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TRENDS IN THE DEVELOPMENT OF DIGITAL EDUCATIONAL
PLATFORMS FOR LEARNING ENGLISH LANGUAGE

Annotation. This study explores the role of digital educational platforms for
students in the context of English language teaching in Kazakhstan. The research
investigates how digital tools contribute to the development of language skills such as
vocabulary, grammar, and pronunciation. Using a mixed-methods approach, including
surveys and interviews with teachers and students from secondary school Nel0 named
after A.Baityrsinov in Uralsk, the study reveals that interactive methods significantly
improve student motivation and engagement. As the theme of informatization of the
educational process is one of the most relevant and widely discussed. The use of digital
resources in English lessons is one of the successful modern pedagogical teaching
methods that allows increasing the understanding of language learning processes and
phenomena by increasing the visibility of the studied material using 3D models,
interactive illustrations, simulations of educational processes and performing
collaborative tasks and research projects at schools.

Keywords: competitive atmosphere, ICT, English language, competent teachers,
computer modeling, virtual classroom.

Introduction

Nowadays, the development of computer software and hardware opens up wide
opportunities for involving students in the learning process, design and testing. Modern
realities are such that the voluntary assimilation of any information by children of this
time occurs through gadgets. Therefore, the use of information and communication
technologies (ICT) in English lessons at university is one of the successful modern
pedagogical methods of teaching. In 2020, the world is faced with a serious
epidemiological situation that it affected all spheres of life. The field of education was
no exception. The inability to conduct face-to-face classes and attend schools to switch
to a distance learning format. And here the main role of an assistant, an intermediary
between a teacher and a student, was taken over by computer technology[1].

The use of digital tools are a means of activating students in learning English.
Interactive methods can optimize the educational process, enhance learning outcomes,
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and motivate students, especially by addressing modern educational quality standards.
[2]Research on ICT tools in teaching foreign languages in Kazakhstan draws on a range
of theoretical frameworks, local educational guidelines, and practical resources
developed by Kazakhstani educators and scholars. Key materials include works by local
authors such as N. D. Galskova, I. N. Vereshchagina, and T. Kunanbayeva, who have
made significant contributions to the field of language teaching methodologies in
Kazakhstan [4].

Practical activities, according to G.R. Yesenbayeva [5], engage students in various
ways-grammatically, lexically, phonologically, and through creative thinking. Digital
technologies promote group work, reduce language barriers, and encourage repeated
use of language structures, making learning more enjoyable and effective. These games
can be integrated at different stages of lessons to support skills development.
Unfortunately, we are currently seeing how commercially oriented ICTs lead to the
opposite process. The easy accessibility and ease of use of information and gaming
applications create the illusion for users that they are deeply advanced in
"programming” and have unlimited freedom in self-expression and the choice of certain
solutions. Therefore, young people spend a lot of time on completely useless
communication on social networks. It is possible to reverse this situation with the help
of the same digital learning tools , redirecting the uselessly wasted energy into a
creative channel by involving students themselves in the teaching process by
participating in the development of control and training systems [3].

Information and communication technologies are an extensive an area that
includes radio, television, as well as new digital technologies such as computers,
smartphones and the Internet. The latter is a potentially powerful tool for change and
reform in the field of education. When used correctly, various ICTs are designed to
expand access to education and improve the quality of education, turning teaching and
learning into an exciting, active process related to real life [3].

English is a complex discipline, it has many sections, each of which has its own
characteristics, the secrets of our life that seem inaccessible until you join the process of
learning them and understand how interesting and attractive this science is. When
submitting new material in English, constant demonstration support is required. Modern
students are not interested in simple pictures, they need to be constantly surprised.
Research shows that most English teachers still use traditional and outdated methods in
teaching English. Teachers convey the facts of English directly to students and
encourage rote memorization of actual knowledge for exams that cannot teach students
to solve complex educational problems [4].

According to the Center for the Sociology of Education of the Kazakhstan,
Kazakhstani teachers strive to use the capabilities of modern ICT: many teachers create
their own data banks on their subject (47%), according to teaching methods (39%), offer
homework that requires the use of computers (65%), and keep pedagogical diaries on
the Internet (23%).

The practice of working at school has shown that the use of ICT in the organization
of the English teaching process allows solving a number of tasks of different
orientation: increasing visibility, improving the effectiveness of the learning process,
developing creative abilities, stimulating learning motivation, developing cognitive
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interest, self-education and individualization of learning, identifying gaps in students'
knowledge [6].
Methodology Instruments

A questionnaire was developed to collect the relevant data. The main purpose of
the questionnaire was to define the students’ ability in using ICT tools during the
educational process. The questionnaire included two main themes relevant to the
application of ICT in foreign language education. The questions are formulated from
easier to difficult .To motivate students’ interest in learning, questions included all areas
of ICT development. In some questions students had to think creatively and search for
other information sources. The questionnaire used a five-point scale extending from 5
(very high or strongly agree) to 1 (very low or strongly disagree). The verbal
explanation was used to show the results of questionnaire.

Research questions

Here are three research questions that guide this study as follows:

1. What functions do ICT tools serve in the teaching of a foreign language, as
applied by English teachers?

2. What are the pluses and minuses of using digital tools in foreign language
instruction from the perspective of English teachers?

3. How do students perceive the effectiveness of Information communication
technology in their English language learning experience?

Participants

The participants in this study will include a diverse group of English teachers
and students from Secondary school number 10 named after A.Baityrsynov, city of
Uralsk in Kazakhstan. The teacher participants will consist of approximately 20 English
language educators with varying levels of experience, ranging from novice to seasoned
professionals, ensuring a comprehensive understanding of the pedagogical approaches
used in teaching English through didactic games. On the student side, around 20
learners aged 12 to 17 will be surveyed to gather insights into their experiences and
perceptions of using ICT tools in their English language learning. The inclusion of both
teachers and students will enable a holistic examination of the impact and effectiveness
of ICT in foreign language instruction.
Research results

The study aimed to explore the role of didactic games in enhancing foreign
language learning, focusing on their contributions to developing language skills such as
vocabulary, grammar, pronunciation, and overall communicative competence. Through
a mixed-methods approach, involving both quantitative and qualitative data collection,
the research provided insights into the pedagogical effectiveness of didactic games in
real-classroom settings.

Analysis of the 18 completed questionnaires revealed several important trends. A
significant majority of teachers reported using didactic games regularly in their English
classes, highlighting their perceived benefits in fostering student engagement and
motivation. Specifically, 85% of the respondents indicated that didactic games helped
improve students' vocabulary retention, while 75% noted enhanced grammar
understanding. These findings resonate with the work of Kazakhstani scholars [12], who
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emphasize that game-based learning can significantly enhance vocabulary acquisition
among language learners. Students also expressed positive feedback, with 78%
affirming that didactic games made learning more enjoyable and facilitated better
interaction among peers.

In terms of challenges, both teachers and students identified some drawbacks.
Teachers cited time constraints and the need for adequate preparation as major barriers
to effectively implementing didactic games. Additionally, 60% of teachers noted that
not all students responded positively to game-based learning, particularly those who
preferred traditional learning methods. This finding aligns with the concerns raised by
Aitbayeva M. [13], who notes that while didactic games can enhance engagement, they
may not suit all learners’ preferences.

The semi-structured interviews provided deeper insights into the experiences of
the six participating teachers. They articulated a range of perspectives on the advantages
and disadvantages of using didactic games in language instruction. Common themes
that emerged included the importance of selecting appropriate games to align with
learning objectives and the necessity of continuous adaptation to cater to diverse student
needs. Several teachers also shared specific examples of effective games, such as
vocabulary bingo and role-playing activities, which they found particularly beneficial
for enhancing communication skills. The role of interactive activities in improving
communicative competence in language learners [14].

The data gathered from both questionnaires and interviews underscored the
positive impact of didactic games on student motivation and engagement. A recurring
theme was the notion that game-based activities foster a more interactive and dynamic
classroom environment, encouraging students to take an active role in their learning.
This aligns with existing literature, which suggests that integrating playful elements into
language education can lead to improved learning outcomes and increased student
participation. Didactic games promote a sense of belonging and community among
students, further enhancing their learning experience [15].

Overall, the findings of this study contribute to the growing body of evidence
supporting the integration of didactic games in foreign language instruction. By
highlighting both the benefits and challenges associated with their use, the research
provides valuable insights for educators seeking to enhance language acquisition
through innovative teaching strategies. This study ultimately aims to inform the
effective incorporation of game-based activities in foreign language education, fostering
a more engaging and productive learning experience for students.

Discussion

Research Question 1: What functions do digital tools serve in the teaching of a
foreign language, as utilized by English teachers?

Digital tools serve multiple functions in the foreign language classroom, primarily
acting as tools for enhancing engagement, promoting active learning, and facilitating
language practice. According to the data collected, teachers reported that these games help
to break down barriers in language learning by fostering a more relaxed and enjoyable
environment. The interactive nature of ICT tools encourages students to participate
actively, allowing for real-time application of language skills in a fun context. Didactic
games can function as scaffolding tools, providing students with opportunities to practice
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vocabulary and grammar in a low-stress setting [12]. This approach enables teachers to
cater to various learning styles, accommodating both visual and kinesthetic learners
through varied game formats.

Research Question 2. What are the advantages and disadvantages of using digital
tools in foreign language instruction from the perspective of English teachers?

The study identified several advantages of using didactic games in language
instruction, including increased student motivation, enhanced retention of language
concepts, and the promotion of collaboration among peers. Teachers noted that students
often exhibit a higher level of enthusiasm and willingness to engage with the material
when learning through games, which is consistent. Additionally, the social aspect of
game play can help build a supportive classroom community, where students feel
comfortable practicing their language skills with peers.

However, the findings also revealed significant disadvantages. Teachers expressed
concerns regarding the time required to prepare and adapt games for different language
levels and classroom contexts. Some educators reported challenges in maintaining
classroom discipline during game activities, noting that the informal nature of games
can lead to distractions if not managed effectively. Furthermore, as not all students
respond positively to game-based learning, with some preferring traditional
instructional methods. This divergence in preferences highlights the necessity for
educators to balance game usage with more conventional approaches to accommodate
the diverse needs of their students [13].

Research Question 3: How do students perceive the effectiveness of digital
games in their English language learning experience?

Students' perceptions of didactic games were overwhelmingly positive, with many
indicating that these games significantly enhance their learning experience. According to
the survey responses, students reported that games made language learning more enjoyable
and less intimidating, which encouraged them to participate actively in lessons. Many
students mentioned that engaging in ICT activitis helped them to better understand and
remember vocabulary and grammar concepts. The enjoyment factor also correlated with
increased motivation to practice English outside the classroom [15].

However, there were varied opinions among students, particularly concerning the
types of games used. Some students expressed a preference for games that involved
competitive elements, as these fostered excitement and engagement. Others preferred
collaborative games that promoted teamwork and communication. These differing
preferences underscore the importance of teachers being mindful of student diversity when
selecting didactic games. Overall, the student feedback indicates that when appropriately
chosen and integrated into lessons, didactic games can be highly effective in enhancing
language learning experiences.

Conclusion
In summary, digital tools I serve oessential functions in foreign language teaching,
offering numerous advantages while also presenting some challenges. The findings of
this study indicate that didactic games not only enhance student engagement but also
contribute to a more dynamic and interactive learning environment. Teachers observed
that these games facilitate language acquisition by encouraging students to practice
vocabulary, grammar, and pronunciation in enjoyable and meaningful contexts. The
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ability of games to promote active learning aligns with contemporary pedagogical
theories that advocate for student-centered approaches, which emphasize the importance
of student involvement in the learning process.

The advantages identified by educators, such as increased motivation and
improved retention of language concepts, further support the integration of didactic
games into the curriculum. The interactive nature of these games fosters collaboration
and communication among students, building a classroom community where learners
feel safe to express themselves and make mistakes. Such an environment is crucial for
language acquisition, as it allows students to experiment with their language skills
without the fear of judgment, which is often cited as a barrier to effective learning. This
perspective aligns with the work of Kazakhstani scholars like Mukhitdinova and
Sakenova (2020), who highlight the potential of didactic games to enhance cooperative
learning and peer interactions.

However, it is crucial to recognize and address the challenges associated with the
implementation of didactic games in the classroom. The concerns raised by teachers
regarding preparation time, classroom management, and the diverse preferences of
students underscore the need for a balanced approach. Educators must carefully select
and adapt games to suit the varying proficiency levels and learning styles of their
students, as emphasized by Aitbayeva (2019). Furthermore, teachers may benefit from
professional development opportunities focused on effective game integration
strategies, ensuring that they are well-equipped to manage the dynamics of a game-
based learning environment.

Moreover, the varied perceptions among students regarding different types of
games highlight the importance of student agency in the learning process. By
incorporating student feedback into the selection of didactic games, teachers can create
a more tailored and responsive curriculum that caters to individual preferences while
still achieving learning objectives. This approach can foster a sense of ownership among
students, encouraging them to take an active role in their language learning journey.

In conclusion, the positive perceptions of students indicate that when
appropriately chosen and integrated into lessons, digital tools can be highly effective in
enhancing language learning experiences. The empirical evidence gathered in this study
provides a strong case for the continued exploration and implementation of didactic
games in foreign language education. By leveraging the strengths of game-based
learning while addressing its challenges, educators can enhance the effectiveness of
their teaching practices, ultimately leading to improved language acquisition outcomes
for students. As foreign language education continues to evolve, the insights gained
from this study will contribute to a more nuanced understanding of how didactic games
can play a pivotal role in shaping effective language learning experiences in Kazakhstan
and beyond. Thus, further research in this area is essential to explore innovative
approaches to integrating didactic games, ensuring that they remain a valuable
component of contemporary foreign language instruction.
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Kucmerosa I'.H., Ypacaesa ’K.E., Hypraiuesa E.M.
TEHAEHINU PAZBUTUA HUDPPOBbBIX OBPA30OBATEJIBHbBIX
MJIAT®OPM I U3YYEHUA AHT JIMACKOT O SI3bIKA

AHHoOTauMsA. B [aHHOM HCCIIEIOBaHUHM pPACCMATPUBACTCA POJIb LU(POBBIX
o0pa3oBaTeNbHBIX IIATHOPM Ul CTYAECHTOB B KOHTEKCTE MPENOo aBaHUs aHTIUICKOTO
sa3pika B Kaszaxcrame. B wuccnenoBanum wm3yuaercs, Kak LHU(POBBIE HHCTPYMEHTHI
CIOCOOCTBYIOT Pa3BUTHIO S3BIKOBBIX HAaBBIKOB, TaKMX KaK JICKCHMKA, TpaMMaTuKa WU
npousHolieHue. lcnonb3ys CMEIIaHHBIA METOJ, BKIKOYAIOIIUN AHKETUPOBAHUE U
MHTEPBBIO C YUUTEISAMHU U yyanumucs cpeaaeit mkoisl Ne 10 umenn A. BaiiteipcuHoBa
ropoga YpaibCKa, HCCICNOBAHUE IIOKA3bIBACT, YTO WHTEPAKTUBHBIE METOJbI
3HAQYUTEIIBHO IOBBIIIAIOT MOTUBALMIO M BOBJICYECHHOCTH ydamuxcs. Ilockonbky Tema
uHpopMaTU3auu 00pa3oBaTENBHOIO MpoIecca SABISIETCS OJHONW U3 CAMBIX aKTyaJIbHBIX
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U [HUPOKO oOCyxknaeMbix. Mcrmonb3oBaHue UHU(POBBIX pPEeCcypcoB Ha ypokax
AHTJIMICKOTO S3bIKa SIBJISIETCS. OJJHUM M3 YCHEIIHBIX COBPEMEHHBIX MEJaroruyeckux
METOJIOB OOYYEHHs], MO3BOJIAIOMIUX PACHIUPUTH TMOHUMAaHHUE TPOIECCOB M SBICHUI
M3y4YeHUsl SI3bIKa 3a CYET TOBBIMICHUS HArJAJIHOCTH UW3Yy4aeMoro Marepuana cC
ucroib3oBanneM  3D-monenei, WHTEPAKTUBHBIX  HMJUIFOCTPALUH, CUMYJISILUNA
o0pa3oBaTENbHBIX  MPOIECCOB W BBIOJHEHUS  COBMECTHBIX  3aJaHUil U
HCCIIEIOBATENBCKUX ITPOEKTOB B IKOJIE.

KawueBble cioBa: armocdepa koukypeHuuu; WKT; aHrioumiickuii s3bIK;
KOMIIETEHTHbBIE YUUTENS; KOMIIBIOTEPHOE MOJICIMPOBAHNE; BUPTYAJIbHBIN KJ1acC.

KucmeroBa I'. H., Ypacaesa /K. E., Hypranuesa E.M.
AFBLIIIBIH TIJIIH YAPEHYTE APHAJIFAH [IU®PJIBIK BLJIIM BEPY
IVIAT®OPMAJUIAPBIHBIH IAMY TEHAEHIUAJIAPBI
AnHotanms. byn 3eprreyne KasakcTanna arpUIIBIH TUTIH OKBITY KOHTEKCTIHIE
CTyIEHTTEepre apHairaH LUOpPAbIK OutiM  Oepy  miuardopManapblHBIH — pedi
KapacThIpbLIaabl. 3epTTey UU(pIIbIK KypaigapAblH JEKCUKa, TpaMMaTHKa JKOHE alThLTy
CHSIKTHI TUIIIK JAaFIbLIap/Ibl JaMBITYFa KaJlall bIKIAN eTeTiHiH 3epTTeiai. Opan Kagachkl
A. baiiteipcunoB ateiHaarsl Ne 10 opra MekTeOiHIH MyFaigiMaepi MEH OKYIIbLJIapblHA
cayallHamMa MEH CyxOaTTbl KaMTUTBIH apajac oMAICTI MaijganaHa OTBIPBII, 3EpTTey
WHTEPAKTUBTI OJICTep OKYIIBLIAPABIH BIHTACKI MEH OCNCEHAUIITIH alTapibIKTai
apTTHIPATBIHBIH KepceTei. biniMm 6epy mpolecin aknapaTTaHIbIpy TaKbIPbIObI €H ©3€KT1
KOHE KCHIHEH TaJKbUIAHATHIH TaKbIPBINTAPABIH Oipi OONFaHABIKTAH. AFBUINIBIH TiTi
cabakTapelHIa LUQPIBIK pecypcrapisl maiganany 3D MopenblepiH, WHTEPaKTHBTI
WILTIOCTpalMsIaps!, OutiM Oepy MpoLecTepiH MOJEIbACY Il )KOHE MEKTeNTe OipiiecKeH
TarichIpMaap MEH FBUIBIMHU jK00ajapAbl OPBIHIAY apKbUIbI 3€PTTENETIH MaTEpUaJIbIH
KOPHEKUIITH apTTHIPY apKbUIbI TUIAI YHPEHY IpolecTepi MeH KYObUIBICTAphIH TYCIHYI1
KEHEHTyre MYMKIHIIK O€peTiH OKBITYIbIH TaObICThl 3aMaHayd IMeAarorHKalbIK
omicrepiniy Oipi OOIBIT TAOBLIAIBL.
Kinar ce3mep: OocekenecTik arMocdepachl, akT, aFbUINIBIH TUT; OUTIKTI
MYFaJliM/Iep; KOMITBIOTEPIIIK MOJIENBACY; BUPTYaJ bl CHIHBIIL
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