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Abstract. This article explores the use of Mixed Reality, combining Augmented Reality and
Virtual Reality, for teaching English as a Foreign Language in secondary schools in Kazakhstan. The
shift towards technology-based education is crucial for preparing students in the globalized world.
The study examines the advantages of mixed reality, emphasizing its ability to create an immersive
and dynamic educational environment for seventh-grade students. The integration of mixed reality
into language education occurs gradually, investigating its potential and highlighting benefits such as
increased student engagement, real-world context for language preparation, and enhanced retention
of vocabulary. Practical examples of using platforms like 360Cities, P360, and CoSpaces.edu in
foreign language classes are provided to improve communication skills. The research among teachers
reveals a moderate use of augmented and virtual reality technologies in the classroom, impacting
learning outcomes. The study includes an experimental group exposed to augmented and virtual
reality technologies, demonstrating higher proficiency in language acquisition compared to the
control group, which followed traditional language teaching methods without the use of innovative
technologies. The article presents examples of how immersive atmospheres on the P360 platform can
be utilized in lessons to enhance reading, speaking, and writing skills. However, further research on
the application of augmented, virtual, and mixed reality in language education, as well as teacher
training for maximizing the benefits of these technologies, is needed. Overall, the incorporation of
mixed reality into the educational process shows potential for creating a dynamic and successful
foreign language learning experience in Kazakhstan's secondary schools.

Key words: Technology innovations, Mixed Reality, Augmented Reality, Virtual Reality,
Educational environment in Kazakhstan, Language acquisition, Immersive educational experience,
Teacher training

Basic provisions

The article provides a literature analysis on the ideas of Augmented, Virtual, and
Mixed Reality, focusing on their educational value. It addresses these technologies'
possible use in language teaching and teacher training. The study includes actual
examples of how AR, VR, and MR platforms can improve language acquisition and
communication abilities in seventh-grade pupils.

The materials and techniques section discusses how educational platforms like
360Cities, P360, and CoSpaces.edu can help improve the EFL classroom experience.
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The experimental group, which was exposed to AR and VR features, outperformed the
control group in terms of language acquisition and retention.

The study finishes by emphasising the possibilities for incorporating Mixed Reality
into EFL learning, bridging the gap between traditional teaching methods and cutting-
edge technology. Challenges, successful implementation tactics, and the value of
teacher training are all underlined. The findings indicate that MR can greatly improve
language acquisition, engagement, and retention for EFL students in Kazakhstan,
resulting in a dynamic and successful learning experience.

Introduction

Technology innovation has ushered in a new era of educational opportunities,
changing how students study and interact with the curriculum. The use of modern
educational technologies is vital in Kazakhstan's secondary schools, where English as
a Foreign Language (EFL) instruction is essential for preparing students for an
increasingly globalised world.

The purpose of this study is to look into the use of Mixed Reality (MR), which
mixes Augmented Reality (AR) and Virtual Reality (VR), in traditional language
schools. By immersing students in a dynamic and interactive digital environment, MR
technology provides a promising chance to improve EFL training. By combining the
actual and virtual worlds, MR provides an immersive learning experience that can be
extremely beneficial to language learners.

The educational landscape in Kazakhstan is changing, with a greater emphasis
on modernising teaching methods to better prepare students for the challenges and
opportunities of the twenty-first century. Language acquisition is a crucial part of this
preparation, and MR technology has the potential to change the way English is taught
in Kazakhstan's secondary schools.

We will examine the advantages of MR in language learning, its applicability in
EFL classrooms, and how educators in Kazakhstan might employ MR to create
engaging and immersive English language courses for 7th-grade students. The goal of
this research is to bridge the gap between traditional teaching methods and cutting-
edge technology, paving the way for a more engaging, dynamic, and successful EFL
learning experience in Kazakhstan.

The concept of Augmented, Virtual and Mixed Reality

Immersive technologies, such as virtual reality (VR), augmented reality (AR),
and mixed reality, allow for the construction of natural and intuitive digital
environments. Virtual reality (VR) immerses users in simulated worlds, augmented
reality (AR) superimposes digital information over the real world, and mixed reality
mixes virtual and physical domains. These technologies have a number of educational
benefits, including engaging students in active learning, providing genuine and
concrete topic experiences, increasing cooperation, promoting engagement, and
catering to a variety of learning styles. Using VR and AR, educators may create more
engaging, immersive, and collaborative learning experiences for students in a digitally
transformed reality (Vivian 2023). AR, VR, and mixed reality are wide terms that refer
to a variety of technologies that enable the incorporation of digital elements into the



real world or the creation of entirely digital environments, allowing users to interact
with information and other users (Bonner, Reinders (2018). Patel et al. (2020) discuss
the applications of virtual reality (VR), augmented reality (AR), and mixed reality
(MR) in education. They emphasise how VR is an excellent tool for facilitating
learning and teaching processes, since learners recall content experienced in VR more
successfully. Furthermore, augmented reality (AR) is frequently used in preschool,
secondary, and higher education to create engaging and unique learning experiences
such as interactive books and instructional games. Finally, Mixed Reality (MR) is
gaining traction in education, allowing students to actively affect their learning
processes while also giving applications for education and manufacturing training. AR
and VR technologies are gaining acceptance in K-12 education, enhancing classroom
experiences and enabling blended and distant learning. These immersive tools engage
students both in-person and remotely, offering inclusive solutions for those with
autism, ADHD, dyslexia, or other cognitive and learning issues (Dick, 2021). Rudnik
(2023) emphasises the growing need of implementing Augmented Reality (AR) and
Virtual Reality (VR) technology into education, particularly language teaching and
teacher training. The study's purpose is to investigate the educational potential of AR
and VR technologies in these contexts, concentrating on their ability to engage and
immerse learners while also offering an overview of available applications for teaching
and professional development. Fu (2021) provides an overview of the history and
development of Virtual Reality (VR) and Augmented Reality (AR) technologies, with
a focus on their recent commercialization and widespread adoption in fields such as
education. The adoption of 5G technology is seen as a catalyst for developing
intelligent learning systems, enabling all-time, all-space, and all-audience access to
education, and revolutionising classroom instruction. Fu also investigates the potential
of VR/AR technology to revolutionise traditional education and teaching techniques,
particularly in the context of animation professional programmes, emphasising the
importance of integrating content with these technologies in order to effectively
address the audience. Avila-Garzon (2021) investigates the growing interest in
augmented reality (AR) technology in educational settings. AR technology enables
users to superimpose digital information on the real world, resulting in innovative
learning experiences while reducing cognitive stress. AR has been shown in study to
improve students' learning outcomes and motivation, with meta-analyses indicating a
medium effect size for AR on education. This technology is being studied in a range
of educational sectors, including science, engineering, and social sciences, as an
effective method of supplementing traditional pedagogy.

The Potential of Mixed Reality and its implication in EFL Education

There are several advantages of adding Mixed Reality (MR) into secondary
language training. Immersive experiences increase engagement, provide real-world
context for language learning, and stimulate multiple senses to promote vocabulary
memory. It allows for personalised training, cultural immersion, and rapid feedback on
language skills while encouraging student interaction. MR also helps to remove
language barriers, boosts motivation and confidence, and promotes long-term retention
of language skills, making it a valuable tool for improving language training.



According to Patel et al. (2020), people can immerse themselves in computer-
generated worlds by using either PC-connected headsets for high-definition
experiences or more affordable standalone headsets, which typically use cell phones.
Augmented Reality (AR) experiences can be created with smart glasses and AR
headsets that overlay digital objects on the real world, or with portable devices like
smartphones and tablets that run AR apps. Finally, Patel et al. (2020) identify
holographic technology such as Microsoft's HoloLens as well as immersive devices
that completely block out the real world as providing distinct Mixed Reality (MR)
experiences. When mixed reality (MR) is used in language instruction at school, it
improves the overall educational experience for students. According to Bonner and
Reinders (2018), virtual reality (VR) can reduce distractions in the classroom by
immersing students in the subject matter, facilitating real-world connections, and
aiding comprehension. The authors say that AR and VR provide “"embodied" and
"extended" cognition, which involves bodily interaction with the virtual environment,
and they encourage language teachers to explore with these technologies in the
classroom through practical exercises that do not require technical understanding.
According to Songsiengchai (2023), using Augmented Reality (AR) technology in the
classroom increases listening skills by presenting captivating and dynamic real-life
scenarios, allowing students to practise their listening and speaking skills more
successfully. Boyles (2017) explores the growth of low-cost virtual reality (VR)
technologies, such as Google Cardboard, and how it can benefit education. Foreign
language VR Instruction emphasizes on engagement with native speakers through the
use of 3D virtual settings, which bridges the distance gap and allows students to chat
with native speakers all over the world. "The Promise of Immersive Learning™ (2021)
looks at augmented and virtual reality applications in K-12 education. It highlights
integration opportunities such as Smithsonian and NASA 3D models, content
collections from platforms such as The New York Times, Edtech services such as
ClassVR and Kai XR, specialized programmes for special education such as Project
VOISS and Floreo, and the potential for diverse learning experiences provided by AR
and VR technologies, ranging from history and science to social skill development.
Rudnik (2023) suggests employing image-based AR for spelling games, Metaverse AR
for personalised language experiences, VR language learning games with speech
recognition, and Discovery VR for historical exploration while teaching foreign
languages. Bonner & Reinders (2018) offer several programmes and technologies for
teaching foreign languages using AR, VR, and Mixed Reality, including Vuforia
Chalk, Ikea Place, Google Cardboard, Oculus Go, and Microsoft Hololens.

Figure 1 summarizes the technologies that can be utilized to teach 7th-grade
students in secondary school, as well as their potential for developing communication
skills (reading, writing, listening, and speaking).



. Techmology  Applicationin Education  Pofential for Developing Skills
Listening: Immersive language experiences improve
listening comprehension. Speaking: Engaging with native
speakers enhances speaking skills. Reading: Reading

Interaction with native speakers comprehension can be enhanced through VR storytelling.
through 3D virtual worlds, bridging Writing: Creative writing exercises can be stimulated by

Virtual Reality (VR) geographical gaps. inspiring VR environments.

Listening: Interactive AR content can improve listening
skills. Speaking: Speaking activities can be enhanced with
Integration of 3D models, 360° AR simulations. Reading: Augmented reality can make
videos, and interactive content into reading materials more interactive Writing: Writing
Augmented Reality (AR) lessons. assignments can be related to AR experiences.

Listening: MR can provide realistic soundscapes for
listening practice. Speaking: Students can engage in
conversations with virtual characters in MR. Reading:
Combines elements of the real Reading tasks can incorporate MR elements to enhance
world and digital content, creating engagement. Writing: Writing can be inspired by MR
Mixed Reality (MR) immersive experiences. scenarios and settings.

Listening: Interactive AR langnage apps often include

listening exercises. Speaking: AR apps may incorporate

speaking practice through pronunciation feedback. Reading:

Utilizing AR applications Reading comprehension can be improved with AR language

AR Language Learning specifically desipned for language exercises. Writing: Some AR apps may include writing
Apps learning. exercises.

Listening: VR games can include speech recognition for
improved listening. Speaking: Speaking and conversation
Immersive language games and practice with virtual characters. Reading: Reading tasks and
VR Language Leaming simulations in virmal reality narratives within VR games. Writing: Creative writing based
Games environments. on VR experiences.
Listening: Desciptive narration in VR experiences enhances
listening. Speaking: Discussing findings and discoveries in
Exploring historical events, VR promotes speaking Reading: Reading about topics
Discovery VR scientific concepts, and celestial explored in VR content Writing: Writing reports or
Experiences bodiesin VR summaries based on VR explorations.

Figure 1 - AR, VR, MR for educational purposes

These technologies provide engaging and immersive experiences for 7th-grade
students on their language learning journey, offering a variety of opportunities to
improve language skills.

Materials and Methods

In our study, we used educational platforms such as 360Cities, P360 (mobile
version), and CoSpaces.edu to improve the English as a Foreign Language (EFL)
classroom experience, focusing on topics such as communication and technology,
holidays and travel, environmental issues, natural disasters, and healthy habits.

Here is a figure (See Figure 2) that describes the capabilities of the platforms
360Cities, P360 (mobile version), and CoSpaces.edu for 7th-grade students, as well as
how they can be integrated into discussions on various themes while developing
communication skills and achieving specific learning outcomes:



Potential for Tth- Developed

Platform grade Pupils Incorporation in Topics Communication Skills Leaming Qutcomes
Holidays and Travel: Virtual tours
of holiday destinations, Enhanced geographical
Explore real-world Environmental Problems: Listening, Speaking, knowledge, improved
360Cities locations Visualizing polluted areas Reading listening and speaking skills
Natural Disasters: Virtual Increased knowledge
simulations of disasters, Healthy retention, improved critical
P360 (Mobile Immersive 360° Habits: Interactive health Listening, Speaking, thinking, and empathy
Version) experiences scenarios Reading towards health issues
Communication and
Technologies: Design tech-based
projects, Environmental Enhanced creativity,
Create interactive Problems: Develop  virtual Speaking, Writing, problem-solving skills, and
CoSpaces.edu VR content solutions Creativity technology literacy

Figure 2 - The potential of the platforms, gained skills and outcomes

These platforms provide a variety of options for 7th-grade pupils to engage with
information while also learning important communication skills.

360Cities is a virtual tour website that focuses on panoramic and 360-degree
images. It allows photographers and users to post and share panoramic images, as well
as create immersive and interactive experiences. Users can explore several sites across
the world, including Kazakhstan, using fully immersive panoramas on the site. It is
widely utilized in 360-degree format to show off stunning landscapes, cityscapes,
landmarks, and other distinctive destinations. Users can navigate through the photos,
zoom in and out, and add comments or explanations to specific locations within the
panoramas.

This platform enables the combination of Augmented and Virtual reality,
resulting in Mixed reality, by allowing users to immerse themselves in the virtual
environment and move the items to obtain meaningful information about the concepts
presented.
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P360 is a mobile app or platform that enables immersive experiences. It is most
likely designed to provide users with immersive content, such as 360-degree photos or
videos, virtual reality (VR) experiences, or augmented reality (AR). Teachers and
students can simply build their own masterpieces, such as panoramas and virtual films,
and adapt them to the local context.

CoSpaces.edu enables users to design their own augmented reality items. This
revolutionary feature enables users to create and integrate virtual items into the actual
world, improving interactive and immersive learning experiences.



Overall, these platforms provide students with an interactive and engaging way

to learn about a range of topics, while also improving their language skills and

cognitive development.

Results

Our research involved two groups: an experimental group of 20 teachers and 22
seventh-grade students, and a control group of 20 students.
We conducted an online survey (Figure 3) for the experimental group of teachers

to learn more about the integration of immersive technologies like Augmented Reality
(AR) and Virtual Reality (VR) in the EFL classroom. The purpose was to evaluate
instructors' viewpoints and experiences with these technologies in educational

environments.

1. Have you ever used Augmented Reality (AR) or Virtual Reality (VR) technologies in your EFL classroom?
- Yes
No
2. How do you perceive the impact of AR and VR technologies on EFL learning outcomes?
Very Positive
Positive
Neutral

Negative

[ I I I

Very Negative

3. What challenges or obstacles have you encountered when integrating AR or VR into your EFL classroom, if any?

4. How do you typically incorporate AR or VR technologies into your EFL lessons? (e.g., for vocabulary, cultural
mmersion, listening practice, etc.)

5. Do you believe that AR and VR technologies align with your teaching objectives in the EFL classroom? Please explain.

6. Have you received any formal training or professional development related to using AR or VR in education?

-
-

Yes
No

If yes, please describe the type of training you have received and how it has influenced your use of these technologies in
the classroom.

Figure 3 - Quantitative research survey for measuring the perspectives and
experiences of teachers regarding the integration of immersive technologies



The following findings were derived from survey responses from secondary
education instructors who discussed their experiences with immersive technologies in
the EFL classroom. More than half of the secondary school teachers polled
(approximately 55%) have integrated VR applications (Kahoot, Spinner, and so on)
into their EFL lessons, indicating a moderate level of adoption, whereas AR and VR
have fully immersive platforms that allow students to go on virtual field trips.

Perceptions of the impact of AR and VR on EFL learning outcomes ranged from
"Very Positive" to "Very Negative," with roughly 40% expressing a positive viewpoint
and 25% expressing a negative outlook, indicating a split on the effectiveness of these
technologies. The poll did not address the intricacies of how teachers typically
incorporate AR or VR technologies into their EFL lessons, demanding further inquiry
into this topic.

To conduct this study, the control group of students were assigned standard
curriculum-based topics, while the experimental group was given assignments that
included AR, VR, and Mixed Reality components. Students had fascinating and
immersive learning experiences thanks to the use of these tools. To analyse the efficacy
of various tactics, both groups were given pre- and post-tests to measure their language
competency progress. Furthermore, we monitored students in the experimental group
on a regular basis to measure their level of engagement and participation.

The study's findings revealed that the experimental group did better than the
control group in terms of language learning and retention after being exposed to AR
and VR aspects in their courses. They displayed increased participation, vocabulary
retention, and grammar proficiency. These findings highlight the potential for
immersive technologies such as augmented reality (AR) and virtual reality (VR) to
improve EFL learning outcomes.

Practical Examples for the Language Classroom

Healthy Lifestyle: Travel to Almaty Region - Chundzha Health Resort

Objectives: This assignment aims to develop reading, speaking, and writing
skills while exploring Chundzha Health Resort in Kazakhstan using P360 panoramas
and videos.

Required time: 45 min

Productive language skills

Task 1: Read the article ‘Chundzha Health Resort. A Natural Oasis in
Kazakhstan’.

Task 2: Decide if the following statements are true or false.

Task 3: Answer the following questions related to the article.

Task 4. Watch the P360 panorama of Chundzha Health Resort using the link
https://teliportme.com/view/2136489

Task 5. Imagine you are going to visit Chundzha, and you want to tell your
friends or classmates about this specific feature. Use the useful phrases provided to
structure your speech.

Discussion


https://teliportme.com/view/2136489

Integrating Mixed Reality (MR), which includes Augmented Reality (AR) and
Virtual Reality (VR), into EFL instruction in Kazakhstani secondary schools presents
a significant opportunity for educational improvement. This study's findings and
consequences spark important discussions about a number of vital issues.

According to the poll, approximately 55% of teachers have used AR or VR
technologies in their EFL sessions. However, assessments of the influence of these
technologies differ, with both good and negative outlooks. Further research is needed
to integrate fully immersive technologies into EFL courses and better understand the
aspects that influence teachers' perceptions and experiences.

Further research into how these technologies integrate into the curriculum and
improve learning outcomes is required. This could help to set criteria for effective
integration.

The study's findings show that the experimental group, which was exposed to
AR and VR features, outperformed the control group in terms of language acquisition
and retention. This research highlights the potential of immersive technologies for
boosting language learning. However, more research is required to investigate the long-
term consequences and viability of these increases.

The study emphasizes the necessity of teacher training and assistance in
achieving successful technology integration. It is critical to establish comprehensive
training programmes that equip educators with the skills they need to fully utilise AR
and VR technology.

The literature study focuses on the many applications of AR, VR, and MR in
language instruction. These technologies, which vary from interactive language apps
to virtual simulations of real-world settings, provide a diverse spectrum of options.
Future study should look into novel approaches to use AR, VR, and MR for EFL
training.

Conclusion

Finally, the incorporation of Mixed Reality (MR), which includes Augmented
Reality (AR) and Virtual Reality (VR), into EFL instruction in Kazakhstani secondary
schools presents significant potential. Challenges and effective implementation
strategies require further investigation. Our findings imply that MR improves language
acquisition, engages students, and increases retention. It emphasises the value of
teacher training and support. Overall, MR can bridge the gap between traditional
teaching methods and cutting-edge technology, resulting in a more dynamic and
successful EFL learning experience in Kazakhstan.
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Annarna. byn makanmaga KazakcTaHHBIH OpTa MEKTENTEpIHJAE aFbUINIBIH TUTIH IMIET TUT
pETiHJe OKBITY YIIIH TOJBIKTHIPBUIFAH LIBIHABIK MEH BUPTYaAbl IIBIHABIKTEL OIpiKTIpeTiH Apanac
IIBIHABIKTHl Taiianany TankbuiaHanel. JKahaHnmany oneMiHAe OKYIIBUIAPABI MadbIHAAY YIIiH
MHHOBAIMUIBIK TEXHOJIOTHsIapFa HETi3JenreH OuriM Oepyre Kellly MaHbI3Jbl. 3epTTey apanac
HIBIHIBIKTBIH apPTHIKIIBUTBIKTAPBIH 3€PTTEIl, OHBIH JKETIHIII CHIHBIN OKYIIbUIAPHI YIIiH HMMEPCUBTI
KOHE JMHAMUKAJIBIK OKY OPTAChIH Kypy KaOiJieTiHe Ha3ap ayaapajabl. Apajac MIBIHABIKTHI IET TUTIH
OKBITYyFa OIPIKTIPY OHBIH 9JI€YETiH 3€pTTEeH OTBHIPBIN, CTYAEHTTEPIH OEJNICeHIUIIrH apTThIpy, IIET
TIJIH OKBITY YIIIH HAKTHI 9JIeMJIET1 KOHTEKCT KOHE CO3MIK Te3aypyCTap/bl KAKChl CaKTay CHUSKTHI
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apTHIKIIBUIBIKTAP/IbI AHBIKTAY apKbLIbl KE3CH-Ke3eHIMEH XKy3ere achipblianasl. Makanama 360Cities,
P360 sxane CoSpaces.edu cusKTbI aTGopmazapabl KapbIM-KaTbIHAC JaFbIIapbIH XKaKCapTy YIIiH
OpTa MEKTENTIH MIET TiIl KaOWHETTepiHAe MaiaaaHyAblH MPAKTHKAIBIK MbICATIAAphl KEJITIPIITCH.
MyraniMep apacblHla XYPTi3UITeH 3epTTey OJapAbIH OKY HOTHIKEJepiHE dcep €TeTiH KOChIMIIa
YKOHE BUPTYaJJIbl LIBIHABIK TEXHOJOTUSIAPbIH cabaKTa KalbIIThl KOJIAHYbIH KOpCeTeIl. 3epTreyre
KCHEUTIITECH JKOHE BUPTYAJIbI IIBIHBIK TEXHOJIOTHUSIIAPHI KOJIaHbUIFaH, KEHIHHEH WHHOBAIIHSIIBIK
TEXHOJOTHSUIapAbl KOJJaHOal CTaHJapTThl JSCTYPJl MIET TUIH OKBITYAbl YCTaHFaH OakbLiay
TOOBIMEH CaJBICTBIPFaHa LIET TUTIH MEHIepyJe KaKChl HOTH)KE KOPCETKEH SKCIIEPUMEHTTIK TOII
Kipeni. Makanana oKy, censiey KoHe a3y JaFabpuIapbiH akcapTy yirH P360 miatdopmackiHaaFsl
OepiireH TakKbIPBINTAFbl MMMEPCHUBTI aTMOC(hEpaHbl CHIHBINTA Kajai maijanaHyra OOJaThIHBI
Typajbl MbICaJAap KeATipiireH. JlereHMeH, 0Chl TEXHOJIOTUSIIAP/IbIH aPTHIKIIBLUIBIKTAPBIH OapbIHIIIA
apTTHIPY YIIIH IIET TUTIH OKBITYJA KOHE MYFaTiMIEpIi OKBITy/la KEHEWUTUIreH, BUPTYaJAbl KOHE
apaJiac IIBIHBIKTHI aiiaiany OOMbIHIIIA KOOIpeK 3epTTeynep KaxeT. JKanmbl anranaa, 0iiM 6epy
yJAepiciHe apasiac IIBIHBIKTHI €HT13y Ka3akcTaHHBIH Kalbl OUTiM O€peTiH MEKTENTEPiH/Ie IET TUTIH
KApKbIH/IBI KOHE TaOBICTBI OKBITY TOXKIpHOECIH KYPYAbIH dJIeyeTiH KOPCETEeIl.

Tipek ce3aep: TexHoMOTUsAIAFBI HHHOBAIUS, apaac MIBIHABIK, TOJBIKTHIPBIIFAH IIBIHIBIK,
BUPTYaJabl IIBIHIBIK, Ka3zakcTanaarel O11iM Oepy OpTachl, TUIII MEHIepy, UMMEPCHUBTI OiTiM Oepy
TOXiprbeci, MyFamiMIep/Ii OKBITY

HUHTETPAIIUSI CMEIIAHHOM (JIONOJIHEHHOM U
BUPTYAJIBHON) PEAJIBHOCTH B TPENNOJJABAHUY NHOCTPAHHBIX
SI3bIKOB B CPEJTHEM HIKOJIE KA3BAXCTAHA
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AHHoOTauus. B naHHO# cTaThe paccmarpuBaeTcs ucnoib3zoBanue CmemanHoi PeanbHocTn,
o0venuustomier  JlononmHennyo PeanbHOocTh M Bupryanenyto PeanmpHocTh, ans  oOyueHus
AHIJIMICKOMY KaKk HHOCTPaHHOMY S3BIKY B cpeHuX Iikojiax Kazaxcrana. Ilepexoa k oOpa3oBanuio,
OCHOBAHHBIM Ha MHHOBAIIMOHHBIX TEXHOJOTHIX, KPUTUYCH JIJIsl TOJITOTOBKHA O0YYaIOIIUXCSl B MUPE
rnoGanu3anuu. HMccnenoBaHue — paccMaTpuBaeT —MpPEUMYIIECTBA CMELIAHHOM — peabHOCTH,
aKIEHTHPYs BHUMAaHHWE Ha €ro CIOCOOHOCTh CO37aBaTh TOTPYKAIOMIYI0 H JHHAMHUYHYIO
o0Opa3oBaTeNbHyl0 Ccpeay s oOydaromuxcs ceapMoro kiacca. HHTerpamust cMmemaHHON
PEaTbHOCTH B MHOS3BIYHOE 00pa30BaHME MMPOUCXOIUT MOATAITHO, HCCIIETYS €T0 MTOTSHITHA, BBISBIISS
INPEeUMYIIEecTBa, TaKUe KaK IOBBIIIEHHOE BOBJIEUCHUE OOYYAIOUIUXCS, PEAIbHBIA KOHTEKCT IS
WHOSI3BIYHOM TIOATOTOBKY H JTyUIlIee 3alIOMIHAHUE CIIOBApPHOTO Te3aypyca. B craThe mpeaocTaBieHbl
NpakTUYeCKHe MpUMephl HCIoNIb30BaHus tatdopm, Takux kak 360Cities, P360 u CoSpaces.edu B
WHOSI3BIYHBIX KJIACCAX CPETHHX IIKOJ JUIS YIyYIIeHHs] HaBHIKOB KOMMYHUKaiuu. VcciemoBanue,
NPOBEIEHHOE CPEeOu YYHUTENeH, IOKa3blBaeT YMEPEHHOE HCIOJIb30BAHUE UMM TEXHOJIOTHH
JIOTIOJTHEHHON W BHPTYAIBbHOM pPEaTbHOCTH B KJIACCE, YTO BIHSIET HAa PE3yJIbTaThl OOYYCHUS.
HccnenoBanue BKIIIOYAET SKCIEPUMEHTAIBHYIO TPYMIy, K KOTOPOHl NMPUMEHSINCHh TEXHOJIOTUU
JIOTIOJTHEHHON W BUPTyallbHOW pPEANbHOCTH, KOTOpas B JalbHEHIIEM IoKasaia 0oJiee BBICOKHE
pe3yabTaThl IPU OCBOCHUH WHOS3BIYHOTO MaTepHalia M0 CPAaBHEHUIO C KOHTPOJBHOHM TpYIIIOH,
KOTOpasi clefoBaja CTaHAAPTHOMY TPAJAMIMOHHOMY OOYYEHHIO MHOCTPAHHOTO s3blKa 0e3
UCMOJIb30BaHUSl MHHOBALIMOHHBIX TEXHOJOTMA. B  crarbe mNpUBOAATCS MPHUMEPHI, Kak
norpy>karorascst atmocdepa 1o 3ajanaoi Teme Ha rargopme P360 MoryT ObITh HCITOTB30BAaHbBI HA



ypOKax JJisl yJIy4dllIeH!s] HAaBBIKOB UTEHUS, pa3rOBOPHON peur U nmucbMa. Tem He MeHee, TpeOyroTcs
JIOTIOJTHUTEIbHBIE MCCIEAOBAHUSI TPUMEHEHHUS JOMOJHEHHOM, BHUPTYAJbHOM W CMELIAHHOW
pPEAIbHOCTH B MHOSI3bIYHOM OOYYEHHH M MOJTrOTOBKA YUUTENEH IJI MaKCUMHU3ALUU MPEUMYIIECTB
THX TEXHOJOrHi. B 1eoM BHeOpeHHWe CMENIAaHHOW peallbHOCTH B Y4YEOHBIH MpOIecc
JEMOHCTPUPYET TMOTEHIWaN s CO3JaHHUS JWHAMUYHOIO U YCIHEIIHOTO OmbiTa OOy4eHHUs
WHOCTPAHHOMY SI3bIKY B cpelHHMX HIKoyax Kazaxcrana.

KuroueBbie ciioBa: IHHOBanuu B TEXHOJOTHUSX, CMELIAHHAs PEAJbHOCTb, JONOJHEHHAs
peaIbHOCTh, BUPTyallbHAs pealibHOCTh, OOpa3oBareibHas cpera B Kasaxcrane, ocBoeHHE SI3BIKA,
MOTPYXKaIOINi 00pa30BaTENbHbBIN OMBIT, MOJATOTOBKA yUUTENIEH
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