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USING TECHNOLOGY TO ENHANCE STUDENTS’ MOTIVATION
IN LEARNING ENGLISH

Annotation. This article examines the integration of media technology into English
language teaching in higher education, driven by the need to enhance student motivation
amid the declining effectiveness of traditional methods. The research aims to explore how
digital tools such as interactive platforms (Wordwall, LearningApps), gamification and Al —
driven resources (ChatGPT, Grammapp) can improve motivation, participation and learning
outcomes among university students. The study focuses on blended learning models of teaching
that combine innovative technologies with established traditional pedagogical approaches. Its
scientific and practical significance lies in developing effective strategies to create authentic
language environments, support diverse learning styles and foster collaborative skills. The study
proposes a localized model for applying media technologies in the Kazakhstani context, based
on experimental data from Pavlodar Pedagogical University named after A. Margulan. The
research’s contribution includes providing empirically grounded recommendations for creating
inclusive and motivating educational environments, advancing language education modernization
in Kazakhstan and beyond.

Keywords. Media technology, blended learning, Al-driven resources, students’ motivation,
digital tools, English language teaching.

Introduction

The advancement of digital technologies has profoundly transformed educational
settings around the world. Traditional teaching approaches, once regarded as effective, are
increasingly less captivating for today’s learners, who are acclimatized to colorful, quick
and bite — sized content, provided by digital entertainments. Many English educators
who previously excelled in settings where textbooks and teacher — centered lessons were
the main instructional recourses now observe a significant shift in how students interact
with educational content. These methods fail to sustain students’ attention and drive.
The constant stream of notifications makes students struggle to stay engaged in lessons
that require deep focus and patience. With the proliferation of digital media, learners
are deeply embedded in tech — driven environment, leading them to expect interactive
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content, instant access to information and visually stimulating materials. The volume of
content consumed by youth via videos, applications and social media renders conventional
techniques obsolete and monotonous. Confronted with disengagement and waning
enthusiasm, educators recognize the need to adapt strategies to meet evolving student
needs. In the context of Republic of Kazakhstan, where educational reforms point out
the integration of media technology to enhance learning process and outcomes, the need
to adapt pedagogical strategies to align with global waves and local needs is peculiarly
demanding.

Integrating media technology into teaching is revitalizing education. This shift
allows teachers to craft dynamic, interactive lessons aligned with modern demands. Such
innovations not only boost classroom participation but also accommodate diverse learning
styles, transforming English education into a more engaging and enjoyable process. This
method is notable for its potential to improve language skills, alongside for its ability to
address diverse preferences among students.

The incorporation of media technology into language education has been shown
to enrich the learning experience by providing authentic languages exposure through
various digital tools. They act as a medium through which students can engage with
target language by accessing such matters like films, news, tv shows, books and social
media. Not to mention, gamification and collaborative online tools cultivate a more
participatory atmosphere, encouraging learners to implement their language skills in
supportive surroundings. On the other hand, it is noteworthy that the introduction of
media technology into the process of learning a language is not without controversy.
While the perks of these innovative methods are significant, they are often tempered by
challenges such as disparities in access to technology and the need for digital competence
among both teachers and students [1].

To reverse this trend, educator must adapt technology by redefining how it is used
in the classroom settings. As Nurbekova Zh. et al highlight the importance of adapting
higher and postgraduate education to meet the needs of the digital generation, emphasizing
the integration of technology to support student — centered learning while preserving
the teacher’s central role [2]. In addition, concerns remain about the balance between
innovative and traditional teaching methods, as educators strive for technology to enhance
rather than replace basic interpersonal interaction in the classroom.

The object of this study is the process of English language teaching and learning at
the higher level, while the subject is the integration of media resources, such as interactive
platforms, games, to enhance students’ engagement. The relevance of this research lies
in addressing the gap between traditional teaching methods and the expectations of
digital — native students, who are immersed in a world of instant information access,
multimedia content. By leveraging media technologies, educators can create authentic
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language exposure, accommodate diverse learning styles and promote collaborative
leaning, thereby transforming the process of learning foreign language into a more
engaging and effective procedure.

The degree of exploration of this topic reveals both global and local research efforts.
Internationally, scholars like Weng Y. et al [1, p. 213] have displayed the effectiveness
of immersive learning technologies in K-12 English as a second language context,
emphasizing their role in enhancing motivation through authentic language use. Similarly,
Wang S. ae al [3] conducted a metal analysis demonstrating the positive impact of social
media as a learning environment in language is education. In Kazakhstan, researchers
such as Vasich B. et al [4] have explored the integration of digital tools in higher
education, noting their potential to support student-centered learning in alignment with
national educational reforms. However, significant research gap exists in the systematic
application of media technologies in Kazakhstani University settings, particularly in
English Language Teaching, where students often focused on general technology adoption
rather than specific tools like gamification or Al-driven platforms. Moreover, the lack of
empirical evidence addressing the balance between innovative and traditional methods to
ensure equitable access and effective learning outcomes.

The scientific novelty of the study lies in its focus on the experimental implementation
of a blended learning model that integrate specific media technologies, for example,
like Worldwall, LearningApps, ChatGPT, Padlet and Grammapp in English language
classrooms at Pavlodar Pedagogical University named after A. Margulan. Unlike previous
studies which often examine technology use in isolation, this research investigates the
combined effect of interactive platforms, game applications, and Al-driven tools on
students’ motivation, offering a localized perspective within the Kazakhstani educational
context.

The hypothesis posits that the integration of media technologies into English
Language Teaching significantly enhances students’ motivation, participation and task
completion compared to traditional methods, while also addressing challenges such as
digital divides and overreliance on technology.

The aim of the study is to explore how media technology can be effectively integrated
into language, teaching of English to improve student motivation, participation, and
learning outcomes. The research addresses the following objectives:

1) to evaluate the impact of interactive platforms and Al-driven resources on
students’ motivation in English Language Teaching settings;

2) to compare the effectiveness of technology, enhance learning center approaches
with traditional teacher centered methods;

3) to identify challenges, associated with media technology integration and propose
strategies to mitigate them;
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4) to provide evidence-based recommendations for creating inclusive and engaging
learning environment in Kazakhstan universities.

This study contributes to the field of language, education by offering practical
insights into the application of media technologies in English language teaching,
addressing both global trends and local educational priorities. By examining the interplay
between innovative and traditional methods, the research seeks to breach existing gaps
and provide the foundation for further exploration of technology, driven pedagogy in
Kazakhstan and beyond.

Materials and methods

The introduction of computers and the internet opened new avenues for educators
to incorporate a variety of media to create more engaging and immersive language
learning experiences. In the early 21st century, educational theorists started to emphasize
the usefulness of innovative teaching methods, where Vygotsky proposed socio —
constructivist principles which highlighted the need for learning to occur within cultural
frameworks, suggesting that interaction and communication are essential to understanding
and knowledge construction. The incorporation of artificial intelligence into language
education represents the latest point in this historical progression. Such tools as Al-driven
platforms have personalized the learning experience, catering to individual student needs
and enabling them practice language skills in real — world context [5].

Considering positive aspects of using said tools, it is capable to bring to the forefront
many more advantages.

First of all, the integration of digital media facilitates authentic language use,
providing learners with exposure to real — world contexts, which in turn enhances their
learning experience. For instance, they can watch any film or read any passage, elevating
their comprehension and communicative skills [6]. Unlike traditional textbooks, digital
media provide unfiltered examples of how target language is used in everyday life. By
engaging with it, learners develop a deeper understanding of vocabulary, idioms, phrases
and grammar in a context, which is also improves their listening skills and pronunciation.
This approach not only makes students engage in meaningful learning experience to
improve their skills but also fosters cultural awareness.

Moreover, digital media empowers learners to make independent choices about their
learning by allowing them to explore materials that align with their interests. It addresses
the essentiality of the facilitation of personalized learning. By utilizing it, educators can
tailor educational content to suit individual learning styles and progress levels. Platforms
like «Knewton» and «Smart Sparrow» analyze the learner’s performance data to adjust the
difficulty and type of content presented. Mentioned earlier gamification — incorporation
game — like elements such as points and leaderboards — creates a motivating environment
that encourages regular practice and deeper engagement with the material [7]. Features
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that it offers align with the preferences of digital natives, who are accustomed to interactive
content and seek immediate feedback on their learning progress. So, this kind of language
learning platforms allow users to stay engaged and be appropriately challenged.

To support what was stated, it is to mention that method of using digital tools offer
unique opportunities for interactivity that traditional one may lack. Online platforms let
students to practice their four types of skills at their own pace. They provide unparalleled
flexibility and accessibility, so that those who receive education can do it at their own
schedule, anytime and anywhere, thus making the process more inclusive. While studying,
digital instruments allow real — time feedback and platform — specific analytics to track
motivation levels. This is helpful in both teaching practices and student learning outcomes.
This data — driven objectives effectively, ensuring that the educational experience remains
relevant and impactful.

Despite the advantages of integrating media tools, there are undeniably some
drawbacks which must be addressed so that teachers maximize the benefits while
minimizing its adverse impacts on learning outcomes and student development.

One of the most significant concerns is the reduction of attention spans among
students. Continuous exposure to digital screen can diminish focus, making it challenging
for learners to engage deeply with course material [8]. The constant influx of notifications
and updates from devices contributes to overstimulation, further compilating students’
abilities to relax and concentrate on their studies.

This leads to the next drawback which is information overload. The vast volume
of information available through digital instruments can make it difficult for students to
process and filter incoming data effectively, leading to challenges in maintaining sustained
attention on single tasks [8, p. 21]. Concentrating is a difficult aspect in such terms since
studies show that heavy digital media users and early users tend to pay more attention
in the short — term situations and it is harder to sustain it in long — term environment.
This phenomenon is explained as the “thrill of the new”, where it is more exciting to go
through some new subjects than to focus on a single thing at a time. Otherwise, people lose
interest. Consequently, the learning experience can be fragmented, as students struggle
to fully engage with the material at hand. Studies have shown that multitasking will be
performed worse on multitasks by heavy multimedia users because it requires focused
attention and filtering out irrelevant information. This trend can significantly undermine
the effectiveness of language learning activities, which often depend on sustained attention
and engagement.

The shift towards digital interaction can adversely affect personal skills of students.
Firstly, notwithstanding the fact that, technology can give ahand in completing assignments,
students may become overly dependent on technological aids, thereby hindering their
ability to solve problems autonomously. Overreliance on technology shows to diminish
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critical analytical skills, since students prefer quick searches for answers over engaging
in thoughtful exploration of concepts [9]. With this being stated, digital interaction in
educational settings additionally affects interpersonal skills. Increased usage of such
devices may lead to a decline in face — to — face interactions, creating difficulties for
students in forging relationships and ultimately contributing to feelings of loneliness and
social isolation [10].

The final aspect to consider is a potential for academic dishonesty. The accessibility
of information through digital devices raises concerns about academic integrity, as students
may be tempted to engage in corrupt practices such as cheating and plagiarism. The ease
of accessing unauthorizes resources during assessments can undermine the educational
process and diminish the value of academic achievements [11].

As it was stated earlier, the integration of digital technology into education has
blended with traditional teaching methods, making the process more inclusive. These
reflections lead us to uncover what methods or approaches an educator can implement
to make the learning process effective with minimal challenges. These approaches
encompass blended learning, personalized instruction and collaborative learning, each
offering distinct benefits in classroom settings.

Blended learning is a combination of face-to-face teaching and online teaching
to create a seamless and complementary learning experience. This approach is about
optimizing learning through a carefully structured balance of both methods. The key
moment is to select the right blended learning model. Some popular models include:

1) Flipped classroom model. Students watch instructional videos or read given
materials before class, allowing more time for discussions and activities in the classroom.
Incorporating materials relevant to the curriculum can help students better understand
cultural contexts while improving their listening and comprehension skills.

2) Rotation model. Students rotate between different stations, which could include
teacher-led instructions, online activities and group discussions. Implementing such model
to facilitate collaborative learning can promote teamwork and communication among
students. Tools like discussion forums, collaborative documents and online learning
platforms enable students to work together on projects, exchange ideas, share resources
and provide feedback to one another, which aligns with the principles of collaborative
learning.

3) Flex model. A self — paced approach where students primarily learn online but at
the same time have in — person support from a teacher. Such method requires continuous
monitoring from teachers and adaptation of teaching methods based on student’s
feedback. This responsiveness allows them to refine their approaches and ensure that the
instructional materials remain effective and relevant [12].
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The last aspect introduces to us personalized instructions, where content, pacing
and teaching methods are adapted to match each student’s unique needs, preferences and
interests. This approach not only aids them for academic growth, but also fashions them
for lifelong success.

This study was designed to investigate the impact of integrating media technologies
into English Language Teaching on student engagement and participation at Pavlodar
Pedagogical University named after A. Margulan. A mixed-methods approach was
employed to combine quantitative data from structured assessments with qualitative
insights from student feedback, aligning with contemporary educational research
methodologies [13]. Research was conducted in three distinct stages: pre-experiment
preparation, experimental intervention, and post experiment evaluation. This section
outlines their participants, digital tools, data, collection, instruments and procedures used
to ensure a robust and replicable study.

Study involved for English language learners aged 19-20, all enrolled in the second
year of the foreign language education program at Pavlodar Pedagogical University
named after A. Margulan. Participants were divided into two groups of approximately 20
students each: Group A (control group) and Group B (experimental group). Both groups
had similar language proficiency levels (B1-B2 according to the CEFR), ensuring that
differences in outcomes could be attributed to instructional methods rather than prior
language ability. The selection of participants was based on the following criteria:

1. Digital literacy: as representatives of the digital native generation, participants
demonstrated proficiency in using digital devices and online platforms, which was critical
for engaging with media technologies.

2. Access to technology: all participants had access to personal devices, such as
laptops or smartphones, and reliable Internet connectivity, ensuring the feasibility of the
experimental intervention.

3. Homogeneity: selecting students from the same academic program, minimize
variations in educational background and ensure a consistent baseline for comparison.
[14, p. 34]

The experimental group utilized range of media tech technologies selected for their
ability to enhance interactivity, collaboration, and authentic language exposure. The
following tools were employed:

Wordwall: an interactive platform for creating quizzes, matching games and board
games to activate prior knowledge and rainforest vocabulary and grandma skills.

LearningApps: two for design, designing interactive, exercise exercises, such as
crosswords and clothes, tests to support personalized practice and immediate feedback.

ChatGPT: an Al-driving conversational tool used to stimulate real-world, language,
interactions, enabling students to practice, speaking and writing in contextual scenarios.
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Padlet: the collaborative online board for group project, allowing students to share
1deas, resources and feedback in real time.

Grammapp: A mobile application created by D.E. Sheriyazdanova [14, p. 46]
focused on grammar exercise exercises, providing tasks tailored to enhacing student
performance.

Mixed method experimental design was adopted to compare the effectiveness of
traditional and technology enhanced teaching approaches. The studies spent four weeks
and was structured as followed:

1. Pre-experiment stage. Both groups attended three English lessons using
traditional methods (text books, lectures, and paper-based exercises) to establish a baseline
for engagement. Structured assessment rubric (Table 1) was used to evaluate voluntary
participation, group work, attention, task completion, and self-reported engagement. Data
was collected through teacher observations and student self-assessments.

2. Experimental stage. Group A continued with traditional methods, including
reading passages, grammar drills and face-to-face group activities with delayed feedback.
Group B’s lessons incorporated media technologies for at least 50% of instructional time,
following a blended learning model. Lessons began with digital warm-up activities (e.g.,
quizzes on Wordwall), followed by video or audio materials and digital readings to provide
authentic language input. Collaborative tasks were managed via Padlet. Al-driven tools
like ChatGPT were used for conversational practice. Teachers facilitated technology use,
monitored progress through platform analytics and provided real-time feedback.

The primary tool for assessed motivation was a structured rubric (Table 1), which
evaluated five criteria: voluntary participation, group/pair work, attention/focus, task
completion and self- motivation. Each criterion was scored on a scale from 1 to 4, except
for attention/focus and self- motivation, which used a 1 — not motivated — to 5 — highly
motivated scale. As completion was calculated as a percentage of completed exercise
exercises. Observations were supplemented by platform specific analytics (e.g., completion
rates on Wordwall, interaction logs on Padlet) student service to gather qualitative feedback
on motivation and perceived effectiveness of the tools.

Quantitative data from the rubric were averaged per student and a cross groups
for each stage. Participation events (e.g., raising hands, contributing to discussions) were
recorded during lessons. Qualitative data from service were analyzed automatically to
identify patterns in student perceptions. Statistical comparisons between groups were
conducted to determine the significance of differences and engagement levels, using
descriptive statistics to present collected findings.

This methodology insured a comprehensive evaluation of media technology
integration, balancing tentative matrix with qualitative insights to provide a holistic
understanding of its impact on student engagement in English Language Teaching.
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Table 1 — Rubric for Assessing students’ motivation and participation
Criteria Excellent (4) Good (3) Satisfactory (2) Needs
Yy improvement (1)
ACtlYely (fontrlbgtes Participates Participates Rare?ly ornever
Voluntary multiple times without . . participates
S S voluntarily several | occasionally when .
participation | prompting; initiates voluntarily;

(per lesson)

discussions and asks
questions.

times; responds to
prompts interest.

prompted; limited
contributions.

mostly passive
during the lesson.

focus (scale
1-5)

ned tasks on time with
high-quality; often

tasks on time
with satisfactory

some tasks, but
occasionally late or

. Constantly engaged Participate, Participate in group | Avoids group
Group/pair . Lo . . . . L
work (per in group activities; actively in group | work when assigned; | work; little
collaborate effectively | work; cooperates | limited initiative in | corporation with
lesson) . .
and encourages peers. | well with others. collaboration. peers.
Attention/ Completes all assig- Completes most Completes Frequently fails

to complete tasks
or submits poor-

lessons consistently.

the time.

lesson.

exceeds expectations | quality. incomplete. quality work.
Maintain full attention | Usually focused .
. Sometimes Frequently
Task through throughout during lessons; ) .
. . . . . distracted; needs distracted;
completion lessons; highly minor distractions reminders to stav on | strueeles fo
(%) engaged with the that do not affect Y 18
. task. maintain focus.
content. overall motivation.
. . Rarely feels enga-
Reports feeling very | Generally, feels Occasionally feels y fee’s eng
. . ged or motivated,
Self- engaged, interested engaged and engaged; motivation .
. ; . . . expresses disinte-
motivation and motivated during | interested most of | varies throughout

rested in learning
activities.

Results and discussion

The experiment aimed to test the hypothesis that integrated immediate technologies
into English language teaching enhances students’ motivation participation in task
completion, compared to traditional methods. Conducted over four weeks at the Pavlodar
Pedagogical University named after A. Margulan, the study compared to groups of second
year students: Group A (control, traditional methods) and Group B (experimental, media-
enhanced methods). The results presented in Tables 2 and 3 demonstrate significant
improvements in motivation metrics for the experimental group supporting the hypothesis
and aligning with prior research on technology enhanced learning. This section, analyzes,
quantitative and qualitative findings, highlighting the impact of media technologies in the
impractical implications.

The pre-experiment data in Table 2 established the baseline, showing similar
motivation levels for both groups on the traditional instruction. Group A averaged 1.6
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voluntary participation per lesson, 1.6 in group/pair work, 78% task completion, 2.8
attention/focus on the 1-5 scale and 2.8 self- motivation. Group B’s scores were comparable
(1.7, 1.5, 79%, 2.7 and 2.9, respectively), confirming no significant initial differences.

Table 2 — Pre experiment data

Criteria Group A Group B
Voluntary participation (per lesson) 1.6 1.7
Group/pair work (per lesson) 1.6 1.5
Attention/focus (scale 1-5) 78% 79%
Task completion (%) 2.8 2.7
Self- motivation 2.8 2.9

The goal of the Second stage was to examine how the usage of digital tools at the
English classroom would influence student motivation and participation. Instructional
time at this stage preferred blended approach. For at least 50% of each lesson, students
from Group B (experimental) were occupied by interactive digital tools specifically chosen
to enhance interaction, collaboration and authentic language exposure. The remaining
time of the lesson followed traditional methods.

Each lesson of Group B for warm — up tasks began with a digital quiz to activate
prior knowledge and set the context of the lesson. Lessons were incorporated with video
materials, audio clips and digital readings to foster authentic language input and stimulate
discussions. Group works were managed through online platforms where students
were assigned roles and deadlines, mirroring real — world teamwork. Teacher acted as
a guide, facilitating students in using technology, troubleshooting technological issues
and encouraging active participation. They monitored progress in real time through both
observation and digital analytics.

As for control group classroom activities included reading passages, grammar drills
and oral question and answer tasks without the help of digital media. Group projects were
conducted face to face and they received feedback verbally or in writing, often with a
delay.

Post experiment data shown in Table 3 revealed substantial improvement in Group
B. Voluntary participation increased to 4.5 (a 164% improvement), group/pair work to 4.2
(180% improvement), task comp completion to 96% (23% improvement), attention/focus
to 4.4 (57% improvement), and self- motivation to 4.5 (55% improvement). In contrast,
Group A showed modest gains: voluntary participation rose to 2.0 (25%), group/pay
work to 2.0 (25%), task completion to 80% (2.6%), attention/focus to 3.0 (7%) and self-
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motivation to 3.0 (7%). These differences suggest that media technologies significantly
enhance engagement with group B out performing group across all criteria.

Table 3 — Post experiment data

Criteria Group A Group B
Voluntary participation (per lesson) 2 4.5
Group/pair work (per lesson) 2 4.2
Attention/focus (scale 1-5) 80% 96%
Task completion (%) 3 4.4
Self- motivation 3 4.5

Qualitative data from student service provided deeper insights into the experimental
groups experience. Thematic analysis identifies three key themes:

1) Increased motivation. Student students in Group B described lessons as interactive
and fun, noting that to like Wordwall and ChatGPT made learning “more engaging” and
“relevant to real life”. For example, one student commented “Using ChatGPT to practice
conversations felt like talking to a real person, which motivated me to speak more”.

2) Collaborative learning. Padlet’s collaborative board encouraged teamwork with
student students reporting “working together online was easier because we could share
ideas instantly”. These alliance with research on collaborative digital tools enhancing
peer interactions. [13]

3) Personalized learning. Tools like grammar and learning arts allow students to
progress at their own pace, with adaptive exercises, addressing individual needs. Students
appreciate the immediate feedback, stating “I could see my mistakes right away and fix
them”.

In contrast, Group A students reported lower motivation, often describing lessons
as “repetitive” and “less exciting”. These findings, collaborate the quantitative data,
highlighting the emotional and cognitive benefits of media-enhanced instruction.

The results confirmed the hypothesis that immediate technologies enhance
motivation in English language teaching. The significant improvement in Group B’s
metrics align with expected outcomes at digital tools, provide provided authentic
language, exposure, interactivity and immediate feedback consistent with prior studies.
The near complete task completion (96%) in Group B suggest that media technology is not
only motivated students, but also facilitated effective learning processes. However, Group
A’s modest improvements indicate that traditional method still contributes to progress,
though at a slower rate, consistent with natural learning progression overtime.

The findings have significant implications for English language teaching.
Scientifically the study contributes the growing body of research on blended learning
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by demonstrating the efficacy of specific tools (Wordwall, LearningApps, ChatGPT,
Padlet, Grammapp) in a university context, addressing a gap in localized empirical
studies. Practically the results of educated evidence-based tragedies for integrating media
technologies to enhance motivation. For instance, using Padlet for collaborative projects
can foster teamwork, while Al-driven tools like ChatGPT can stimulate real-world
language use. These strategies can be adopted in other universities as well.

Conclusion

The post — study results clearly demonstrate that integrating media technology into
English language environment significantly enhances students’ motivation, participation
and task completion. Students of Group B doubled their voluntary contributions, indicating
increased willingness to be more active in lessons. Collaboration was more dynamic
in experimental group since students showed enthusiasm and consistent involvement,
additionally by demonstrating near — complete task completion. Students also described
lessons as “more interactive” and reported significantly higher interest, affirming the
positive emotional impact of digital tools. While control group showed only modest
improvements, consistent with matter — of — course progression over time.

While some may express concern that digital tools could reduce student interaction,
collaborative learning ensures active engagement remains integral to the lesson. This article
has demonstrated that digital technology is no longer optional but essential for creating
engaging learning environments. Thoughtful integration of it transforms education into
a personalized, collaborative and dynamic learning experience. As education continuous
to evolve, embracing these methods will prepare students for a tech — driven future while
ensuring inclusivity and accessibility in classrooms worldwide.
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IL.E. Nlepusznanosa*!, Myassam Asnu Xan Xarrak 2

'D. Mapryian ateiHiars! [1aBnogap menarorukaiblkK yHHBEPCHTETI,
[TaBnogap, Kazakcran

2Kyaunna-xoHe-Aszam yuusepcuteti, Mcnamaban, [Tokictan

AFBUINIBIH TiJTiH OKBITY 0apbICBIHAA TEXHOJIOTHSJIAPABI
CTYIEHTTEPiH BIHTACHIH aAPTTHIPY YIIiH Naifajany

AnHoTanus. by mMakanana skorapbl OUTiM Oepy/eri aFbUIIIBIH TUTIH OKBITYAa TEXHOJIOTHSIAPIbI
UHTErpalysiay 3eprreiacHemni. Jloctypii omicTepaiH THIMIUTITIHIH TOMEHICY SCEPiHEH CTYNCHTTEPIIH bIH-
TaChIH apTTHIPY KAKCTTLIIr 3¢PTTEY/IH HEr13T1 KO3FayIlbl KYII O0JbIN TaObLIaabl. 3ePTTEYIIH MaKCaThl —
uHTepakTHBTI Tardopmanapasl (Wordwall, LearningApps), redimudukanms MeH jkacaHbl UHTEIUICKT-
ke Herizgenred pecypctapabl (ChatGPt, Grammapp) xoHe ae HUMPIBIK KYpaaaapablH YHHUBEPCHUTET
CTYACHTTEPIHIH KbI3bIFYIIBUIBIFBIH, OCJICEHIUTIIH XKOHE OKY HOTHIKENEPIH jKaKcapTyAarbl peiH amry. by
3epTTey MHHOBAIMSJIBIK TEXHOJIOTHSIAP MEH JSCTYPIIi MEAaroruKajblK TOcUiiepal OipiKTipeTiH apanac
OKYTBI MOJICIIbJICpiHE Ha3ap aynapajasl. MaKalaHbIH FRUIBIMH KOHE TOHKIPHOECTIK MaHBI3ABUIBIFBI — TIIIK
OpTaHbl HAKTBUIAHIBIPATHIH, SPTYPJIi OKY CTHIIBAEPIH KOJJAWTBIH XKOHE BIHTHIMAKTACTHIK JaFAblIap/bl J1a-
MBITAaThIH THIMJIIK CTpaTerusuiappl xkacayna. 3eprrey ©.MapryiaH arbiHars! [1aBionap negjarorukaibik
YHUBEPCHUTETIHIH TOKIPUOEIIK JepeKTepine cylieHe oThIphIn, Ka3akcTan KOHTEKCTiHe OelimMienTeH Meana
TEXHOJIOTHSIIAP/Ibl KOJIAAHYIIBIH KEPriTiKTI MOJIENIH YChIHA/Ibl. 3epTTEYAiH FHUIBIMHU YJIECI — HHKITFO3UBTI
JKOHE BIHTAJIAHABIPATHIH O11iM Oepy OpPTaChIH KYpyFa SMIHPHKAJIBIK TICUIIEPre HET13/e/IIeH YChIHBICTapbl
a3ipuin KaHa KoiiMaii, Kasakcranna soHe ofaH ThIC MeMIIEKETTepe TULAIK OiiM Oepy/i *KaHapTyFa bIKIa
eTy. AJIBIHFaH HOTIIKeNlep CTYACHTTEP/IH ©3/IriHEeH KYMBIC XKacail any AeHreiliH kertepin, HUQPIbIK Ie-
JIATOTUKaHbI IaMBITyFa MYMKIHIIK Oepe/i. ¥ ChIHBUIFaH TOCUT HUQPIIBIK MMEAaroTHKaHbl JaMBITYFa, TUIIIK
KY3BIPETTLTIKTI TEpEHIETyTe api OLTiM Oepy camachlH KeTepyre MYMKIHAIK Oepei.

KinrTi ce3nep. Menna texHonorusiap, apaiac OKbITY, KacaH/bl HHTEIUIEKTKE HEri3lIeH pecyp-
CTap, CTyIEHTTEP/IiH BIHTACHI, CAaHJIBIK KYPaJlap, aFbUIIIBIH TiJTiH OKBITY.

ILE. Wepusizaanosa*!, Myassam Anu Xan Xarrak?

'TTaBnogapcKuii mearornueckuii yHUBEPCUTET MMEHH O. MapryJiaH,
[TaBnonap, Kazaxcran

2 Vuusepcuret Kyana-u-Aszam, Uciamaban, [Takucran

Hcnoab30BaHue TEXHOJIOTUM /151 OBBIMIEHMSI
MOTHUBAIlUU CTYACHTOB IMPU U3YYCHUHN AHIJIMICKOTO SI3bIKA

AHHOTanusl. B ycIoBUsX CTPEMHUTENBHOTO Pa3BUTHs LUPPOBBIX TEXHOJOTHH M TpaHCHOpMALUH
00pa3oBaTeNbHON Cpe/ibl BO3pacTaeT HEOOXOANMOCTh MOJICPHU3ALUH METOIOB IPENOaBaHusl HHOCTPaH-
HBIX SI3BIKOB, B YaCTHOCTH, aHIIMHACKOTO sI3bIKa, B BBICIIUX YueOHBIX 3aBEJCHUIX. B naHHOU crarhe pac-
CMaTpUBAETCS MHTErpalis MEAUHHBIX TEXHOJOTHH B ITPENOIaBaHNe aHIIMHCKOTO sI3bIKa KaK CPEZCTBO I10-
BBILICHHS] MOTHBAIIMHU CTYACHTOB M NPEOIOJICHUS OTPaHUYCHUH TpaJuIMOHHBIX MeToauK. Llenblo uccne-
JIOBaHUS sIBJISETCS aHann3 3()(GEKTUBHOCTH HCIONB30BaHUs IU(POBBIX PECYPCOB, BKIIOYAsk HHTEPAKTHB-
Hble wardopmsl (Wordwall, LearningApps), 2neMeHTbl rediMu(UKalg 1 HHTEIUIEKTYalIbHbIe HHCTPYMEH-
ThI Ha 0a3¢ UCKYCCTBEHHOTO MHTEIICKTa, Takue kak ChatGPT, Grammapp, B popMUpoBaHUU YCTONUNBOM
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MOTHUBAIIUHY, B Pa3BUTUH KOMMYHHKATHBHBIX HaBBIKOB M YJIYUIIIEHUH 00pa30BaTelIbHBIX PE3y/IbTaTOB CTY-
JICHTOB. B 1leHTpe BHUMaHUS — MOJAETH CMEIIaHHOTO O0y4eHHs, COUeTaloINe TPaIuI[OHHbIE ITe1aroru-
YeCKHe MOAXO/bl C MHHOBAIMOHHBIMU TEeXHONIOTHsIMU. [IpakTHyeckass 3HaYMMOCTh PabOThI 3aKIH0YAETCS
B pa3pabOTKe CTpaTeruy, aJanTHPOBAHHON K Ka3aXCTaHCKOMY KOHTEKCTY, Ha OCHOBE AMITUPUUECKHUX JaH-
HBIX, cOOpaHHBIX B [laBnogapckoMm nemarorndeckoM yHuBepcurere nMeHn ©. MaprynaH. [Ipeanaraemas
MOJIENb CIIOCOOCTBYET CO3/IaHHIO0 MHKITIO3UBHOM M MOTHBUPYIOLIEH SI3BIKOBOH CpeJIbl, YUUTHIBAIOIICH pa3-
HOOOpa3Hble CTUIM OOYYECHUS M CTUMYIUPYIOIIEH COTPYIHHYECTBO. Pe3ynbTaTel HCClIeIOBaHUS Halpas-
JICHBI Ha MOJIEPHH3ALIMIO SI3BIKOBOTO 00pa3oBaHus kKak B KazaxcraHe, Tak M B MEXKIyHapOIHOW MPaKTUKE.

KuaroueBrbie ci1oBa. Meua TeXHOIOTUH, CMELIaHHOE 00yUeHNUe, pecypchl, ynpasisiembie MU, moTu-
BallMsl CTYJICHTOB, IM(POBBIC HHCTPYMEHTBI, IPETO/IaBaHNe aHTIIMHCKOTO S3bIKa.
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