DOI:10.26104/1VK.2019.45.557

—

MN3BECTUSA BY30B KBIPI'BI3CTAHA Ne 5, 2019

]7

Omypoex kovizol Y., Kaukvinoaesa /K. 7K.

AHI'JIMC TUWINH OKYTYYJAI'bI A3BIPKBI 3AMAH/JIATI'BI MOBWJI/IUK
KAHA MAAJIBIMATTBIK TEXHOJIOTUAJIAP

Omypoex koizot Y., Kauxkvinoaesa K. 7K.

COBPEMEHHBIE MOBMWJIBHBIE U UTHOOPMALIMOHHBIE TEXHOJIOT A
B OBYYEHUHU AHI'JIMFCKOI'O SI3bIKA

Omurbek kyzy U., J.J. Kachkynbaeva

MOBILE TECHNOLOGIES IN THE SYSTEM OF INFORMATION
TECHNOLOGIES OF FOREIGN LANGUAGE TEACHING

V/IK: 371.39

Byn vwumun makcamol yem mMuiul ULSUTUKIMYY 6300Ul-
Mypyyoe MOOUNOUK MEXHOI02UANAPObl KOJOOHYYHYH DOJVH
auwin 6epyy 6onyn canaram. XKayvl bunum b6epyy mexmonocus-
JIapblH A36IPKbL Y4ypoa JHCanbl MAATbIMAMMbIK MeXHON02Us -
Aapobl natdaraHbacman snecmemyy KoltiblH. Yem munou yi-
POMYY06 MOMOHKY YIOAOYK MEXHOI02UANapObl NAuOalanyyaa
6onom: 21eKMPOHOYK noumaza 6102-MeXHONIOSUSACHIH, GUKU-
MEXHONO2USCbIH, NOOKACMbL, 8e0-(POpyM, IUHSBUCMUKATBIK
KOpNYyc, 3]1eKmpOoHOYK CO30YKMOp, MAAIbIMAMMbIK-Cypan 6u-
Yy UHMEPHEM-pecypcmap, Kapaicammap CUHXpOHOYK GUOeo-
UHmMepHem-KOMMYHUKayus dcana mupkemenep. Makanraoa mo-
OUNOUK MEXHONO2UANAPObL KOJIOOHYYHYH POy Kapanyyoa. Amu-
2nuc muaun oxymyyoa "maansimammolk mexwono2usnap” sca-
Ha "mobunoux mexuonocusnap” OeceH MeEPMUHOEPOUH AHBIK-
mamacwl bepunem, OuOHOOU 1€ AHIUC MUTUH OKYMYYOa nati-
OANAHBLIYYYY MOOUNOUK MEXHOIOUANAPObIH musmecu Oepu-
nem. Kenenupsox cmamvsicoinoa kapanam, mMoOuiouk mupke-
Menepou Kanoatl KONOOHYY JHCAHA CbINammamacsl oepunem
Jicana anapovin ap bupunur — Duolingo, Kahoot ac.6.y.c.

Hecuseu co300p: maansimam mexHoI0SUsIap, MOOULOUK
MEXHONOSUSNAD, MOOUIOUK KOJIOOHMONOP, AHSIUC MUTU, MUp-
Kemenep, INeKMPOHOYK NOYMd, KOJIOOHY)Y.

Lenv dannoti pabomul 3akmouames ¢ mom, 4moowl pac-
Kpblnib POilb RPUMEHEHUs. MOOUNbHBIX MEXHOIO2UIL 8 YCREeUHOM
oceoenuu unocmpanno2o szvika. Hoevle obpazosamenvivle
MEXHONo2UU 8 HAcmosujee 6pemMst MPYOHO Npedcmasums 6e3
UCNONBL306AHUsL HOBbIX UHGDOPpMayuonHblx mexnonozui. Ilpu
U3YHeHUU UHOCPAHHO2O S3bIKA MOJICHO UCHONb306AMb Clle-
oyrougue MOOUIbHbLE MEXHOIO2UU. INEKMPOHHYIO noymy, 6noe-
MEXHONIO2UIO, BUKU-MEXHOL02UI0, NOOKACMbL, 8€6-hopym, TuHe-
BUCMUYECKUIL KOPRYC, DIIeKMPOHHbIE COGAPYU, UHMOPMAYUOH-
HO-cnpagounvle Mnmeprem-pecypcul, cpeocmed CUHXPOHHOU
6UOCO-UHMEPHEM - KOMMYHUKAYUYU U npuiodcenusi. B cmamove
PACCMAmMpueaemcs poib UCHOIb308AHUSL MOOUIBHBIX MEXHOL0-
2utl 8 0OyHeHuU aHeIUUCKo20 A3bIKa. 30ech daemcs onpeoeie-
HUSL MEPMUHO8 «UHDOPMAYUOHHbIE MEXHOIOSUUY» U «MOOUTb-
Hble MEXHONIOSUUY, A MAKIHCe NPeOCmAasisiemcs nepedens Mo-
OUNLHBIX MEXHONO02UL, UCHONL3YEeMbIX NPU O00YYeHUU aHenuli-
ckoeo szvika. Bonee nodpobno 6 cmamve paccmampugaemcst
npuMenenue MOOUNbHBIX NPULOJICEHU U NPUBOOUMCS. ONUCA-
Hue kadcoozo us nux — Duolingo, Kahoot u.m.o.
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Kniouesnvle cnosa: ungopmayuonnvie mexnonouu, mo-
OUbHbIE MEXHON02UU, MOOUTbHbIE NPUTONHCEHUS, AHSAUUCKULL
SA3bIK, NPULOJNCEHUSL, DNEKMPOHHASL NOYMd, NPUMEHEHUe.

The purpose of this work will be in opening a role of use
of mobile technologies in successful mastering of a foreign lan-
guage. Now it is difficult to present new educational technolo-
gies without use of new information technologies. At a learning
of foreign language, it is possible to use the following mobile
technologies: e-mail, blog-technology, wiki technology, pod-
casts, web forum, linguistic corpus, electronic dictionaries, di-
rectory Internet resources, means of synchronous video Inter-
net communication and application. The article describes the
role of using mobile technologies in the process of teaching fo-
reign languages. The author gives the definitions of terms
«information technologies», «mobile technologiesy and intro-
duces the list of mobile technologies that can be used for tea-
ching foreign languages. The article considers in detail the
using of mobile applications and describes each of them —
Duolingo, Kahoot etc.

Key words: information technology, mobile technology,
mobile applications, English language, applications, email,
application.

The purpose of this work will be in opening a role
of use of mobile technologies in successful mastering of
a foreign language. Now it is difficult to present new
educational technologies without use of new information
technologies [3]. In the modern world the increasing and
great popularity is received by use of different technolo-
gies, including mobile applications, for training, both
among adults, and among children. Today there is rather
big set of means of the information technologies avai-
lable to the teacher. Information technologies in training
in foreign languages are "hardware of educational pro-
cess in the form of electronic devices and resources" [5].
It should be noted that information technologies always
represent continuous unity of an engineering solution
and the pedagogical resource put in it. Now one of the
directions of the present stage of informatization of edu-
cation is use of mobile technologies when training in dif-
ferent objects. Mobile technologies are "a mobile hand-
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shaking between people or receiving instant access to
necessary information" [1].

Today mobile devices have practically everything
as it is a convenient way of access to any information.
However not always students use smart phones, commu-
nicators and tablet computers for the purpose of training.
As it is noted in many researches, students use generally
game mobile programs and applications. Therefore,
mobile technologies for the informative and educational
purposes are practically not used and for the present did
not find the due application in educational process. It
does not allow us to say that possibilities of mobile
devices are fully used in training.

At a learning of foreign language it is possible to
use the following mobile technologies: e-mail, blog-
technology, wiki technology, podcasts, web forum, lin-
guistic corpus, electronic dictionaries, directory Internet
resources, means of synchronous video Internet commu-
nication and application [1].

Use of mobile devices at a lesson of a foreign lan-
guage — interesting, readily available and rather new way
of training in this subject which becomes more and more
popular among many users of smart phones and tablet
computers, however still widely not used among stu-
dents. The learning of foreign languages is continuous,
therefore, training with use of mobile technologies and
gadgets which always near at hand, is a fine possibility
of improvement of quality and intensity of educational
process. Besides, use of mobile technologies increases
the informative capacity of material, stimulates informa-
tive activity of students, and provides visualization of a
lesson, intensity of its carrying out, differentiation and
individualization [4].

We would like to dwell upon one of types of mo-
bile technologies — applications. Mobile applications
become more and more popular now. It should be noted
that they are most effective for the students only begin-
ning a learning of foreign language (A1-A2 levels). Plus
of mobile applications is the possibility of a learning of
foreign language in interactive, often playful way. Most
of them is aimed at the development and fixing of lexical
and grammatical skills while many skills of types of
speech activity can be not presented. In turn, mobile ap-
plications can be used as the addition to manuals, for
independent studying or for remote (mobile) form of
education [2].

Relying on information provided in the Internet and
also own analysis of the existing mobile applications, we
chose some mobile applications directed to studying of
English:

1) Learn English Elementary;

2) Wordshake;

3) Johnny Grammar’s Quizmaster;
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4) Learning English with The New York Times;

5) LinguaLeo;

6) Duolingo;

7) Kahoot

8) Polyglot;

9) British Council.

We would like to dwell upon two of popular appli-
cations for studying foreign the Duolingo languages.

Duolingo is the free platform for a learning of fo-
reign languages, such as English, German, etc. On the
computer it is necessary to install the program from the
official site or to download the application on the smart-
phone, no material investments at the same time are
required. After confirmation of e-mail the virtual pupil
gets access to tasks.

All material is aware is broken into subjects, and
they — into lessons. Each "lesson™ includes

20 questions aimed at introduction of new lexical
units and their pronunciation in a binding with gramma-
tical structures and also working off of words and struc-
tures already known to the trainee. However each lesson
includes tasks only for two types of speech activity:
letter and audition. Exercises on skills of speaking and
reading on this resource are not presented.

Training in Duolingo is based by a translated me-
thod: the student receives the short offer which it needs
to translate into other language. Other types of a task as-
sume input by the student of the heard text in English,
the choice of the correct grammatical option, the choice
of a word according to the picture.

Duolingo uses the approach based on the analysis
of a large number of statistical data for training. At each
stage the system remembers what questions were raised
at users of difficulty and what mistakes were made. Then
it aggregates these data and uses for machine learning.
Individual lessons are so formed.

By preparation and holding educational occupation
various Internet resources can be used. Today we would
like to tell about new online service "KAHOOT" which
contributes to all-round development of students, in-
crease in their motivation, but also optimization of work
of the teacher.

Kahoot is rather new service for creation online of
quizzes, tests and polls. Partly this program reminds
described in Didaktore Socrative and can effectively be
used in the didactic purposes. Pupils can respond to the
tests created by the teacher from tablet PCs, laptops,
smartphones, that is from any device having Internet
access.

This service is very comfortable in use, free and
full of advantages. Bright, very social, extremely simple
for the teacher, and children and students from it de-
lighted. Kahoot was developed as the tool for fast
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creation of all interactive that can be presented: quizzes,
polls and discussions. Everything that is created on the
platform and is called — "kakhuta". It is possible to insert
into these mini-games video and images, and creation
process (if there is, of course, already ready question-
naire). For addition of competitive effect to questions the
timer is added. To begin a game in a class, the teacher
needs to provide to group of pupils the code generated
by a system which they introduce then on the devices
(the tablet, the smartphone, a desktop) — and yes fun will
begin! The teacher creates questions, and pupils answer,
using the mobile devices. But Kahoot have a number of
interesting opportunities which help to motivate and car-
ry away pupils. First, music. When the question appears
on the screen, music, for each question different begins
to play, and the ticking sound reminding that time for the
answer is limited is heard. The quicker pupils answer
questions, the get more points. There is a table of leaders
showing who gained most of all points. When the test is
complete, you can download results of a class in the
form of the table. In Kahoot there is an extensive library
of the public tests opened for all comers.

As to create the Kahoot? The instruction is very
simple, simply follow the following steps:

1. Follow this link https://getkahoot.com/and create
the account, having pressed the Sign Up button (or log in
the account if it is already available — Sign In).

2. Choose what of types of Kahoot suits you: the
test is Quiz, a discussion - Discussion, questioning - Sur-
vey or the sequence - Jumble.

3. Pupils open the website kahoot.it on the smart-
phones, tablets, the personal computer or laptops and
enter the game code (game pin) which is seen on the
teacher's screen, that join in the general network.

4. Pupils from the computer or the smartphone
follow this link kahoot.it, enter the code of a game which
is generated automatically. Further pupils enter the name
and when all pupils entered under the name a game, the
teacher starts the test, having pressed "Start".

Attention! The teacher cannot begin a game until in
the virtual room one participant appears at least (the
number of the audience and their names are displayed in
the virtual room on the big screen). As soon as all parti-
cipants of a game assembled, the teacher presses "Start
now" - and the quiz begins.

5. Students choose a way of the organization of a
game: classical (where everyone for) or in teams.

6. On the big screen pupils see a question and
possible answers on it, on the mobile devices - color
rectangles with geometrical figures inside, each of which
corresponds to one of answers. It is necessary to choose
one of options and to click it.

On the device information about volume, the
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correct answer or not and also the number of the points
awarded to the participant for the correct answer is high-
lighted. The joint account and the current rating of parti-
cipants of a game is brought to the big screen.

On the website of service games and quizzes on
different subjects and objects are organized. It is possible
not only show the quizzes created in the account but also
to use materials of other users of service.

Use of the platform (https://getkahoot.com/) helps
me to establish feedback with pupils to beat new subjects
in the form of simple questions and answers and to set
knowledge by means of more detailed testing.

Who and that stands up for Kahoot!? Platform and
Kahoot brand! it was developed by constituent team led
by Johan Brand, Jamie Brooker, Asmund Furuseth and
Morten Versvik. The technological platform is founded
on the research conducted by Morten Versvik on the
master's degree at the Norwegian university of science
and technology (Norwegian University of Science and
Technology (NUST)) and on the basis of the researches
conducted by professor Alf Inge Wang and his collea-
gues in NUST [6].

At the heart of work of Kahoot service! There are
five main websites:

1) create.kahoot.it is the website which is intended
for creation by the user (teacher) of kahoot.

2) play.kahoot.it is the website which serves for
start of kahoot from the user (teacher).

3) kahoot.it is the website which serves for connec-
tion to kahoot of users (pupils) via various devices (the
personal computer, laptops, tablets, smartphones).

4) test.kahoot.it is the website which allows to
make the test of your Internet connection and to reveal
the level of its quality for work with Kahoot service!

5) media.kahoot.it is the website, for work with
media content of service.

6) getkahoot.com is the auxiliary website intended
for user support.

Essence of work of Kahoot service! it is possible to
describe in the form of an algorithm of steps:

Thus, the organization of training with use of
mobile devices not only carries on the traditions of trai-
ning in foreign languages which developed earlier with
use of technical devices, but also expands them due to
use of essentially new opportunities of mobile platforms.
This approach expands the environment of training in a
foreign language, removing it out of limits of the compu-
ter application and even computer network. Moreover,
interactivity and playful ways of training increase moti-
vation of students. In that case, training is implemented
in the form of independent and game activity that is very
important for successful development of a foreign lan-
guage.
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