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Abstract. The article examines the potential of using personalised game-
based scenarios supported by artificial intelligence (Al) to develop learner
autonomy in foreign language education. The purpose of the study is to identify
the impact of Al and gamification on students’ motivation, self-regulation, and
engagement, as well as to evaluate their effectiveness for independent learning.
The scientific significance of the work lies in substantiating the pedagogical
potential of integrating Al and game-based technologies into the educational
process, while its practical significance is in the development of methodological
recommendations for applying these tools in foreign language teaching. The
study was conducted empirically through a quantitative survey of 259 students
enrolled in the “Teacher Training in Two Foreign Languages” program at
Zhumabek Tashenov University. The questionnaire included 25 items grouped
into five thematic blocks: goal setting and planning with digital and Al tools,
self-regulation and learning organisation, use of digital tools and Al, impact of
Al and gamification on learning, and motivation and engagement. Data analysis
showed a positive perception of Al and gamification among students, strong
correlations between key aspects of autonomous learning, and mediation analysis
revealed that motivation partially mediates the effect of Al on self-regulation.
The results suggest that students perceive Al-supported and gamified learning
environments as contributing to learner autonomy, motivation, and engagement,
thereby supporting the development of digital and personalised foreign language
learning approaches. The practical significance lies in the possibility of using
the findings in the development of educational programs, digital courses, and
methodological recommendations to enhance student autonomy in the context of
the digital transformation of higher education.
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Introduction

Modern education is undergoing an active process of digital transformation,
during which traditional teaching methods are increasingly complemented and
replaced by innovative technologies aimed at improving quality, personalisation,
and interactivity in learning. One of the priority directions in foreign language
education is the integration of artificial intelligence (Al) and gamification
technologies, which make it possible to create more flexible, adaptive, and
motivating learning environments. In the context of the rapid development of
digital tools, the issue of fostering learner autonomy—the ability to set learning
goals, plan activities, evaluate one’s own progress, and take responsibility for the
learning process—has become particularly relevant.

The relevance of this study lies in the need to identify effective pedagogical
approaches that not only enhance students’ language proficiency but also promote
the development of independence, critical thinking, and motivation for lifelong
learning. The use of Al-supported personalised game-based scenarios opens new
opportunities in this regard [1]: such scenarios enable the adaptation of learning
materials to individual learner profiles, sustain engagement through game
mechanics (points, levels, rewards), and provide personalised real-time feedback.

Contemporary research highlights the significant influence of Al on the
field of language education, particularly in assessment and instructional design.
For example, Alam et al. [2] investigated the role of the Intelligent Computer-
Assisted Language Assessment (ICALA) system and its impact on teachers’
professional characteristics, such as teacher immunity, reflective practice, job
satisfaction, and persistence in L2 teaching. Their findings demonstrate that Al
technologies are transforming the pedagogical environment, affecting educators’
resilience and professional well-being. Although this study focuses on teachers,
it underscores a broader trend—the transformation of language education under
the influence of Al. Building on this context, the present research shifts the focus
to a student-centred application of Al, specifically exploring the potential of Al-
assisted personalised game scenarios to foster learner autonomy, engagement,
and foreign language learning efficiency.

The use of Al in foreign language instruction has been widely discussed in
the current literature. Scholars emphasise that Al technologies can act as virtual
tutors, adapting to students’ knowledge levels, learning styles, and pace of progress
[3, 4]. Gamification, in turn, is recognised as an effective tool for enhancing
motivation, cognitive activity, and sustained interest in language learning [5, 6].
However, the integration of Al-driven personalisation and gamification strategies
remains a relatively new and underexplored direction, especially in relation to
developing learner autonomy.

Al itself is not merely an instrument of automation—it exerts a powerful
influence on the emotional and motivational dimensions of learning. When
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combined with pedagogical support and a gamified environment, it becomes a
catalyst for enhancing learners’ autonomy, engagement, and academic success
[7]. Recent domestic studies further confirm the high potential of integrating
Al technologies into foreign language learning [8, 9]: the implementation of
intelligent learning and assessment systems has led to significant improvements
in students’ performance across all language skills—reading, listening, writing,
and speaking—while also increasing both cognitive and behavioural engagement
[10].

Recent meta-analyses indicate that adaptive systems and personalised
learning approaches dominate the main directions of Al integration in higher
education [11]. This finding underscores the promise of developing and
implementing Al-supported personalised game-based learning scenarios as one
of the most effective tools for fostering student autonomy. A significant example
of such personalised technologies in language education is the emergence of
advanced next-generation Al tools. The advent of solutions such as ChatGPT
has radically transformed approaches to foreign language learning, opening
new opportunities for personalised instruction and expanding students’ learning
strategies.

Asnoted by Lo, Yu, Xu, and colleagues [ 12], theuse of ChatGPT in ESL/EFL
instruction enhances learning motivation, broadens opportunities for personalised
learning, and strengthens pedagogical support. The authors also discuss risks
such as misinformation, academic integrity, and even confidentiality. A total
of 70 empirical studies were analysed, and noted that the content emphasises
developing writing skills. However, the impact of ChatGPT on reading, listening,
and speaking has not yet been studied in depth.

These findings give the need for pedagogical solutions. For example,
the integration of Al-assisted personalized game-based learning as a means
to enhance learner autonomy [13]. In this context, Kazimova and Adekenova
[14] examine the implementation of personalised adaptive learning based on
artificial intelligence technologies. The authors justify the automation of the
educational process through an Al-supported educational portal and present a
prototype system developed with the assistance of ChatGPT, including a chatbot
consultant module. Their study demonstrates practical approaches to embedding
Al technologies into teaching, assessment, and individualised learning pathways.

The novelty of the present study lies in examining artificial intelligence—
supported personalised game-based learning as an integrated pedagogical
approach to developing learner autonomy in foreign language education. While
previous studies have mainly investigated artificial intelligence or gamification
separately, this research analyses their combined influence within a unified
learning framework. In addition, the study empirically tests a structural model of
autonomous learning that includes goal setting, self-regulation, use of digital and
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Altools, perceived impact of Al and gamification, and motivation and engagement.
A mediation analysis is applied to reveal the psychological mechanism through
which motivation mediates the relationship between perceived Al impact and
learners’ self-regulation.

Based on this research gap, the present study aims to investigate the role of
Al-supported personalised game-based scenarios in fostering learner autonomy
in foreign language education.

The study investigates the potential of Al-supported personalised game-
based scenarios as a tool for promoting learner autonomy in foreign language
education. The aim is to identify the levels of learner autonomy, engagement, and
attitudes toward the use of gamification and Al in the learning process, as well as
to examine their perceived contribution to independent learning.

The scientific significance of the research lies in substantiating the
pedagogical potential of integrating Al and gamification in language education
and in developing methodological foundations for their application in fostering
student independence. The findings can be applied to the design of educational
programs, the development of digital courses, and the enhancement of teaching
methods for foreign languages in the context of the digital transformation of
higher education.

Materials and methods

This study is empirical in nature and aims to examine students’ perceptions
of using Al-supported personalised game-based scenarios in foreign language
learning, as well as their impact on learner autonomy, motivation, and engagement.
The research was conducted using a quantitative survey design based on a Likert-
scale questionnaire.

The survey was administered at Tashenov University (Shymkent, Republic
of Kazakhstan) among students enrolled in the “Teacher Training in Two Foreign
Languages” program at the Department of World Languages. Data collection was
carried out online using Google Forms. A total of 272 students participated in the
survey; however, some respondents did not complete all 25 items. In the final
dataset, 259 fully completed questionnaires. Anonymous student responses were
used to interpret the results and adhered to ethical frameworks.

Figure 1 shows the distribution of participants by undergraduate. The
largest group consisted of second-year students (48.5%), followed by first-year
students (20.2%). The majority are “newcomers” to the university. They formed
the basis for understanding how digital tools with Al promote independence
at this stage of learning. Third-year students (21.3%) and fourth-year students
(9.9%) constitute the next category of students.
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Figure 1 — Distribution of students by course of study

The questionnaire consisted of 25 statements divided into thematic sections.
These sections reflected key components of autonomous learning in the context
of artificial intelligence and gamification.

The responses were rated on a five-point Likert scale, where:

1 - Strongly disagree

2 - Disagree

3 - Neutral

4 - Agree

5 - Strongly agree

The questionnaire was structured into five thematic blocks:

Block I Goal Setting and Planning with Digital and Al Tools — focusing on
learners’ ability to set goals and plan their learning using digital and Al-supported
tools. Example item: “I use digital resources and Al recommendations to set my
language learning goals.”

Block II Self-Regulation and Self-Organisation in AI-Gamified Learning
— examining students’ self-regulatory behaviours and ability to organise their
learning in Al-supported gamified environments. Example item: “/ continue
learning even when tasks are suggested by Al without teacher involvement.”

Block 111 Use of Digital Tools and Al Resources—exploring the frequency and
diversity of students’use of digital platforms and Al resources for language learning.
For example: “I actively use online platforms and Al applications to learn a
language.”

Block IV Impact of Al and Gamification — assessing students’ perceptions
of the influence of Al and gamification on their learning outcomes. Example
item: “Gamified tasks with Al support help me understand the material better.”

Block V Motivation and Engagement in AI-Gamified Learning — evaluating
Al and gamified learning environments’ influence on students’ motivation and
engagement. Example item: “I feel satisfied when I complete Al-based tasks on
my own.
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A link to the student survey (Google Forms) was sent through general
chats during classes (September 2025). Anonymity and voluntary participation
were stated in the first survey section. Questions were presented in Kazakh and
English and took an average of 10-15 minutes to complete.

The reliability of the research instrument was assessed using Cronbach’s
alpha, which showed an exceptionally high internal consistency for the full 25-
item scale (o = 0.957, N = 259).

The collected data were analysed using IBM SPSS Statistics (Version 29)
through several statistical procedures. Descriptive statistics (means and standard
deviations) were calculated to identify overall trends in students’ perceptions
of Al-supported and gamified language learning. Pearson’s correlation analysis
examined relationships among five key constructs—goal setting and planning,
self-regulation, use of digital tools, perceived impact of Al and gamification,
and motivation—revealing strong, significant positive correlations (p <.01). To
explore the underlying mechanism, a mediation analysis using Hayes’ PROCESS
macro (Model 4, 5,000 bootstrap samples) tested Motivation as a mediator
between Impact of Al and Gamification and Self-Regulation, confirming a
significant partial mediation effect (ab = 0.3626, 95% CI [0.2372, 0.5180]).

Results

Table 1 presents the descriptive statistics for all 25-questionnaire items
measuring learners’ perceptions of using digital and Al-based tools in gamified
language learning. The mean values range from 3.81 to 4.37, indicating generally
positive attitudes toward the integration of Al and gamification in the learning
process. The highest mean score (M =4.37) was observed for the statement “/ find
language learning more interesting when it is presented as a game”, suggesting
that gamified approaches strongly enhance learners’ engagement.

Conversely, slightly lower mean values (around 3.81-3.85) were recorded
for items related to self-regulation and independent organisation of study time,
such as “I can organise my study time according to recommendations provided
by the digital platform.” This indicates that while students appreciate Al tools,
they may still experience challenges in autonomous learning management.

Standard deviations ranged between 0.85 and 1.17, reflecting moderate
variability among participants’ responses. Overall, the results suggest that learners
perceive Al-supported and gamified environments as effective, motivating, and
beneficial for their language learning process.

Table 1. Descriptive Statistics for the Questionnaire Items (N = 259)

Statement Mean | Standard Deviation

1. I use digital resources and Al recommendations to set my lan-

guage learning goals. 4.04 1.01
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2. Al helps me understand which language skills I need to de-
4.04 1.03
velop first.
3. I can plan my learning process based on Al suggestions and
3.99 1.14
feedback.
4. Gamified platforms help me clearly formulate my learning
tasks 3.85 1.12
5. Digital tools and Al make planning my learning more effective. | 4.20 1.06
6. I continue learning even when tasks are suggested by Al with-
: 3.82 1.17
out teacher involvement.
7. I can organise my study time according to recommendations 381 1.10
provided by the digital platform. ) '
8. Feedback from AT helps me analyse my mistakes and improve. | 4.31 0.96
9. I can track my progress using Al-generated analytics and re- 4.04 1.09
ports.
10. I take responsibility for my learning results even if tasks are
. 4.15 1.04
assigned by Al
11. T actively use online platforms and Al applications to learn a
4.08 1.09
language.
12. T independently search for digital resources (apps, chatbots,
. . 4.25 0.98
websites) to support my learning.
13. T use Al tools to check my knowledge and control my prog-
ross 4.20 0.91
14. 1 can choose the digital tools that best suit my learning goals. [4.16 0.95
15. Al makes the language learning process more effective and
. 4.25 0.98
convenient.
16. Gamified tasks with AI support help me understand the mate-
. 4.13 1.01
rial better.
17. Personalised tasks motivate me to study more actively. 4.17 1.00
18. Al provides quick and useful feedback during gamified learn- 422 101
ing activities. ) ]
19. Game elements (points, levels, rewards) make learning more
. . 4.36 0.91
engaging and less boring.
20. Al-adapted scenarios develop my independent learning skills. | 4.22 0.96
21. 1 feel satisfied when I complete Al-based tasks on my own. [4.08 1.00
22. 1 find language learning more interesting when it is presented 437 0.93
as a game. ) )
23. I practice more often when tasks are adapted to my level by
Al 4.17 0.98
24. 1 feel that Al and gamification help me achieve my personal
. 4.08 0.96
learning goals.
25. 1 am willing to continue learning languages using Al plat-
. 431 0.85
forms and gamified tasks.

Correlation analysis was conducted to identify the relationships among the
key components of the Al-supported and gamified learning model. The analysis
aimed to examine how closely the five studied constructs were interrelated.

The results (Table 2) revealed statistically significant positive correlations
across all variable pairs (N = 259, p < .01), with correlation coefficients ranging
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from »=.652 to r = .818. The strongest correlation was observed between Impact
of Al and Gamification on Learning and Motivation and Engagement in Al-
Gamified Learning (r = .818, p < .001), suggesting that students who perceive
Al and gamification as beneficial tend to demonstrate higher motivation and
engagement levels. Another strong association was found between Self-Regulation
and Use of Digital Tools and Al Resources (r =.779, p < .001), indicating that
active use of Al-based and digital tools is closely linked with learners’ ability to
self-regulate their learning process.

Table 2. Pearson Correlation Matrix Between the Five Key Constructs (N
=259)
Variables 1 2 3 4 5
1.Goal Setting & Planning with Digital/Al Tools 1 T12%* | 652%* | 672%* | 682%**

2.Self-Regulation & Self-Organization in Al-| 712** 1 TT9%* | T61** | 763**
Gamified Learning

3.Use of Digital Tools and Al Resources 652%* | T79** 1 T54%* | J55%*
4.Impact of Al and Gamification on Learning 672%* | TOI** | 754%* 1 818+
5.Motivation and Engagement in Al-Gamified| 682** | 763** | 755%* | 818%* 1

Learning

To examine the mechanism by which the perception of Al influence
and gamification tools affects the development of students’ self-regulation, a
mediation analysis was conducted using the PROCESS macro (Model 4, Hayes,
2022). The perception of Al influence (Impact) was treated as the independent
variable, self-regulation level (Self) as the dependent variable, and academic
motivation (Motiv) as the mediator. The analysis employed a bootstrap procedure
(5,000 resamples, 95% confidence interval), allowing for the assessment of the
robustness of the indirect effect.

The results (Figure 2) indicated that the perception of Al influence had a
strong and statistically significant effect on motivation (B =0.7628, SE = 0.0334,
p <.001), accounting for approximately 67% of its variance (R? = .6697). In turn,
motivation significantly predicted self-regulation (B = 0.4753, SE = 0.0732, p
<.001), even when controlling for the effect of Impact. The direct effect of Al
influence on self-regulation, controlling for motivation, remained significant (B
=0.4316, SE = 0.0682, p < .001), indicating partial mediation. The total effect
of Al influence on self-regulation, without accounting for the mediator, was also
highly significant (B = 0.7941, SE = 0.0422, p < .001), and the overall model
explained 63.85% of the variance in self-regulation scores (R* = .6385).

The indirect effect via motivation was statistically significant (ab = 0.3626,
BootSE = 0.0714, 95% CI [0.2372, 0.5180]), confirming the presence of a
mediating pathway. The proportion of mediation indicated that approximately
46% of the total effect of AI perception on self-regulation is mediated
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through motivation. These findings suggest that motivation serves as a critical
psychological mechanism through which Al and gamification practices influence
the development of students’ autonomous behavior.

Mediation model: Impact - Motivation — Self-Regulation

Impact of Al Motivation
(Impact) (Motiv)

c' = 0.4316
(p < .001)

Self-Regulation
(Self)

Indirect effect (ab) = 0.3626
95% CI [0.2372, 0.5180] Model R2 = 0.6385
Percent mediated = 45.7%

Figure 2 — Mediation model of the effect of Al perception on self-regulation
through motivation

Discussion

Recent studies have highlighted the transformative impact of artificial
intelligence (AI) on language education, particularly in assessment and
instructional design. Alametal. [2], for instance, examined the role of an Intelligent
Computer-Assisted Language Assessment system and its influence on teachers’
professional characteristics such as pedagogical immunity, reflective practice,
job satisfaction, and persistence in L2 instruction. Their findings demonstrated
that Al technologies substantially reshape the pedagogical environment, affecting
teachers’ resilience and professional well-being. Although their research focuses
on the teaching perspective, it underscores a broader trend of transformation
within language education driven by Al integration.

Building on this context, the present study shifts attention toward a learner-
centred application of Al—exploring the potential of personalised Al-supported
gamified scenarios to foster learner autonomy, engagement, and effectiveness
in foreign-language learning. The literature indicates that Al can function
as a virtual tutor, adapting to learners’ proficiency levels, learning styles, and
pacing preferences [3, 4]. Gamification, in turn, has been widely recognised
as an effective strategy for enhancing motivation, cognitive engagement, and
sustained interest in learning [5, 6]. However, the combined application of
Al-driven personalisation and gamified learning remains a relatively new and
under-researched area, especially regarding its contribution to developing learner
autonomy.

Al is not merely a tool for automation; it directly influences the emotional-
motivational dimension of learning. When integrated with pedagogical supportand
gamified environments, Al can be considered a potential catalyst for supporting
autonomy, engagement, and academic success from the learners’ perspective [7].
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Contemporary meta-analyses confirm that intelligent learning and assessment
systems significantly improve students’ performance across receptive and
productive language skills, while simultaneously strengthening their cognitive
and behavioural engagement [8]. Moreover, adaptive and personalised learning
systems remain among the most promising directions of Al implementation in
higher education [9].

The emergence of next-generation Al tools such as ChatGPT has further
revolutionised language learning, enabling unprecedented levels of personalisation
in the educational process [10]. As Lo, Yu, Xu et al. emphasise, ChatGPT use
in ESL/EFL contexts enhances learning motivation, expands opportunities
for self-directed learning, and strengthens pedagogical support. Nevertheless,
these authors also highlight potential challenges—such as misinformation, data
privacy risks, and academic dishonesty—necessitating ongoing research into
pedagogically sound and ethical Al integration. These insights substantiate the
need to explore new instructional models, including Al-supported gamified
learning scenarios, as instruments for fostering learner autonomy.

The results of the Pearson correlation analysis revealed strong and
statistically significant relationships among all five constructs of the model—
goal setting and planning, self-regulation, use of digital tools, perceived impact
of Al and gamification, and motivation (» = .652—.818, p < .01). The strongest
association was observed between the perceived impact of Al/gamification and
motivation (» = .818, p < .001), supporting the assumption that motivational
mechanisms play a central role in learners’ positive perception of educational
technologies.

To further explore these interrelations, a mediation analysis using Hayes’
PROCESS macro (Model 4; 5,000 bootstrap samples) was conducted. The
analysis tested the hypothesis that motivation mediates the relationship between
perceived Al impact and self-regulation. The results confirmed a partial mediation
effect: perceived Al impact significantly predicted motivation (B = 0.7628, p <
.001), and motivation, in turn, significantly predicted self-regulation (B = 0.4753,
p <.001). The direct effect of perceived Al impact on self-regulation remained
significant (B = 0.4316, p < .001), while the indirect effect via motivation was
also significant (ab = 0.3626, 95 % CI [0.2372, 0.5180]). Approximately 46 % of
the total effect was mediated by motivation.

These findings suggest that learners who perceive Al tools as beneficial and
meaningful tend to demonstrate higher learning motivation, which subsequently
enhances their self-regulatory capacity and autonomy. The persistence of a
significant direct effect indicates that additional mechanisms—such as cognitive
planning, organizational strategies, or the use of digital progress-tracking tools—
may also contribute to the development of autonomy.
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From a practical standpoint, the identified mechanism underscores the
importance of designing digital learning environments with a strong focus
on motivational affordances. Features such as adaptive feedback, progress
visualisation, challenge, and reward systems can strengthen intrinsic motivation,
thereby supporting self-regulation and learner independence. Motivation thus
emerges as a key mediating factor linking technological innovation to the
cultivation of learner autonomy in language education.

It should be noted that the present study is cross-sectional in design, which
limits causal inference. Consequently, the mediation model should be interpreted
probabilistically and validated in future longitudinal or experimental research.
Furthermore, the reliance on self-reported measures may introduce subjective
bias. The reliability of our results is supported by theoretical consistency with
the dispersion results, despite limitations.

The findings indicate the perceived pedagogical potential of integrating
Al and gamification in supporting the development of student autonomy. The
results suggest that students perceive Al-supported learning environments as
contributing to their self-regulation without reducing motivational engagement.

Limitations of the study

The results reported in this study do not establish a causal relationship
between the use of Al-enabled game-based learning environments and the
development of learner autonomy. They only determine students’ attitudes toward
using such environments. It is possible that students had individual differences in
their self-assessment, as the questionnaire was self-reported.

Furthermore, the study sample was limited to students from a single
university, which may limit the generalizability of the results to other educational
contexts and institutions.

The reliance on a single self-report instrument may also lead to common
method bias.

Future studies could address these limitations through longitudinal or
experimental designs. They could also include objective measures of learning
effectiveness and recruit participants from multiple universities and educational
institutions.

Conclusion

The study explored students’ perceptions of the role of Al-supported
gamified learning in fostering learner autonomy in foreign language education.
Students participating in a comprehensive survey had positive attitudes toward
Al and gamification. Self-directed learning using these tools was perceived as
motivational and engaging.

Correlation and mediation analyses confirmed that motivation partially
mediates the relationship between perceived Al impact and learners’ self-
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regulation. This suggests that Al-driven environments were perceived as
supporting learner autonomy both directly and through increased motivation.

The overall results suggest the pedagogical potential of integrating Al
and gamification to enhance motivation and self-regulated learning. Digital
transformation and feedback-enabled learning environments may support
educators in fostering students’ autonomy.
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JKEKE TYJIFAFA BEUIMJEJITEH )KACAH/Ibl AHTEJIJIEKT
KOJIJAYBIMEH OMBIH CHUEHAPUMJIEPI TIJI YHPEHY/IE
ABTOHOMMUSHBI JAMBITY KY¥PAJIbI PETIH/IE
Kynerunsaunosa T.A.!, *Apteikbacsa @.1.2, FOcymosa I T.?, Typceirosa 1.4
'Kazak XasblKapalblK KaTbIHACTAp JKOHE OJIeM TUIAep] YHUBEPCUTETI,
Anmarel, Kazakcran
*249K.A. Tomenes arbiniarbl yausepeuteti, [IsivMkent, Kazakcran
3X.A.SlccaBu arTbiHAarbl XalbIKapasiblK Ka3aK-TYPK YHUBEPCHUTETI,
Typkectan Kazakcran

Anparna. Makamana xacanael  uHTeUieKT (OKW)  kommayeimen
MepPCOHAIaH/IbIPbIIIFAH ONBIH CLIEHAPUIIEPIH IIET TUTIH OKBITY/Ia OKYIIBIHBIH
ABTOHOMMSICBHIH  JIaMbITyFa MaijalaHy MYMKIHIIKTEpl KapacThIpbUIabl.
3eprreymin  Makcatel — KW MeH TeMMHUUKANMSIHBIH CTYACHTTEPAIH
MOTHUBAIMACHIHA, ©31H-031 PETTEyiHE KOHE OeJICEH 1 KAaThICYbIHA OCEPIH aHBIKTAY,
COHJIaii-aK OJapJbIH TOYEJICI3 OKyFa THIMAUTITIH Oaranay. FeuteiMu moni — XK
MEH OMBIH TEXHOJIOTHsUIapbIH O11iM Oepy ylepiciHe O1piKTipy/AiH Me1arorukaibiK
OJIeyETIH HEri3/ey, MPAKTUKAIBIK MOHI — OCBI KYpaJAap/sl MIET TUTIH OKBITYAA
KOJIJJaHy YUIIH 9jicTeMeNiK ycblHbIcTap o3ipieyae. 3eprrey JK.A. Tamenos
aThIHJAFBl YHUBEPCUTETTIH «EKi MIET TIH OKBITY MYFAIIMJIEPIH Iaspiay»
Oarmapiamachl OOMbIHIIIA OKUTBIH 259 CTyIEHT apachlHla CaHJBIK cayaiHama
apKbLIbl SMIUPHUKAIBIK Typae yprizuial. CayanHama 25 MyHKTTEH TYpbII, 6ec
TaKBIPBINTHIK OJIOKKA OeJiHreH: udpisIK xoHe KU KypangapsIMeH Makcar KO
YKOHE KOcTapJay, 031H-031 PETTey )KoHE OKY YHBIMAACTBIPY, HU(PIBIK Kypayiaap
MeH KU konnany, )KU MeH reiMupuKaUsiHBIH OKyFa oCepl, MOTHUBAIIUS KOHE
oencenninik. Jlepexkrepai Tanmay crynentrepaid XKW Men reitmudukanusabl oH
KaObUTIANTHIHBIH, aBTOHOM/IbI OKY/IBIH HETI3I1 acleKTiIepl apachlHAa >KOFaphbl
KOppensius Oap €KEeHIH KOpPCEeTTl; MeAuaTopyiblK Tanmay mortuBamus JKU-
HBIH ©31H-631 peTTeyre JcepiH ilIiHapa JeNJalIbIK *KAcalUThIHBIH AHBIKTAIbI.
Hotwxkenep cTymeHTTEepAiH KacaHIbl WHTEUIEKT TI€H TreiMU(UKAIUSIHBI
OIpIKTIpy/Al OKYIIbl aBTOHOMHSCBHIH, MOTHBALMSCBIH JKOHE OKYy Y/AepiciHe
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KATBICYbIH KOJIJANTBIH (aKTOp peTiHle KaObUINaWThIHBIH KepceTel, OyJl mieT
TUT1H OKBITYIBIH HU(PIIBIK )KOHE ePCOHANIaHIbIPbUIFaH SICTEMECIH JaMbITyFa
MYMKIHIIK Oepeni. [IpakTukanblk MoHI — ajJblHFaH HOTHXKeNepAl OutiM Oepy
OarmapiiamManapbif, TUQPPIBIK KypcTap MEH 9/IICTEMENTIK YCHIHBICTAPIbI 931pIiey/ie
CTYJIEHTTEP1H aBTOHOMUSICBIH apTThIPY YIIIH KOJJIaHy MYMKIHAITIHAE.

Tipexk ce3aep: acaHAbl MHTEUIEKT, TeWMU(UKALNSA, OKYUIbIHBIH
ABTOHOMMSICBHI, MOTHBAIIMS, ©31H-031 pETTEeY, LT TUIAEPl, HUPPIBIK OKBITY

MNEPCOHAJIM3UPOBAHHBIE UTPOBBIE CHEHAPUU C
MOJJIEPKKOM NICKYCCTBEHHOI'O HHTEJJIEKTA KAK
HMHCTPYMEHT PABBUTHUSI ABTOHOMUU B UBYUEHUMU A3BIKOB
KynerunsaunoBa T.A.!, *Apteikbaesa @.1.2, FOcynosa I T.}, TypceiroBa I 1.*
'Kaz3YMOuMJI nm. A6Gsinaii xana, Anmarsel, Kazaxcran
*24Yuuepcuret umenn JK.A. Tamenesa, [lpimkenTt, Kazaxcran
SMexIyHapOHbII Ka3aXCKO-TYPELKUH YHHBEPCUTET HMEHH
Xomxu Axmera fccasu, Typkecran, Kazaxcran

AHHoTanusi. B cratbe paccmarpuBaeTcsl MOTEHLHMAT HCIOJIb30BaHUS
[EPCOHATU3UPOBAHHBIX WUIPOBBIX CIIEHAPUEB C MOJAECPKKONM HCKYCCTBEHHOTO
unremiekta (UMW) nana pa3Butus aBTOHOMUM OOYYaIOIIUXCS B HW3YYCHUH
WHOCTPaHHbIX A3bIKOB. llens wuccnenoBanuss — BbIABUTH BiaugHue MW u
reMu@uKany Ha MOTUBAIIUIO, CAMOPETYIISILIMIO U BOBJICYEHHOCTh CTY/IEHTOB, a
TaK)K€ OLIEHUTh UX 3P (PEKTUBHOCTD ISl caMOCTOATENbHOTO 00yueHus. Hayunas
3HaYMMOCTh pabOoThI 3aKJII0YaeTCsl BOOOCHOBAHUU M€1arOrMueckoro noTeHIuana
uHTerpauu MM u urpoBbIX TEXHOJOrUMMl B 00pa3oBaTelbHBIN Ipolecc, a
IpaKTHYecKasi — B pa3pabOTKe METOAMYECKUX PEKOMEHIAINM /Ui IPUMEHEHUs
9TUX UHCTPYMEHTOB Npu OOy4YEeHHMM WHOCTPaHHBIM s3blkaM. lccienoBanue
MIPOBEJICHO AMIMPUYECKU Ha 0a3e KOJIMYECTBEHHOro orpoca 259 cTyaeHTOB
nporpaMmsl «IloaroroBka yunrenei 1ByX HHOCTPaHHbBIX S3bIKOB)» YHUBEPCUTETA
nMmenn JK.A. TameneBa. AHKeTa BKIIIOYana 25 IYHKTOB, CIPyIIIMPOBAHHBIX
[0 MATH TEeMaTUYeCKUM OJOKaM: I[IOCTAaHOBKAa ILieJeil M IUIaHWPOBAHUE
¢ mudppoBeiMu u HWU-uHCTpyMEeHTaMM, CcaMOpEryisuus W OpraHU3aLUs
oOyueHusi, ucnonb3oBanue Luppossix uHCTpymMeHtoB u UMW, Bousaune MU un
reiiMudukany Ha oOydyeHHe, MOTHBAIMS U BOBJICUEHHOCTh. AHAJIN3 JTAaHHBIX
[oKa3aj IMOJIOKUTENbHOE Bocnpusitue cryaeHtramu WU u relimuduxanuu,
BBICOKYIO KOPPEJISLIMIO MEX/1y KIIOUEBbIMH aClIeKTaMU aBTOHOMHOI'O 00y4€eHus,
a MeIMaTOPHbIN aHaJIU3 BbISIBUII, YTO MOTUBAIMS YAaCTUYHO MEIUUPYET BIUSHUE
NU na camoperynsumio. Pe3ynbraTsl HCCIIEIOBAHUS MTOKA3BIBAIOT, UTO CTYIAEHTHI
BOCIIPUHMMAIOT HMHTETPAIMI0 TEXHOJOIMM HCKYCCTBEHHOIO HMHTEIUIEKTa U
reiimudukanm Kak GakTop, CnocoOCTBYIOIUN PA3BUTHIO CAMOCTOSTEILHOCTH,
MOTHBALIUU U BOBIEYEHHOCTH B NPOLIECC O0YUEHHUS, YTO OJACPKUBAET PA3BUTHE
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METOJI0JIOTHH U(DPOBOTO M MEPCOHATU3NPOBAHHOTO OOyUYEHUS WHOCTPAHHBIM
s3pikaM. [IpakTrueckoe 3HadeHHWE pPaOOTHl 3aKIIOYAeTCI B BO3MOXHOCTH
WCIIONIb30BAaHUSl TOJIYYEHHBIX JIaHHBIX NpU pa3paboTke 00pa3oBaTEIbHBIX
nporpamm, U(PPOBLIX KypCOB U METOAMYECKUX PEKOMEH AN, HAITPaBICHHBIX
Ha pa3BUTHE ABTOHOMHUH CTYAECHTOB B YCJOBHSIX LHU(PPOBOM TpaHchopmanuu
BBICIIIETO OOpPa30BaHUA.

KuioueBble ¢j10Ba: MCKyCCTBEHHBIN MHTEIUIEKT, TeMMHU(UKAIIHSI, aBTOHO-
MU O6yanOHIHXC$I, MOTHUBalLlUA, CaMOPEryidnusi, HWHOCTPAHHBIC A3BIKH,
uudpoBoe oOyueHne
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