MYHHUKATOpP, KEIHCHEYIIMINKIEPAN KOK eTuyiiu, acu-
JIUTATOP.

ExuHIM — Tonap KaTHachIyBIHOAFbl €3 apa MYHOCH-
OeTnepau MICMUYIETH TOPOHMAMIBIHBIH TPOodeCCHOHAT
TOXUpUitOecH. ByHBIH YIIBIH OJ AWAIOT MOACHHSATHIH
uiienereH OOJBIYHI KepekK.

Xo3Upru KyHJETH NeIarornKallblK HCiep TXpHuiide-
CUHJE JOCTYpPHM eMec kaHa payakKJIaHAbIPBIYIIbl ONBIH-
JapJaH, COHJail-aKk, 6TMMII XbULIAPBIHBIH MOJENIECTHU-
pWITeH OWBIHJIApBIHAH KeH MaiijajaHblIMaKTa, ojap Oel-
TWIX payaKIaHABIPBIYIIbI OXMUUETKE UHE.

PayaxxnannpIpeIynisl OWbIHIAP €3 Ma3MyHbIHA Kapai
XOp KBIMIBI OOJIBIYBI MYMKHH. Y CHI OMBIHIIAp apKajbl Oa-
Jlajap JBIKKATHI JKOMJIEY, CE3UMJIIMK >KarJauaplbl XoM
JIOTHKANBIK TNHKHPIEYOW YHpeHeau. byHHaH ThICKapsl
caOBIpJIbl, IIBIAAMIIBI OOJIBIYFa, YIKEHIEP XM TeHJecIe-
PUH TYCUHHY, ONlapFa XYPMET NEHEH KapbIM-KaTHACBIKTA
0O0JIBIY, NCEHNM CBISKIBI Ce3uMiiep A€ Kauiuiecun Oapa-
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PayaxxnannbIpbIynibl  OMBIHIAPAAH MBICAL KEITHpE-
MH3:

1. «KuM aiiTTBI?» OWUBIHEI.

Maxcem: bananapoa mankeipvikmol KoaunIecmupuy.

bacnayurel TaHTaHaABl XM O TOMapFa TEPUC Kapam
oTelpaspl. CoH TOpOHSIIBI KOJBI MEHEH KOpCEeTKeH Oaia:
«JlaypiceMIBI TaHBIMalicaH, KuM aliTKaHBIH Taba amMmaii-
caH?»,- nmeiinu. bacnmaymiel KMMHUH JaybIChl €KEHJIUTHH
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alThIypl Kepek. On Kalicel OanaHbIH AaybICHIH TaHBIFAH
Gouica, cos Oana Gacnaymsl 6osaael. OlbIH Xop Oup Oana
Gacnaymiel 6onFaHIIa JayaM eTeu.

2. «by3butraH TeneoH» ONBIHBI.

Maxcem: 6aranapoviy OviKKam, umudapvii Xom ecme
CaKAaybIH payaxrciaHobIpoly.

Bananap nenrenex 0oibim OThIpaabl. TopOusmbsl Gup
OaxaHbIH anablHa Oapblll, OHHAH JeM ajbic KYHJIEPH HE
UCIIeTeHNH 0acka OallaHbIH KyJarblHAa aiTBIYIbl HITHMAc
Kbutagel.  KaTHacwelymisimap — Oup-Oupiepune ocTeH
KyJarbiHa Oyn xabapabpl KeTkepuyu kepek. OWbIH aKbl-
peIHIA OoJica, OMPUHIIN KATHACKIYIIIB aUTKAH XOM aKbIPFBI
KaTHACBIYIIBI €CUTKEH Xabap JaybIC MIBIFapbUIBII aifThIIa-
JTBL.

3. «MeH opbiHiail anaman!» ONUBIHEIL.

Makcer: Oananapaa e3MHE XYPMET CE3UMHH payax-
JIAHJABIPBIY.

Bananap e3nepu jkaKChl OPBIHIAWTYFBIH XBI3MET TYpU
XaKKbIHIa AaWTBINl, TONTH OUpP-OMPHHE BUIAKTHIPAIHI.
MaceneH: «MeH *akchl Ky3eMeH!», «MeH Kakchl cyyper
camaMat!» XoM T.0.

JleMek, MEKTeNKe IeKeMI'H OUITUMIIEHANPUY MIKeMe-
nepuHzae OananapiplH Yakelsl KyOJbIcIapAblH Oenruiepw,
©3releNNKIIepH, OJap apachlHAarbl ©3 apa OalIaHbIC
XAaKKbIH/IaFbl TYCUHUKIIEpUHE Uile OOJBIVEI XoM 030eTHHIIIe
KOJITaHA OMINYU, ocUpece, payaskIaHABIPBIYIIEl OHBIHIAP
apKaJIbl OMeJre achIPBUIBII OaphlIabl.
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PE3IOME

Makona MakTabrada TabIUMJa PHBOXKIAHTHPYBYM YHMHIAPHUHT aXaMUSATH, YIapHUHT Oojajiapra TabIMM-TapOHs GepHIIiard
posra GaruiniaHraH. YiiMH makrtabraya €mjard OojanapHUHT acocuil daonust Typu 0ynmb, y opkanu Ooia maxc cudaruia mra-
KIUTAHUIIN XaKuaa GUKp OMIIupuiIrad. Mawsynomiapaa YiuH TeXHOIOrHsICHaaH (GoiifalaHiHIHT aXaMUATUIa YbTHGOp KapaTHIITaH.

PE3IOME

CraThst NOCBAIIACTCS 3HAYCHHIO PA3BUBAIONIMX U B JIOMIKOJIBHOM OOYYEHUY, UX POJIM B OOYYEHUH ¥ BOCIIMTAHHUU JeTeld. Jlaétes
aHAJIM3 UTPe - OCHOBHOW JEATEIBHOCTH JETeH JOIIKOIBHOTO BO3pacTa M (OPMUPOBAHUE AETeH KakK JUYHOCTH depe3 urpy. bompmioe

BHUMAHUEC YACIACTCA I/IFpOBOﬁ TCXHOJIOTUHN Ha 3aHATUAX.

SUMMARY

The article is devoted to the importance of developing games in preschool education and their place in the education and upbring-
ing of children. It is given the analysis to the game, the main activity of preschool children and formation of children as a person
through a game. Great attention is paid to the game technology at the lesson.
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Different reform projects have been conducted on Eng-
lish language teaching in our country. As a result of one of
these reforms, higher educational institutions have a new
curriculum for preparing English language teachers for
schools. In this new curriculum we have new subjects that
require teaching intercultural issues by the way of instruc-
tions. These courses introduce the study and transferable
skills required in higher educational environment. They
cover many areas of university study such as reflection to
their own learning, ability to make independent decisions,
self-awareness, becoming autonomous, managing university
life and studies and many others. Since today’s millennium
students relate best to a wired world, we think digital story-
telling would be a perfect mechanism to motivate and en-
gage students and to create a sense of community in the
English language classroom. In this article we want to share
our experience on using digital storytelling projects in
teaching EFL (English as a Foreign Language). This project
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was successfully implemented to Intercultural competence
course; in consequence it could be used in any English lan-
guage classes by changing the tasks according to the stu-
dents’ language level and learning objectives.

Students learning English have wide range of opportu-
nities to practice their language skills with the help of dif-
ferent modes of technology. Our students are using elec-
tronic products and gadgets in their everyday life. As a
teacher we may surely state that digital technology —when
used appropriately and meaningfully — produces the suc-
cessful learner outcomes. One example of digital media
production is digital storytelling. The digital story is a
short personal narrative involving images, a narrated
voiceover and a recorded audio soundtrack (Lam-
bert2010).With the help of digital stories the four skill and
intercultural competences could be assessed as component
parts of the media production. We may evaluate students
reading, writing, listening and speaking skills by listening




to the narrative text voiceover and this gives sufficient
information about the practice of pronunciation, intonation
and stress and listening to grammatical accuracy. At the
same time students will be able to learn about different
cultures and may enhance their knowledge of inter cultur-
ality.

Before introducing the digital story project into
the classroom, we should consider the process of produc-
tion and possible frustrations that students might experi-
ence while working on the tasks. One of the effective
ways of introducing this technique is to bring a sample
digital story made by an English learner. Before bringing
the digital story project into the class, it is important to
have a better understanding of the production process and
possible problems that students might experience while
working on the project. It is important to say students in
advance to select several photographs and write a few sen-
tences about the pictures. Media production usually con-
sists of three components: (1) a narrative voiceover, (2)
still images and (3) an audio soundtrack. Creating digital
stories can be time-consuming, especially for those teach-
ers and students who have never before used digital pro-
duction software. Limiting the length of the story, we usu-
ally limit it at about 4 minutes alleviates this concern. The
process of making a digital story includes following pro-
cedures in and outside of the classroom [1] (Brenner,
2014):

1. Introduction to digital storytelling

e Teacher shares a sample digital story

e Students experience storycenter.org.

e Students participate in a mini-digital-story project
for experience with software.

2. Teacher presents
guidelines and requirements

digital storytelling project
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e Handouts: Schedule/timeline; rubrics for assess-
ment, storyboards.

e Materials needed: Thumb drive (a least 2GB);
university source for memory storage(student files), if
available

e Explanation of the project

3. Production

Pre-production

Week 1- Present digital storytelling project idea

Week 2- Introduce digital story background and show
examples

Week 3 — Software demonstration and mini-digital-
story task

Week 4 — Students begin writing narrative and select-
ing photos

Week 5 — Students continue writing and selecting

Week 6 — Students continue writing; peer editing

Week 7 — Students complete story boards; more peer

editing
Production
Week 8 — Students upload images and crop if
necessary
Week 9 and 10 — Students record narrative
voiceover

Week 11 — Students fine-tune digital stories

Week 12 — Students present digital stories

Post- production

Week 12 — Wrap-up and class feedback

After each student’s presentation, group mates may
ask questions to complete missing information, generate
more ideas for discussion, and question particular elements
involved in the creative process. For these purposes we
may use Kathy Brenner’s form for students’ feedback:

Digital Story Presentation Feedback Sheet

Grade your peers on their presentation skills: Assign a number from 1 to 10, with 10 being the best score.

Eye contact

Body language

Voice projection ( volume)

Quality of topic

Preparation

Organization

Use of notes

Digital Story (Main body)

Slides/visuals

Voiceover/ pronunciation

Technical skills

Overall creativity

Presentation segments

Introduction

Conclusion

Handling of Q & A

Additional comments:

Taken from: Brenner K. 2014.Digital Stories: A 21"
Century Communication Tool for the English Language
Classroom. English Teaching Forum

One of the good ways of developing students’
project working skills is to ask students to reflect their own
work. Students write a reflection about the work they have
done at the end of the project stating what they have
learned, what caused difficulty, and what were their indi-
vidual contributions. Following questions will help them
to write organize their entries:

- How the digital storytelling helped you?

50

- What challenges have you faced while doing the
project?

- What skills that you have learnt will be useful in
your study and your future profession?

For more detailed assessment, teachers can also use
the following criteria:

Digital Story Evaluation Sheet

Use these ratings and rubrics to evaluate digital story-
telling project.

E = Excellent, VG = Very Good, G = Good, F = Fair
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Digital media components E

VG G F

Content

Image coordination

Audio sound track/ appropriateness

Pronunciation and clarity

Digital media production E

VG G F

Creativity and design

Organization

Technical success and use if equipment

Final presentation E

VG G F

Presence

Preparation

Eye contact/Body language

To judge the effectiveness of this project, we referred
to the seven key dimensions for a successful multimedia
project described by Simkins (2002):

1. Core curriculum. We accomplished this by rein-
forcing objectives of the English language courses, includ-
ing language elements, cultural information and presenta-
tion skills with the help of the technology.

2. Real-world connection. The digital storytelling
is involves students real life stories and it helps them to
share their own experience in front of the class in a foreign
language.

3. Extended time frame. Most of the successful
projects do not end in one session. Digital storytelling pro-
ject also takes much time, as we mentioned above and it
involves several stages to work and prepare ready prod-
ucts.

4. Student involvement in decisions. Even though
teacher decides rules and limitations, student should make
their own decisions related what to prepare for the final
project. Here teachers’ role is to be an advisor.

5. Collaboration. While working on their digital
stories, students collaborate by sharing ideas and responsi-
bilities. During the preparation process they may discuss
and help each other with different problems. Furthermore
they can give feedback to each other’s work and check on
the progress of the project.

6. Assessment. Assessing a digital story is an addi-
tional challenge. It is essential that teachers consider all
dimensions of the project while evaluating final products.

7. Technology. Digital storytelling allows students
to learn and practice technological skills. They should
work with multimedia tools, wider choice of displaying
pictures, recording voices and others. Technology based
projects have positive effects on today’s students, who are
surrounded by a high-tech environment.

To sum up, we may restate that the purpose of the us-
ing digital story project is (1) to improve four- skill compe-
tences, (2) to experience collaboration, (3) to expand com-
puter literacy, (4) to build self-confidence and (5) improve
their knowledge of intercultural competence. The produc-
tion of digital stories capitalizes on the creative talents of
students and consequently they take great pride in the fin-
ished product. In addition, student collaboration of digital
production or peer editing of narrative text reveals mo-
ments of engagement, leadership and students taking con-
trol. Moreover, digital storytelling is a beneficial and valu-
able mechanism for improving the four skills areas of Eng-
lish language competency. We strongly believe that the
digital story is a perfect way to engage and motivate Eng-
lish language learners. Teachers should consider that in
today’s classroom, the integration of technology, pedagogy
and content leads “a deeper understanding of the different
and more powerful roles that digital media can play in both
teaching and learning” [2] (Robin 2008, 227). Our experi-
ence show that computer-assisted instruction and 21% cen-
tury communicative tools do play such roles and have posi-
tive effect on student learning outcome.
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PE3IOME

WHrnmm3 TuauHE OMWII Ba YHU TYFPH KYJUTal OJHII, T700ajuIanyB KapaéHuaa ymoy THIHE MYJIOKOT BOCHTAacH CH-

batuga doimanaHur MyXUM axaMmusT kacO 3tagu. YOy Makonana MHIVIM3 THIMHH YKATHIIOA PAKaMId XHKOSIApHU
KYJUIan OpKaid MaJaHUATIapapo MyJOKOT KOMIICTCHIIMACHHH PUBOKIAHTHPHII Macajalapy ypranu0 4ukuwirad. byryH-
T'H TEXHOJOTHSIAp PUBOXKIAHAETTaH OMp BakTAa TanabaiapHu Oy KYHHKMagapra YpraTHIl OpKald Aapcriapra KU3HKTH-
PHII MYMKUHJIUTH 04H0 Oepuiras.
PE3IOME
OCHOBHOH 1IeNbI0 00YyUYeHHUS] aHTIIMHCKOMY SI3BIKY SIBIISIETCS] TIOHUMaHHE BaKHOCTH €ro M3y4YeHHUs KaK CPEeJICTBa OT-
KpPBIBAIOLIETro AOCTYI B MHp. B craTthe paccMaTpHBarOTCS COBPEMEHHBIC NPUEMBI IPUMEHEHUS TEXHOJIOTHI B 00y4eHUH
AHTITUICKOMY SI3BIKY KaK MHOCTpaHHOMY. J[aoTcsi pekOMeHIaluy 10 BKJIIOYSHHUI0 MHHU-PAcCKa30B B yueOHbIi mporiecc.
Oco00e BHUMaHHE yIeIIeTCsl BOIPOCcaM MEXKYIbTYPHOH KOMIIETCHIUH.
SUMMARY
The English language teaching aims to understand its importance and the value of this lingua franca, being the lan-
guage instrument to give access to a globalized world. This article conveys new techniques of using technology in the
EFL classroom. It provides some practical advice of implementing mini-digital stories into the classroom instruction. At
the same time the focus is given to the understanding of cultural issues in intercultural settings.
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