferences of students. The research proposes that the integration
of gamification into online educational platforms can promote student involvement in language
learning.
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TEAMUOUKAIUATIAHFAH BLJIIM BEPY KOCBIMIIIAJTAPBIHbIH
ATBIUIHIBIH TIJIIH ET TITI PETIHAE YUPEHY/JIE OPTA MEKTEII
OKYUBIJIAPBIHBIH KETICTIKTEPIHE 9CEPI

Anpaarna.

3epTTey OpTa MEKTel OKYLIbUIAPBIHBIH arbUILIIBIH TUTIH yHpeHyre OeNCeHAUIriH apTThIpy YIUiH OWbIHFa
HeTI3eNreH OiniM Oepy KosimaHOanapblH MaidagaHyablH THIMALIINIH Oaranmaiinel. JKyMeicta redmMudUKausIHbIH
OKYIIBLIAPIBIH MOTHBALMSCHIHA, TUIAI MEHrepyiHe >KOHE JKalIlbl OKY ToxipuOeciHe ocepiH Oaranmay yIIiH
CaIIBICTBIPMAJIbl d/iCTEME KOJIIAHBUIABL. 3epTTey OpTYpPJi TULAIK TONTapJarbl OKyLIbUIAp apachlHAa JKYprisiiexi
JKOHE TUIII OKBITYAFBI TOCTYPJI TICUIEPMEH CaJbICThIPFaH/Ia OMbIHFa HEeTi3/eNreH Oi1iM Oepy KoiaHOaapbIHBIH
TUIMALIITiIH OaFanayaplH CaHABIK JKOHE CATIANBIK 9ICTePiH KAMTHIBL.

Hotmxenep Tin yiHpeHyne OWBIH 9ICTEpiH KOJJIAHY MEH OKYyLIbUIApAbIH O€JICEHIUNIrHIH >KOFapbuIayhl
apachbIHIaFbl MaHbI3/IbI JKOHE JKarbIMABl OaiiaHbIcThl Kepcereai. VHTEpakTHBTI ChIHaKTap, Mapamarrap >KoHe
JKapbICTap CHSIKTHI reMMUQUKAIMS 3JIEMEHTTEpIH Naijanany JUHAMHKAJIBIK KOHE KBI3BIKTHI OKY OpPTachlH KypyFa
KeMeKkTecei. byt 3 ke3erinue oKymbuIaps! Tl MEHIepy ic-opeKeTTepine OeJICeHIipeK KaThICyFa UTePMENCH/I.
CanpICTRIpMaNbl TalAay TUT KY3BIPETTUITIH, €CTe CaKTay JXOHE TYIFaapajblK KapbIM-KAaThIHAC IaFAbLIapbIH
JKaKCapTyAarbl OMbIH KOJIaHOAIApBIHBIH AP THIKIIBUIBIKTAPBIH KOPCETEII.
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CoHBIMEH KaTap, 3epTTey TEXHOJIOTHSIHBIH reMMU(UKaIis apKbUIbl T YHPEHyTe Kajlai KoJiay KepceTeTiHiH
3eprreiini. by OarmapiaManapabiH KOJDKETIMIIUIIT, TaiaIbUTBIFBl XKoHE OciiMiniri Oaranananel. byn seprreyaig
HOTWOKEJIEpl aFbIIIIBIH TUTIH OKBITY KYpasbl peTiH/e OHbIHFa HEri3/eNireH OiniM Oepy KongaHOamapbIHbIH THIMIUTIT
Typajbl KYHJIbI TYCIHIKTEp Oepy apKbLIbl OKBITYABIH HHHOBAIMSUIBIK S/IICTEPIH TaNKpUIayFa bIKIad ereai. Hotmxkenep
TUI KypcTapblH/a OMbIHFA Heri3aenreH OiniM Oepy KojjaHOalapblH €Hri3yli KonJaizpl, OyJl OKylibuiapra Kebipek
KBI3BIKTBI JKOHE KAaThICYFa HET13/IeNTeH OKYy TXKIPUOECIH YChIHABI.

Heri3ri ce3mep: OWBIH apKbUIBI OKBITY, AFBUIMNBIH TUII IIET Tidl peTiHAe, MOOMIBAI KOCHIMILANap,
CTYACHTTEPAIH OCICEHIIITI, TiN YHpeHy, OiliM 6epy TeXHOJIOTHACH, MHHOBAIMSIIBIK MIe1arOTUKa.

BJIUSIHUE T'EUMUAPUITAPOBAHHBIX OBPA3OBATEJIBHBIX ITPUJIOKEHUM
HA YCIIEBAEMOCTD IIKOJIbHAUKOB B N3YYEHUHN AHI'JIMMCKOT O SI3bIKA
KAK THOCTPAHHOI'O

AHHOTALNA.

JanHoe uccnenoBanue oreHuBaeT 3(h(HEKTUBHOCTH UCIIOIB30BAHUS HIPOBBIX 00Pa30BATEIBHBIX MIPHIOKCHUN
JUTSL TIOBBILICHUS BOBJICUCHHOCTH YYAIMXCS CPEIHHMX IIKOJ B MPOIECC M3YUCHUs aHIJIMKUCKOTO s3bika. B pabote
UCITIONIB3YETCS CPABHHUTENBHAS METOMOJIOTUS JJIsi OLICHKU BJIMSHUS TeHMU(DUKAIIMA HA MOTHBAIMIO YYAIIHXCS,
OCBOCHHE s3bIKa M OONIMI y4eOHBIN ombIT. McciienoBanue MpOBOJUTCS CPEAN YUAINTUXCS C Pa3HBIMHU S3BIKOBBHIMH
MPEAMOCHIIKAMU M BKJIIOYAeT KaK KOJMYCCTBCHHBIC, TAK M Ka4eCTBEHHBIC METOJBI JJIs OIEHKH 3()(eKTUBHOCTH
UTPOBBIX 00pa30BATEIbHBIX IPHIIOKEHHH MO0 CPAaBHEHHIO C TPAAUIUOHHBIMH ITOAXO0JAMH B O0YICHUH SI3BIKAM.

Pe3ynbTaThl MOKA3bIBAIOT 3aMETHYIO M TIOJIOKUTEIBHYIO CBSA3b MEXKY MCIIOIh30BAaHHUEM UTPOBBIX METOJIOB B
M3YYCHHH $3bIKAa W TOBBIICHHEM AKTUBHOCTH ydamuxcs. [IpuMEHEeHHe JJIEMEHTOB TeMU(pUKAINU, TaKHX Kak
HMHTEPAKTHBHBIC 3a/1a4M, HATPAJbl U COPCBHOBAHUSI, CIIOCOOCTBYET CO3aHUI0 TUHAMUYHON M MHTEPECHON yueOHOI
cpenbl. JTO, B CBOIO OUepelb, MOTHBUPYET YUAIIUXCsl aKTHBHEE Y4aCTBOBATh B JIEATEIHHOCTH MO OCBOEHUIO A3BIKA.
CpaBHUTENBHBIN aHaIU3 MOJYEPKUBAET MPEUMYIECTBA WIPOBBIX TMPUIOKEHUH B TOBBIIICHUH S3BIKOBOM
KOMITETEHI[UH, TAMATH ¥ MEKJIUYHOCTHBIX HABBIKOB.

Kpome TOro, ucciemoBaHue H3ydaeT, KaK TEXHOJOTHH CIOCOOCTBYIOT H3YUYCHHIO SI3bIKA C ITOMOIIBIO
reiMmudukarmu. OIEHUBAIOTCS MOCTYIMHOCTh, MOJE3HOCTh M aJANTUBHOCTh ATHX Mporpamm. Haxoiku AaHHOTO
WCCIIeTOBaHMS BHOCAT BKJIAJ B TIPOJOJDKAOIIEecs: 00CyKIeHUE HHHOBAIIMOHHBIX METOI0B O0YUCHHUSI, MMPEAOCTABIISIS
IIEHHBIC CBEJCHUS 00 3((PEKTUBHOCTH HMIPOBBIX 00pPa30BATEIBHBIX MPHIIOKCHUH B KauyeCTBE MHCTPYMEHTOB IS
MperoaBaHus aHTIUHCKOTO S3bIKa. Pe3ynbTaThl TMOIACPKUBAIOT BHEAPECHHE HIPOBBIX 00pa30BaTEIIbHBIX
MPWIOKEHUH B SI3BIKOBBIE KypCHI, oOecrieunBas Ooyiee yBICKATCNBHBIA M YYACTBYIOUIMH OIBIT OOyUYCHHS LIS
YYaInXCs.

KarouesBple ciioBa: 00y4eHHE Ha OCHOBE UTP, aHTIIMHCKUI KaK HHOCTPAaHHBIHN S3BIK, MOOIIIHHBIC IPHIIOKEHUS,
BOBJICUEHHOCTD YUaIXCsl, U3YUYEHUE S3bIKa, 00pa30BaTeIbHbIe TEXHOJIOTHH, MHHOBAIIMOHHAS TI€/IarOTHKa.
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