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PRACTICAL ASPECTS OF USING DIGITAL PLATFORMS FOR
INCLUSIVE ENGLISH LANGUAGE TEACHING

Annotation. The rapid adoption of digital technologies in education has
fundamentally changed the way inclusive English language teaching is taking place both
physically and cognitively, providing new pedagogical possibilities for learners with
different learning needs and abilities. This study sets out to explore the practical side of
the use of digital platforms to promote increased accessibility, engagement, and language
development in inclusive classrooms. For the study, a mixed-methods approach was used
which included observing classrooms, interviewing teachers and analyzing the feedback
of students to determine the pedagogical effects of using digital platforms, such as Google
Classroom, Moodle, Kahoot, and Zoom.

Findings from the study suggest that digital platforms contribute to differentiated
instruction, enhance learner motivation and engagement, as well as promote collaboration
between teachers and students. Learners in classrooms where interactive tools, gamified
activities, and more personalized learning options were implemented were able to
experience a flexible, learner-centered environment that helped them meet their
educational needs. In addition, the accessibility features incorporated into the digital
platforms where text-to-speech support, subtitles and visual supports, provided
opportunities for students with physical and cognitive difficulties to participate in a way
that did not make them feel different to their peers.

The findings also highlight how teachers' digital literacy, methodological
proficiency, and capacity to create pedagogically sound lessons that combine online and
offline interaction are essential for the successful integration of digital technologies in
inclusive English language instruction. Practical suggestions are made for maximizing
the use of educational platforms in light of the study's findings in order to guarantee fair
participation, long-term motivation, and uniform language development for every
student. These results support the larger objective of creating an innovative, inclusive,
and accessible learning environment while also advancing inclusive digital pedagogy.

Keywords: inclusive education; digital platforms; English language teaching;
blended learning; accessibility; online learning tools; Moodle; Zoom; Kahoot; Google
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Classroom; differentiated instruction; student engagement; teacher training; adaptive
learning; inclusive pedagogy.

Introduction

The rapid digitalization of education is one of the more important global
phenomena of the 21st century, helping to determine the quality, accessibility, and equity
of learning experiences across the globe. Digital technologies are no longer simply
pictorial representations of efficiency or convenience; they are now seen as potent means
of ensuring equitable access to and participation in educational opportunities. In regards
to English as a Foreign Language (EFL), digital platforms have transformed traditional
forms of instruction by engendering flexible, adaptive, and interactive environments in
ways that cater to the needs of varied learners [1, p.45].

Inclusive education, by definition, tries to create circumstances in which all
learners, regardless of physical, cognitive, linguistic, or socio-economic differences, can
engage and participate in the educational process in a meaningful way. To do this will
require a combination of pedagogical flexibility and technological infrastructures that
facilitate differentiation, feedback, and collaborative processes. If integrated properly,
digital platforms can provide multimodal materials, accessible communication channels,
and feedback respectively based on the speed and needs of learners' individual
differentiated learning abilities [2, p.63].

In Kazakhstan, the topic of digital inclusion in education has become increasingly
relevant in the context of national modernization efforts and the implementation of the
State Program for the Development of Education and Science (2020-2025). Kazakh
researchers such as A. Yeskendirova, G. Abildina, and Zh. Kairzhanova emphasize that
inclusive education should not be viewed solely as the inclusion of students with special
needs, but as a broader pedagogical paradigm that ensures active engagement for all
learners through the integration of modern technologies [2, 63 c.]. S. Mukasheva notes
that digital competence of teachers directly affects the success of inclusive teaching since
it allows educators to personalize learning, diversify assessment forms, and maintain
motivation among heterogeneous student groups [3, 51 c.].

At the same time, challenges remain. Many teachers in Kazakhstan and beyond
lack systematic training in inclusive digital pedagogy. The absence of methodological
support and technical infrastructure limits the effective use of platforms such as Moodle,
Zoom, and Google Classroom. This gap highlights the need for research that focuses not
only on theoretical justifications but also on practical strategies and technological
solutions for inclusive EFL instruction.

Russian scholars, including E. V. Polat, N. V. Bordovskaya, and A. A. Kuznetsov,
have explored how digital technologies expand the methodological toolkit of teachers and
help achieve learner-centered approaches in diverse classrooms [4, 87 c.]. They argue that
the integration of interactive platforms facilitates immediate feedback, peer collaboration,
and flexible assessment. Furthermore, Russian pedagogical studies stress the social role
of digital education - fostering communication, empathy, and collective learning in
heterogeneous groups [5, 115 c.].
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Foreign researchers contribute significantly to the development of this field. For
example, J. C. Richards identifies digital technology as a transformative force that
redefines language learning environments, enabling autonomy and reflection among
students [6, 102 c.]. H. Wang considers digital inclusion as a prerequisite for equitable
education, emphasizing that access to technology must be combined with pedagogical
innovation to achieve meaningful inclusion. Meanwhile, R. Anderson highlights that
adaptive digital systems-such as gamified tasks and Al-based feedback-have proven
effective in increasing engagement and self-efficacy in language acquisition [6, 102 c.].

Thus, the convergence of these studies demonstrates that the use of digital
platforms in inclusive English language teaching is not merely a technical enhancement
but a pedagogical transformation. It redefines the roles of teachers and students, shifting
the focus from content transmission to interaction, collaboration, and personal
development. Despite these advancements, the question of how digital tools can be
optimally applied in real inclusive settings remains open, particularly in multilingual
contexts such as Kazakhstan.

The purpose of the present research is to analyze the practical aspects of
integrating digital platforms into inclusive English language teaching, focusing on their
pedagogical, methodological, and technological dimensions. The study aims to determine
how these tools contribute to accessibility, student engagement, and academic
achievement. The central hypothesis is that a systematic, pedagogically grounded, and
context-sensitive integration of digital technologies will lead to improved inclusivity,
learner motivation, and collaboration among diverse groups of students [7, 53 c.].

The significance of this study lies in its contribution to the theoretical and practical
development of inclusive digital pedagogy. The findings are expected to help teachers
and educational policymakers design more effective instructional frameworks that
combine traditional teaching principles with the affordances of digital environments.
Moreover, the study provides methodological recommendations for enhancing teacher
training programs in Kazakhstan to ensure that digital literacy and inclusivity become
integral components of professional competence.

By bridging the gap between theory and practice, this research seeks to advance
both the scientific understanding and practical application of digital tools in inclusive
English language teaching, aligning with global trends toward equality, accessibility, and
innovation in education.

Methods and Materials

The research took place as an applied pedagogical intervention to determine the
functional applicability of digital platforms in English inclusive education. This study
was done during the 2024-2025 academic year at the Regional Complex "Boarding
School-College" School for Children with Intellectual Disabilities of the Department of
Education of the Akimat of the West Kazakhstan Region."

The participants of the study included 50 students from Grades 4 and 5. The
sample was divided into 10 groups: five Grade 4 groups and five Grade 5 groups, each
group consisting of 8-10 students. Students with mild intellectual disabilities and those
who have general learning difficulties were placed in integrated mixed ability groups. The
selection of study participants, of course, reflected the true realities of the inclusive
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education experiment and included a number of groups with purposively selected
students.
Research Methods

In order to achieve the objectives of this study, a combination of complementary
research methods was employed. Each method was chosen with the aim of obtaining both
quantitative and qualitative data that could provide a holistic understanding of how digital
platforms influence the inclusivity and effectiveness of English language teaching.

1. The method of observation. Using digital platforms like Google Classroom,
Kahoot, and LearningApps, students' behavior, engagement, and interaction were
observed in a systematic manner during the experimental period. The observations
centered on the responses of students with varying learning capacities to interactive,
visual, and auditory materials. Instructors kept track of responses, participation rates, and
examples of peer cooperation. By using this approach, the researchers were able to
pinpoint particular patterns of behavior and ascertain whether or not digital tools helped
students become more motivated and communicate more effectively.

2. A questionnaire and survey. Questionnaires were distributed before and after
the experiment to get direct input from the students. Motivation, accessibility, usability,
and the emotional impact of digital lessons were all covered in the survey. Students'
attitudes and self-evaluations of their educational experience were recorded using both
closed-ended and open-ended questions. The answers made it easier to assess how the use
of digital tools affected students' confidence and motivation. To learn more about their
opinions on digital inclusivity and the real-world difficulties they faced throughout the
experiment, teachers were also polled.

3. An educational trial. The study's main focus was a pedagogical experiment
intended to gauge how well digital platforms can help students with intellectual
disabilities learn English. The study was divided into three phases: (1) pre-test, which
evaluated students' prior knowledge and involvement; (2) intervention, which involved
incorporating specific digital resources into English classes for eight weeks; and (3) post-
test, which assessed students' growth in vocabulary, comprehension, and involvement.
The researchers were able to identify quantifiable improvements in classroom inclusion
and student achievement by comparing the outcomes before and after the intervention.

4. Analysis of statistics. Statistical techniques were used to process quantitative
data obtained from tests and questionnaires. Student performance was compared before
and after the experiment using descriptive statistics, such as mean scores, percentages,
and standard deviations. Relationships between increases in motivation and learning
outcomes and the frequency of using digital tools were found with the aid of correlation
analysis. It was feasible to present unbiased proof of the educational value of digital
platforms in inclusive classrooms through the application of statistical methods.

5. Analysis that is qualitative. Teachers' reflections, observation notes, and open-
ended questionnaire answers were interpreted using qualitative analysis to supplement
the numerical data. Recurring themes like self-expression, accessibility, engagement, and
communication patterns were found using thematic coding. Deeper understanding of how
digital tools impact classroom dynamics and student emotions was made possible by this
approach. Practical elements that cannot be adequately conveyed by statistics alone, such
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as time management, technological difficulties, and emotional support, were also
disclosed in teachers' reflective journals.
All things considered, the integration of these research techniques allowed for the
acquisition of a thorough and multifaceted image of how digital platforms can facilitate
inclusive English language instruction. By combining quantitative and qualitative
methods, the study's results were guaranteed to be reliable and valid, offering a solid
empirical foundation for future pedagogical suggestions.

We divided the research procedure into a series of stages, one after the other, to
allow for systematic and reliable data collection. The complete experimental procedure
took place for two academic months (approximately eight weeks) at the Regional
Complex "Boarding School-College" School for Children with Intellectual Disabilities of
the Department of Education of the Akimat of the West Kazakhstan Region." The
experiment was organized around 50 students from 4th and 5th grade, who were split into
ten inclusive groups.

The research project was structured in three main stages, each with its objectives
and activities. Teachers and researchers collaborated to plan how to incorporate digital
platforms into English language instruction at the start of the study. With an emphasis on
inclusivity and accessibility in digital learning, a methodological guide was created. With
an emphasis on differentiated instruction and interactive resources appropriate for
students with intellectual disabilities, teachers received training on how to use educational
platforms like Google Classroom, Kahoot, and LearningApps. To ascertain the students'
starting level of digital familiarity and English proficiency, a diagnostic evaluation (pre-
test) was also administered. To create a baseline for comparison, motivation
questionnaires and observational checklists were given out [8, 45 c.].

During the second stage, the experimental teaching began and lasted for eight
weeks. Each group participated in two English lessons per week that included digital
components.

- Google Classroom was used for distributing assignments, vocabulary exercises,
and short reading tasks;

- Kahoot provided interactive quizzes to test comprehension and maintain
motivation through game-based learning;

- LearningApps allowed for individualized practice in grammar and word
recognition.

Teachers incorporated visual aids, audio recordings, and short videos to enhance
understanding for students with limited cognitive skills. Researchers observed lessons,
noting how students interacted with digital content, how quickly they responded, and how
confident they were when working online. Each week, progress was monitored through
short quizzes and teacher observations [9, 63 c.].

Throughout the implementation process, teachers kept reflective journals
describing classroom dynamics, students’ reactions, and any technical or pedagogical
challenges they faced. These qualitative notes later helped interpret the numerical data
more accurately.

At the conclusion of the investigation, the students participated in a post-test that
was similar in structure to the initial diagnostic test. The post-test addressed vocabulary
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Learning, sentence construction, and listening comprehension. Questions that measured
motivation and engagement were also re-introduced to identify any change in students’
attitudes toward the digital lessons.

Comparative data between the results on the pre- and post-tests indicated a
positive learning effect of digital learning. Several students exhibited increased attention,
rapid vocabulary retrieval, and a heightened interest in their English tasks. Teachers also
reported that students who were less engaged and more passive in class were heightened
in both engagement and communication [3, 51 c.].

In order to check for reliability of the conclusions drawn from the data, all data
collected were coded in preparation for statical analysis of the descriptive and
correlational data. Data from the observation logs were evaluated qualitatively as
behavioral typologies, emotional response, and teaching strategies contributing to
success.

The overall process was planned to foster the real, inclusive learning environment
where digital technologies complemented cognitive growth and emotional engagement.
Organizing the work into the stages of planning and preparation, implementation and
evaluation offered clear methodological alignment and therefore, more reliable
pedagogical conclusions .

Results and Discussion

The pedagogical experiment's findings show that incorporating digital platforms
into inclusive English language instruction has improved student motivation,
engagement, and academic performance in a positive and quantifiable way. Diagnostic
pre- and post-tests, as well as surveys gauging motivation and accessibility perception,
provided quantitative data. Classroom observation notes and teachers' reflective journals
were the sources of qualitative data.

Quantitative Outcomes

According to the pre-test results, many students started the experiment with low
motivation, trouble focusing, and a limited vocabulary in English. Students' performance
and participation rates significantly improved after eight weeks of using digital tools.

Table 1 — Comparative results of students’ English achievement before and after
digital tool integration (n = 50)

Indicator Before After Experiment | Improvement
Experiment (%) (%) (%)

Vocabulary 46 78 +32

comprehension

Listening comprehension | 41 74 +33

Speaking confidence 38 70 +32

Motivation and | 50 82 +32

engagement

Active participation in | 44 80 +36

group tasks
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As shown in Table 1, all key indicators increased by an average of 32-36%. The
greatest improvement was observed in motivation and active participation, suggesting
that interactive, visual, and game-based tasks significantly enhanced learners’ attention
and enjoyment.
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Figure 1 — Change in Students’ Learning Outcomes Before and After Digital
Platform Integration

The findings shown in Figure 1 unequivocally demonstrate the beneficial
pedagogical effects of incorporating digital platforms into inclusive English language
instruction. Constructivist learning theory (Piaget, 1970; Vygotsky, 1978) holds that
interaction and active participation are essential to the creation of knowledge. A dynamic
learning environment that encouraged participation and self-expression among students
with varying learning abilities was produced through the use of interactive tools like
Kahoot, Google Classroom, and LearningApps.

According to digital pedagogy (Polat, 2018; Richards, 2021), digital environments
support differentiated instruction and learner autonomy by offering multimodal content-
visual, auditory, and kinesthetic stimuli-that align with each learner's unique cognitive
style.

In this study, such approaches proved particularly effective for students with
intellectual disabilities, as visual cues and immediate feedback supported their
comprehension and retention.

A post-test with a format identical to the pre-test was given at the end of the
course. The results of the pre- and post-test were then compared as a measure of
improvement in both lexical and grammatical knowledge. The statistical analyses were
performed using SPSS Software (Version 27). Measures of descriptive statistics, such as
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mean scores, percentage improvement, and standard deviation were assessed to determine
the general pattern of improvement among students in the different groups. A paired-
sample t-test was employed as a method to check if the gain was statistically significant
(p < .05).

Along with the quantitative data, qualitative responses were analyzed
thematically. The students’ reflections were coded into reoccurring categories such as,
“understanding grammar through examples,” “learning from errors,” and “motivation to
use English by themselves,” which conveyed a more positive, confident attitude toward
the study of English when utilizing the neural-network resource in the writing process, as
well as the technical aspects of language being improved by the use of the NN resource.

The qualitative data from classroom observations and teacher interviews
identified several important trends that directly demonstrate the influence of digital
platforms on students' emotional involvement, communication, and inclusion in the
learning process.

1. Increases in motivation and interest: Throughout the study students showed a
clearly higher level of engagement and energy for digital-based lessons, most especially
during Kahoot and LearningApps activities. Thus, the use of technology helped to
reframe the learning process into a playful engaging activity which helped to alleviate the
fear of failure and anxiety in the classroom. The gamification of the lessons aided in
student's active participation, positive emotions, curiosity and a sense of accomplishment
from each task.

2. Improving communication and social interaction: Collaborative tasks
conducted through technology significantly improved students' levels of communication.
Team-based assignments required students to discuss their answers, support one another,
and celebrate success as a group. Students who were typically passive or unsure started
to leader (volunteer), and this ultimately gave them the confidence to start speaking.
When visual elements were added to the task, peer support also helped lower-achieving
students feel they belonged and were valued as group members.

3. Improved the teacher-student interaction: Teachers commented that digital tools
created a new dynamic in communication with students. Timing feedback on interactive
quizzes and class assignments means the teachers can get instant information about
learning progress, and adjust tasks to meet students' individual needs. Instant
communication created a more reactive and supportive classroom atmosphere. Students
felt recognized and supported in their learning journey, which helped establish trust and
collaboration between teacher and learner.

4. Increased accessibility and inclusion: Digital platforms were particularly
advantageous for students with intellectual disabilities as they allowed them to learn at
their own pace. The use of visual instructions, sound prompts, and a simple interface
facilitated understanding and memory. These accessibility features eliminated cognitive
load and increased self-direction. As a result, all students, regardless of ability, were able
to engage actively in the lesson, which is central to inclusive education.

In sum, qualitative evidence corroborated digital technology as a means of
supporting not only cognitive development but also emotional and social development.
By addressing motivational, communicational and accessibility factors, the experiment
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demonstrated how inclusive digital environments can change educational experiences for
all learners.

Discussion

The results of this research clearly indicate that a deliberate approach to
integrating digital platforms into inclusive English language instruction results in
positive, observable academic and socio-emotional outcomes for students. These results,
along with other studies, provide further evidence to support that technology can assist
with learner motivation and engagement and accessibility to learning. The research
discussed here provides further evidence, in the context of inclusive education in
Kazakhstan, for students with intellectual disabilities.

An important finding of this research was how digital tools convert the learning
environment to be interactive and student-centered. In traditional classrooms, learners
with cognitive difficulties can be passive, as there may be stigma associated with incorrect
responses, or they may become frustrated because a communication barrier prevents them
from responding to questions. However, the learners are notably less afraid of failure
when the lessons were structured using digital platforms Kahoot and LearningApps, and
significantly more verbal in each of the contexts. Hence, the game-based structure of
lessons increased involvement without pressure in accordance with Vygotsky’s
sociocultural theory, which states that social constructs, along with emotional safety, are
essential for cognitive development.

The research also affirms the principles of constructivist learning theory which
suggests that knowledge is constructed, not delivered, through meaningful experiences.
Digital platforms allow learners to negotiate understanding through multimodal materials
such as text, sound, images, and animation that support their individual learning styles.
These resources create an inclusive environment that exemplifies Richards’s (2021) and
Wang’s (2020) concept of “adaptative digital pedagogy,” where technology acts as a
medium and bridge to communication among learners of varied capabilities[9, c34].

Another key point of discussion concerns the role of the teacher in digital
inclusion. Technology may afford opportunities for engagement, but the teacher's digital
competence and pedagogical agility dictate if these opportunities actually create inclusion
features. Educators within this study learned to adjust the complexity of content, the
visual load, and the frequency of feedback, based on students' individual needs. This is
reflected in Abildina's (2020) and Mukasheva's (2019) notions of inclusive pedagogy
which describes the teacher's role in facilitating, supporting, and guiding [3, 51 c.].

The outcomes indicate technology can realize inclusivity while providing multiple
means with represent, engagement, and expression, which is a fundamental premise of
Universal Design for Learning (UDL). Students who had difficulty completing text-based
activities were able to demonstrate their understanding using visual matching, voice
recording, and interactive quizzes. This opportunities for flexibility began to level
participation in the classroom and affirmed that the concept of inclusive learning is not
about lessening learning tasks, but about providing options and opportunities [4, 87 c.].

Most importantly, the emotional aspect of learning must be considered as well.
Observation data and teacher reflections indicated that students were happier, less
anxious, and more socially engaged while participating in the digital artifact lessons. The
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gamified engagement was a source of decreased anxiety and collectively built
community; being part of a community is generally considered a basic tenant of long-
term learning, according to Polat (2018). In inclusive classrooms, a psychological need
for belonging can provide a powerful impetus for students' social engagement and
academic success.

In summary, the discussion highlights that the effectiveness of digital platforms
in inclusive English language teaching stems from three interconnected factors:

1. Pedagogical design — thoughtful planning of digital lessons tailored to learners’
cognitive and emotional needs;

2. Teacher competence — professional preparedness and flexibility in using
technology adaptively;

3. Learning environment — emotional safety, accessibility, and peer collaboration.

When these elements work together, digital platforms become not just technical
tools but genuine instruments of inclusion, empowering every student to learn,
communicate, and succeed. The outcomes of this study reinforce the view that inclusive
digital pedagogy should be at the core of future educational strategies in Kazakhstan and
beyond.

Conclusion

The use of gamified activities, visual and auditory materials, as well as interactive
tools, provided both flexibility and individualization in the learning process. These
solutions not only fostered greater engagement among all participants, but also
significantly reduced anxiety and social isolation among students with intellectual
disabilities.

Survey results and analysis of teacher reflections revealed that educators noted an
increased capacity for differentiation, prompt feedback, and emotional support for
learners owing to digital resources. Group work, student autonomy, and confidence all
improved substantially.

The experiment confirmed that the successful integration of digital platforms into
inclusive education is unattainable without a high level of teachers’ digital literacy, strong
methodological competence, and an emotionally supportive classroom atmosphere. In
Kazakhstan, systematic efforts aimed at improving teachers' digital and inclusive skills
are being implemented through national educational programs and professional
development initiatives, thus ensuring the sustainable advancement of inclusive education
in the country.

Thus, digital educational platforms serve as an effective tool for the modernization
of inclusive language education, create a flexible, open, and accessible environment, and
facilitate the professional development of teachers and the full realization of each
student’s learning potential.
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Kucmeroa I'asiust , Maxan6eranuna I'yiaim
HMHKJ/IIO3UBTI AFbUUIIIBIH TIJIIH OKBITY A HU®PJIBIK
IVIAT®OPMAJIAPIbI KOJIIAHY IbIH ITIPAKTUKAJIBIK ACHHEKTIJIEPI

Annparna.binim Gepy skyileciHe HUDPIBIK TEXHOJIOTHSIIAPIBIH JKEIEeN eHYl
MHKIJTIO3UBTI aFbUILIBIH TUTI OKBITYIBIH TOCLTIH TyOereini e3reptti. byn yaepic oprypui
OKy KaOijeTrTepi MEH KaXeTTUIiKTepi Oap OUTIM amymibliapra jkaHa IeJaroTrHKalbIK
MYMKIHIIKTED YCBIHIBL 3epTTEYAiH MaKcaThl — WHKIIO3UBTI CHIHBINITAPAA HHQPPIBIK
mwiargopManapabl  KONIAHYIbIH NPAKTHKAIBIK ACMEKTUIEpiH aHBIKTAN, OJap/IbIH
KOJDKETIMIUTIKTI apTTBIPYFa, OKYIIBUIAPIBIH OCJICEHIUNrH AaMBITYFa JKOHE TUIIIK
KY3BIPETTUTIKTI )KETUIAIpYyTe BIKMAIBIH Tangay OOJbIN TaObUIaIbl.

3eprrey OapwichiHma apanac oaic (mixed-method) kosmaHbUIIBI cabaKTap/bl
0akpulay, MyFalmiMIepMEH cyX0ar Kyprizy >KoHe OKYLIbLIapAbIH MIKIpJIepiH Tangay
apkbutel Google Classroom, Moodle, Kahoot, »xone Z00M cuskThl miaThopmanapisi
naiiianany HOTIKENEpi 3epTTei.

3epTTey KOPBITBIHABUIAPH MUQPIBIK TUIaThopMaIapiblH capajllaHFaH OKBITYFa
MYMKIH/IK O€peTiHiH, OKYIIBIIAPAbIH YOXKiH (MOTHBAIUACHIH) apTTHIPBII, MYFaliM MEH
OLTiM ayIIbl apachbIHAAFBI ©3apa 1C-KUMBUIIBI )KaKCcapTaTBIHBIH KepceTTi. IHTepakTuBTi
Kypaigap MEH OHBIH 3JeMEHTTEepiHE Heri3leireH cabakrap OKy YHIEpiCiH HKeMi,
OKYIIbIFa OaFbpITTaJiFaH oOpTara aWHaNABIPbIN, opOip OLTIM  adyIIBIHBIH  JKEKe
KOKETTUNIKTEpIH KaHaraTTaHABIpyFa >Karmaidl »kacanbl. COHBIMEH KaTap, MOTIHI
ObIObICTAy, CYOTHTpIIEp KOHE KOpHEeKlI Marepuaijgap CHAKTBI KOJDKETIMALIIK
byHKIUSUTaphl  PU3UKAJIBIK JKOHE KOTHUTHBTIK KHBIHABIKTApPl 0ap OKYIIBLIAPIBIH
CBIHBINTAFbI TEH KAaTBICYbIHA MYMKIHIIK Oep/ii.
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3epTTey  HOTIKENEpl  MYyFaliMICpAiH  HHUQPIBIK  cayaTTBUIBIFBI  MEH
MeAarOTUKAIBIK 9ICTEMEIIK Ky3bIPETTUTITIHiIH MaHBI3IbLUTBIFBIH 12 aKbIHIaAb1. OHJIaiH
KoHe odduaiiH e3apa opeKeTTi THIMJII YHIecTipe anaThlH MeNarorukaiblK TYPFBIIAaH
HETi37enred cabakTapapl Kypa OUTy WHKIIO3WMBTI aFBUIIIBIH TUTI OKBITYAa LU(PIBIK
TEXHOJIOTUSIAP bl COTTI €HIi3y1iH 0acThl IAPTHI OOJIBIN TaObUIAABI. 3epTTEY HOTHIKENIEPI
HeTi3iHAe OapiblK OKYyIIbIap YIIIH TEH MYMKIHIIK MEH y3aK Mep3iMal YKAUTIKTI
KaMTaMachl3 eTyre OaFbITTaliFaH TPaKTHKAIBIK YCBIHbICTap Oepingi. byn 3eprrey
WHKITIO3UBTI IMQPIBIK TEIaroTUKaHbl JaMBITYMEH Karap, KOJDKETIMII JKOHE
MHHOBAIMSUIBIK OL1iM Oepy OpTachIH KaJbIITACTBIPYFa €3 YIECIH KOCAIbI.

KinT ce3aep: nHkI11031BTI O11iM Oepy; HUPPIABIK I1aTdopMaiap; aFbUIIIbIH TUTIH
OKBITY; apajiac OKBITY; KOJDKCTIMALUIIK, OHJIAiH OKbITY Kypamaapel; Moodle; Zoom;
Kahoot; Google Classroom; capananfaH OKbITY; OKYIIBIHBIH OSJICEHIUTIT; MyFaTiMaepIi
nasipiay; OeiMIenTeH OKbITY; MHKJIFO3UBTI MEAaroryuka.

Kucmeroa I'asiust , Maxan6eranuna I'yiaim
MNPAKTUYECKUE ACIIEKTBI UCITIOJIb30OBAHUSA HU®POBBIX
IJIAT®OPM B HHKJIIO3UBHOM OBYUYEHUU AHTJIMACKOMY SI3BIKY

AHHoTaumsa. breicTpoe BHeapeHHE IUQPPOBBIX TEXHOJIOTHH B  CHUCTEMY
00pazoBaHMs PaUKAIEHO U3MEHUIIO MOIX0] K UHKITIO3UBHOMY O0yUYCHHIO aHTTTMHCKOMY
A3bIKY, TIPEIOCTaBUB HOBBIE TI€JAarOTMYECKUE BO3MOXKHOCTH JUIA YYaIIUXCS C
pasNUYHBIMU  00pa3oBaTeNbHBIMU  MOTPEOHOCTIMH M cnocoOHocTsimu.  Llenb
UCCIIEIOBAaHMS — HM3YYUTh IMPAKTUUYECKUE ACTIEKTHI MPUMEHEHUS HU(PPOBBIX MIaTdopm
JUIsl TIOBBIIIEHHS JOCTYITHOCTH, BOBJICYECHHOCTH M YPOBHS SI3BIKOBOM KOMIIETEHIIMH B
YCIIOBHSIX MHKJIFO3UBHOTO O0YYEHUSI.

B uccnenoBanuu ucnoib3oBaiics cMenanHbiid Meto (Mixed-methods approach),
BKJIIOYAIOIIUI HAOII0IeHNE 32 YUeOHBIMH 3aHIATUSMH, HHTEPBBIO C MPENOaBaTeIsIMHI U
aHaJM3 OT3BIBOB CTYJCHTOB. B KauecTBe OOBEKTOB H3YUYCHHMS pPaCCMATPUBAIOCH
npuMeHeHHe Takux miarpopm, kak Google Classroom, Moodle, Kahoot u Zoom.

PesynbraThl  WcCClieOBaHHMS — TMOKa3aid, 4YTO  LUGPOBBIE  MIAT(HOPMEI
croco06cTBYIOT nuddhepeHIMPOBaHHOMY 00YUEHHIO, MOBBIMIAI0T MOTHBAIUIO YUALTUXCS
U yJIy4IIaloT B3aUMOICHCTBHE MEX/Ty IIPENoaBaTesIsIMU U CTyIeHTaMu. Mcrionb3oBaHue
MHTEPAKTHUBHBIX MHCTPYMEHTOB, UTPOBBIX AJIEMEHTOB U MEPCOHATU3UPOBAHHBIX (hopMm
o0ydeHus] TIO3BOJMIIO CO37aTh THOKYI0, OPUCHTHPOBAHHYIO Ha OOYYarolIerocs Cpeny,
KOTOpasi OTBEYaeT MHIMBUAYyAIbHBIM 00pa3oBaTelbHBIM MOTpeOHOCTSIM. Kpome Toro,
(GYHKIMH JTOCTYMHOCTH — TaKHe KaK O3BYYMBAaHHE TEKCTa, CyOTHTPHI M BHU3yaslbHas
NOJIeP)KKa — O0eCreurniIn BO3MOXHOCTb IIOJHOLIEHHOTO Y4YacTHsl CTYAEHTOB C
(U3NYECKUMU 1 KOTHUTUBHBIMU OT'pPaHUYCHHUSIMU HapaBHE C APYTUMU 00yUarOIIUMHUCH.

PesynbraThl Takke MOMYEPKHYIM 3HAUYUMOCTH IM(PPOBOH TIPaMOTHOCTH
npenojaBaTeyel ¥ X METOJOJOTHYECKOW KOMIETeHTHOCTH. CrocoOHOCTh Meaaroron
co3JaBaTh METOJMYECKH OOOCHOBAaHHBIC 3aHATHUS, COUCTAIOUIME OHJANH- M odaiiH-
B3aMMO/ICHCTBHE, SBJISIETCS KIIIOUYEBBIM YCIIOBHEM YCIICHIHOM HMHTETpauuu IH(POBBIX
TEXHOJIOTUH B MHKIIIO3UBHOE OOYYEHHE aHTTUICKOMY s3bIKy. Ha ocHOBE mosydeHHBIX
JAHHBIX TPEJIOKEHbI MPAKTHUECKHEe PEKOMEHIALNH 10 ONTHUMU3ALUH UCIOIb30BAHUS
o0pazoBaTenbHBIX IUIATGOPM Ui OOECTICYEHUS] PABHOTO YYacCTHsl, YCTOWYMBOMN
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MOTHBAllMM M pa3BUTHs SI3BIKOBBIX HABBIKOB Bcex oOywarommuxcs. IIpoBeaenHoe
UCCIIEZIOBAaHUE CIIOCOOCTBYET pA3BUTHIO WHKIIO3UBHOW LU(PPOBOM MEJarorukd u
(bopMHpPOBaHNIO HHHOBALIMOHHOM, TOCTYTTHOW U HHKJIIO3UBHON 00pa30BaTeIbHOM Cpe/ibl.

KiawueBble cjoBa: HMHKIIO3MBHOE 00pa3oBaHue; IHQPPOBBIE IIATPOPMBI;
o0y4eHHE aHIVIMHCKOMY S3bIKY; CMEIIaHHOe OOyueHHe; HOCTYHNHOCTh, OHJIAiH-
UHCTpyMeHThl ~ oOyuenusi; Moodle; Zoom; Kahoot; Google Classroom;
nuddepeHnpoBaHHoe 00ydeHue, BOBICUEHHOCTh CTYACHTOB; MOATOTOBKA IEaroros;
aJlanTHUBHOE 00Y4YeHNUE; MHKIIIO3UBHAS TIeIarOTUKa.

57



