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Abstract. Modern education is undergoing a phase of profound digital
transformation, which is particularly acutely felt in the humanities. In this
context, folklore—as an essential part of a people’s cultural memory—requires
new, technologically informed forms of teaching. The aim of the present
study was to conceptualise and determine methodologically grounded ways to
integrate digital technologies into the process of studying folklore, allowing not
only the preservation of its rich content but also enhancing its accessibility for
contemporary learners.

The study draws on an analysis of contemporary research and pedagogical
practices from 2021-2025, encompassing both domestic and international
experience. Particular attention is paid to solutions that organically combine
traditional content with new educational formats. This approach allows one to
consider digitalisation as a pedagogical enhancer rather than a substitute, i.e., as
a tool for amplifying traditional forms of cultural transmission.

The results demonstrate that the use of multimedia archives, interactive
platforms, game-based technologies, digital storytelling, as well as tools of
augmented and virtual reality, reshapes the instructional environment. These
methods produce significant pedagogical effects, including enhanced engagement
and perceptual enrichment.

The practical significance of the research lies in the fact that the proposed
approaches can serve as the basis for curricula, courses and digital educational
resources, and can also be applied in teacher training. The scientific contribution
of this work is the formation of a holistic concept of digital folklore teaching that
can be adapted to different educational levels and cultural contexts.
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Introduction

Folklore represents an extremely important stratum of spiritual culture,
personifying the wisdom of the people and the continuity of generational
traditions. It constitutes a significant factor in reinforcing cultural identity and
the moral values of society [1]. However, in the modern world there is a decline
in young people’s interest in traditional folk culture, largely due to the influence
of the digital environment and changes in forms of leisure. Therefore, the task of
education is to find new effective approaches to teaching folklore that can engage
the new generation and support cultural continuity.

One of the current trends in pedagogy is the digitalisation of the educational
process. The transition to “digital learning” has become part of the state policy
of many countries, including Kazakhstan. Many researchers note that turning to
folk culture through modern technologies acquires particular significance under
conditions of globalisation. Foreign experience shows that the latest digital tools
can be successfully used to facilitate intergenerational cultural transfer to the
younger generation. For example, the introduction of interactive digital archives
of fairy tales and legends facilitates the study of native language and culture in
schools. In the countries of Southeast Asia, projects have been created to digitise
folk literature and incorporate it into education, which strengthens students’
engagement with folklore content. At the same time, a number of studies
emphasise the need for methodological reflection on this process—specifically
how to integrate digital resources so as not to lose the authenticity of folklore and
to ensure pedagogical effectiveness [2].

Digital educational resources (DER) are understood as electronic materials
designed to support and organise the learning process, including multimedia
content, interactive assignments, and digital platforms that enable communication
between teachers and students. Contemporary research emphasises that DER
combine informational content, interactive elements, and technological platforms,
thereby increasing flexibility, accessibility, and personalisation of education.
Within this conceptual framework, digital tools in folklore teaching can be
analysed not merely as technological additions, but as structurally organised
educational resources [3].

A systematic trend analysis of digital technologies in heritage education
conducted by Vargas Arteaga et al. demonstrates a steady increase in scholarly
attention to immersive and interactive tools, including augmented reality, 3D
modelling, artificial intelligence, and virtual museum environments. The authors
emphasise that digital technologies are increasingly used not only for preservation
purposes but also for creating participatory and experience-based learning models
in both formal and informal educational settings [4].

In Kazakhstan, the implementation of the “Digital Kazakhstan” programme
and strategic initiatives in the field of education underscores the need to

Series “PEDAGOGICAL SCIENCES” Ne 2 (81) 2026 509



Kaldybay B.N., Daribaev S.D., Baimakhan S. N., Baymakhanova G.K.

introduce modern information technologies into the learning process. Folklore,
as a humanities discipline, requires new approaches that would allow traditional
forms of transmitting cultural experience to be combined with modern digital
means. Innovative pedagogical technologies are seen as a key component of
modernising the educational process aimed at training competitive specialists in
the digital society [5].

Thus, the relevance of this research is driven by a social demand for
new methods of teaching folklore in the context of the digital transformation
of education. The study contributes by systematising contemporary innovative
approaches and examining their pedagogical roles in folklore education. The
aim of the study is to determine pedagogically grounded ways of using digital
educational resources in folklore teaching and to synthesise the best domestic
and foreign experience in this area. To achieve this aim, the following objectives
were set:

-to analyse recent literature (2021-2025) devoted to digital technologies in
humanities education;

-to identify the main types of digital resources used for the preservation
and teaching of folklore;

-to assess the pedagogical effect of implementing these innovations;

-to formulate recommendations on the use of digital tools in the study of
folklore in educational institutions.

The scientific novelty of the present study consists in the development of
a structured pedagogical framework for the integration of digital educational
resources specifically within folklore instruction. Unlike general studies on
educational digitalisation, this paper systematises digital technologies according
to their functional pedagogical roles (illustrative, interactive, immersive, and
adaptive) and analyses their impact on the preservation of cultural authenticity
in humanities education. Furthermore, the study conceptualises digital folklore
teaching not merely as technological enhancement, but as a culturally sensitive
model that balances innovation with tradition, taking into account linguistic
context, infrastructural disparities, and teacher preparedness. In this regard,
the article contributes an analytically grounded model for the methodological
integration of digital tools in folklore education, applicable to diverse educational
levels and cultural settings.

Materials and Methods

Theresearchisbased onareview of current scholarly works and acomparison
of various pedagogical approaches. The analysis focused on publications from
2021-2025 that reflect modern trends in the digitalisation of education and
methodologies for teaching folklore. To ensure content representativeness,
fifteen sources were included in the sample — this made it possible to take into
account both Kazakhstani experience and foreign practices demonstrating the use
of digital technologies in the humanities.

The methodological foundation of the study combines several analytical
techniques (Scheme 1).
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Content Analysis Comparative Approach Descriptive hMethod
Identification of key ideas and Comparison of national and Generalisation of specific
pedagorical dbl::l:l:,rﬂﬂs related to mternational practices, pedaposical scenarios and
the intesration of digital wlentification of both commen documentation of characteristic
resources into folldore teaching. trends and differences in features of technol
approaches to the use of digital implementation in the
tools. educational process.

Scheme 1 - Research methods

The results of the analysis were systematised into five thematic blocks
reflecting the most persistent directions of digital innovations in folklore teaching:

- multimedia resources;

- game-based and interactive methods;

- digital storytelling space;

- augmented and virtual reality technologies;

- application of elements of artificial intelligence.

This structure provided a conceptual framework for analysing the
pedagogical implications of digital innovations in folklore teaching.

The present research was designed as a theoretical-analytical review. It
does not involve original empirical data collection, experimental procedures,
surveys, or statistical analysis. The study is strictly limited to the examination
and systematisation of published scholarly sources.

The selection of materials was based on two main criteria: (1) relevance to
digital technologies in humanities education and (2) direct connection to folklore
teaching practices. Priority was given to peer-reviewed publications from 2021—
2025 in order to reflect contemporary trends in the digital transformation of
education.

Therefore, the conclusions presented in this article are conceptual and
analytical in nature and are derived exclusively from comparative and content
analysis of existing research.

Results

Use of multimedia and digital archives to visualise folklore. One of the
earliest directions in integrating ICT into folklore teaching has been the creation
of electronic resources that allow folk works to be visualised and voiced. Today,
digital archives of fairy tales, bylinas, and epics are available as audio and
video recordings, e-books, and online libraries. Using these in lessons makes
acquaintance with folklore pedagogically more perceptible. For example, in
Russia, multimedia educational guides have been developed in which folk songs
and tales are presented with audio recordings and video segments; students can
listen to performances of epic songs and watch fragments of national rituals, which
broadens interpretative perception [6]. This approach facilitates immersion in the
atmosphere of tradition, thereby strengthening deeper perceptual involvement.
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Kazakhstaniresearchers alsonote the effectiveness of multimediain studying
native folklore. A.T. Myrzakhmetova and A.M. Zhalalova report a positive
experience using audio and video materials of Kazakh folklore in secondary
schools, which strengthens perceptual involvement and helps them more deeply
understand the spirit of their people [1]. Folklore is rich in oral creativity—songs,
kui pieces, tales—and their digital recording allows these works to be preserved
and made accessible to a wide youth audience. Pyryazeva’s study confirmed that
showing students video recordings of folk festivals and listening to traditional
melodies enhances learner engagement with folklore materials and awareness of
its value [6].

Moreover, digital collections of written and printed folklore sources (tales,
legends, proverbs), digitised archives of rare books and expedition materials,
represent tremendous value for education. For example, B.S. Abzhet undertook
work to catalogue Kazakh fairy tales preserved in manuscript archives and
substantiated the scholarly significance of publishing them for further use in
teaching [7]. The availability of such sources via the Internet and electronic
libraries provides teachers with rich material for lesson preparation, and offers
students the opportunity to independently acquaint themselves with folk
creativity. Thus, multimedia presentations and digital archives provide audio-
visual accompaniment to the study of folklore, enhancing instructional receptivity.

Interactive platforms and game-based technologies. A second important
direction of innovation has been the introduction of interactive forms of learning,
including game-based learning. The younger generation is accustomed to
interactive engagement in a digital environment, and educators leverage this
by creating educational games, quizzes, and quests based on folklore. Game-
based learning technologies (edutainment) make mastering the material an active
creative process in a competitive or team format.

Practical examples include the creation of online quizzes on the content
of folk tales and myths, where students compete in their knowledge of folk
characters, proverbs, and traditions. Quest games are also popular: for instance,
students are offered a series of tasks in a digital environment related to a folklore
plot (solving riddles, collecting virtual cultural artefacts, etc.). Educators note
that gamification intensifies active participation: competitive spirit and elements
of adventure motivate children to study folklore material more actively [1]. A
study by Indonesian authors Sihombing et al. (2021) showed that incorporating
local Batak legends in the form of game tasks in English lessons strengthened
student interest and improved vocabulary acquisition [8].

Interactive online platforms for studying culture are also gaining popularity.
In Kazakhstan, educational portals and applications are appearing where content
on national folklore is collected with features for commenting, discussion, and
exercises. Such platforms combine the functions of a library and a social service,
allowing schoolchildren not only to read or listen to folklore works but also to share
impressions and complete creative assignments (for example, draw an illustration
for a tale, compose a continuation of a story, etc.). These platforms correspond
to constructivist principles—the student becomes a co-author of the educational
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content. Experts believe that interactivity in studying folklore develops students’
critical thinking, communication skills, and teamwork abilities [9].

Podcasting and school radio technologies also deserve mention. As E.N.
Pyryazeva notes, having students create their own podcasts based on folklore
plots is an effective project-based learning method. In one project, upper-grade
pupils recorded radio programmes devoted to analysing a Russian folk song,
selecting their own sound effects and music and thereby acquiring audio-editing
skills [6]. This not only immerses them in the material, but also cultivates technical
abilities needed in the modern world. Similarly, recording video clips (staging
folk tales, interviewing tradition-bearers, etc.) and posting them on educational
channels promotes active cognitive involvement. Thus, interactive and game-
based methods make the study of folklore dynamic, personally meaningful, and
oriented towards the students’ own active involvement.

Digital storytelling and creative projects. Digital storytelling has proven
to be a powerful pedagogical tool, especially in the humanities [10]. Its essence
lies in students creating a multimedia story themselves, combining text, images,
sound, and video. In relation to folklore, storytelling allows a folk plot or motif
to be embodied in one’s own creative form and media environment. For example,
students might be asked to devise a modern interpretation of a well-known tale
and present it as a video clip or a narrated slide-show. Alternatively, they could
create an electronic comic book based on an epic. As a result, learners do not
passively consume material but become its reconstructors, which significantly
deepens their understanding of the content and context of folklore.

Empirical evidence supporting this approach is provided by Karantalis
and Koukopoulos, who demonstrate that digital storytelling, grounded in
constructivist learning theory, enhances student engagement and fosters
collaborative knowledge construction in literature classes. Their findings indicate
that digital narration enables learners to reinterpret traditional narratives through
multimedia formats while maintaining their cultural meaning [11].

Modern studies confirm the effectiveness of digital storytelling. According
to Yuan Liu (2025), the use of narrative methods in a digital environment helps
build a holistic educational ecosystem where technology serves learning goals
and students and teachers interact as co-creators of knowledge [12]. In our
context, the teacher guides students in creating a story, advising on content (the
meaning of the folklore plot) and form (technical aspects of multimedia), but
the main decisions and creative work are carried out by the students themselves.
For example, in practice during extracurricular clubs, children filmed their
grandparents telling stories about traditions, added photographs of family
heirlooms, and used national melodies as background music—thus creating
digital stories that connect generations. This not only teaches folklore but also
instils respect for native culture and family values.

Another format of creative project is the creation of multimedia presentations
or websites about folklore. A group of students might prepare, for instance, an
interactive website “Epic of the Kyrgyz People,” where the pages feature journey
maps of heroes, an illustration gallery, audio fragments of kyui melodies, and
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so on. Such a project requires students to research sources, select materials,
and write texts—thereby deepening their knowledge of the topic. Experience
shows that participation in such digital projects enhances students’ ICT skills
while simultaneously strengthening their emotional connection to their national
heritage [9].

Importantly, digital creativity can be interdisciplinary. For example,
Indonesian scholars Karmadi et al. involved folklore (legends about animals
and plants) as a means of teaching biology—students created digital stories that
explained concepts of biodiversity through folk tales. The results showed an
enhanced engagement in the subject and improved retention of material. This
testifies to the broad potential of digital storytelling and projects at the intersection
of disciplines.

Augmented and virtual reality technologies. One of the most modern and
high-tech tools has been the use of AR (augmented reality) and VR (virtual
reality) to recreate folklore worlds. Augmented reality allows digital objects to
be overlaid on the real-world view through a smartphone or tablet camera. For
educational purposes, AR applications have already been created that animate
characters of folktales or display 3D models of cultural artefacts. For example,
using AR images, children can see an “animated” Er Tostik or Kyz Zhibek appear
in the classroom by pointing a camera at a special marker [9]. Such interactive
visual effects make a strong impression and render acquaintance with folklore
more playful and memorable.

Virtual reality offers even broader possibilities for full immersion. With
VR goggles, students can find themselves inside a virtual world of a Kazakh
aul or a medieval castle—depending on the setting of the work being studied.
International experience demonstrates the effectiveness of VR in teaching
elements of folklore: for instance, an experiment in Indonesian schools using
folklore-themed VR content showed an increase in students’ critical thinking
and engagement [13]. In Kazakhstan, similar projects are only beginning to
develop, but there have been initial successes. Research by Abidin and Nurhuda
(2022) described the development of a mixed reality (MR) application for
learning Indonesian folklore, which received high expert evaluations for content
quality and technology. This product was deemed suitable for use in primary
school—children, through MR technology, became acquainted with a folktale by
observing its characters and scenes in a combined real/virtual format, which was
rated “very good” on all parameters [9]. This experience is encouraging for the
creation of similar projects for Kazakh folklore.

It should be noted, however, that implementing AR/VR requires the
availability of technical equipment (mobile devices, VR headsets) and
methodological developments. For such technologies to be effective, the teacher
must themselves be proficient in using them and capable of integrating them
into the lesson plan. Nevertheless, AR/VR technologies possess substantial
pedagogical potential: they can make folklore lessons truly captivating and
produce an immersive learning effect, thereby facilitating deeper cognitive
assimilation. Moreover, AR can serve as a bridge between generations—through
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trendy technologies, the young generation is introduced to the wisdom of their
ancestors.

Application of artificial intelligence (Al). Inrecent years, the role of artificial
intelligence in education has also been a topic of discussion. In the context
of folklore, Al can be applied, for example, in automatically generating fairy
tales, adapting texts to a student’s level, or creating intelligent tutoring systems.
This is so far the newest and least explored direction, but the first projects have
already appeared. An innovative system for teaching Kazakh fairy tales using Al
has been developed, where image recognition and natural language processing
algorithms are used to illustrate and voice fairy tale texts [14]. It is assumed
that this approach will enable personalised learning: the system can prompt the
meanings of archaic words, ask questions about the content in interactive mode,
and assess the student’s understanding of the plot. Since the project is very new,
there is not yet sufficient evidence for conclusive evaluation. Nevertheless, the
very fact of applying Al to popularise folklore points to great prospects.

Likewise, the results of the analysis showed that the use of Al technologies
and digital tools in teaching folklore not only increases the level of student
engagement, but also expands their opportunities for creative and research
activities. In particular, the use of virtual assistants, interactive games, and
automatic text analysis tools stimulates pupils’ cognitive activity and develops
their skills in critically understanding folklore plots. The analysis of the literature
indicates that Al technologies demonstrate promising pedagogical potential,
including possible effects related to learner engagement and cognitive activity.
Some studies report favourable instructional tendencies, particularly in middle
school contexts (Grades 5-7), although further empirical validation remains
necessary. As a result, the integration of digital technologies enhances the
didactic value of folklore material, making learning more flexible, interactive
and personally meaningful [15].

Machine learning algorithms are already being used to digitise and translate
folklore texts, to create chatbots that answer questions about mythological
characters, and so on. It is likely that in the near future full-fledged virtual folklore
mentors will appear—voice assistants that can tell a tale, check a student’s
retelling, or conduct a quiz adapted to the student’s level of knowledge. Such
technologies can increase the interest of the “digital generation” and provide
flexible tools for teachers.

Summing up the results, a summary table of the identified innovative
methods and their pedagogical effects has been compiled (Table 1):

Table 1. Main innovative methods and their role in folklore teaching
(compiled by the author based on the literature review).

Direction of innovation | Examples of tools Pedagogical effect
Multimedia and digital | Audio/video recordings | Illustrative clarity, emotional
archives of folklore, electronic | engagement [5]

collections
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Interactive  platforms |Online  quizzes,  quests, | Engagement through interactive
and games mobile applications participation [1]
Digital storytelling and | Student-created video | Creative understanding, development
podcasts projects, audio story | of ICT skills [5]
recordings

Augmented and virtual | AR applications, VR | Immersive learning effect, perceptual-
reality (AR/VR) simulations of folklore scenes | cognitive involvement [§]
Artificial  intelligence | Interactive ~ Al systems, | Personalisation of learning, new forms
(AD) storytelling chatbots (pilot) | of interaction

Discussion

The review results indicate that the use of digital educational resources
significantly enriches the process of learning folklore and opens up new didactic
possibilities. First and foremost, digital technologies enhance the visibility and
interactivity of learning. Multimedia and interactive tools serve as key means
for preserving cultural heritage and awakening the interest of the younger
generation in learning [5]. A teacher’s traditional narration or reading from a
textbook cannot always compete with the bright media content that children are
accustomed to. Therefore, the integration of video, audio, and animation makes
folklore narratives more understandable and relatable to modern students. Virtual
and augmented worlds help eliminate the distance in time: a schoolchild can
seemingly “be present” at an ancient ritual or beside an epic hero. This supports
affective engagement, which is important in folklore education alongside
knowledge acquisition [2][1].

Another important advantage of digital methods is the personalisation of
learning. The use of interactive applications and Al systems makes it possible
to tailor the delivery of material to the level and interests of a particular student.
For example, an adaptive application can offer simpler tales to those who are just
beginning to explore the genre, and more complex epics to advanced students. A
student can learn at a comfortable pace, revisit unclear points, and receive hints.
This is especially relevant in Kazakhstan’s multicultural environment, where a
class may include children with varying levels of language proficiency and prior
knowledge of folk traditions. Digital resources allow these differences to be taken
into account, making education more inclusive and effective.

It should also be emphasised that using innovative methods develops
students’ creative abilities and digital competencies. Creating projects (videos,
podcasts, presentations) on folklore requires students to be creative, to handle
information, and to collaborate with others. In this way, a competency-based
approach is realised: children do not simply memorise folklore texts, but learn to
think critically, extract meanings, and express them through modern technologies.
Such skills will be useful to them beyond the study of folklore. In addition,
participating in digital projects increases media and information literacy, which
is one of the priorities of 21st-century education. Teachers note that children
begin to appreciate the value of quality cultural content on the Internet, learn
to distinguish reliable sources from unreliable ones, and observe ethical norms
(for example, citing storytellers respectfully and indicating sources of materials).
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Thus, through studying folklore, the digital culture of students is also being
cultivated.

Despite the benefits listed, the introduction of digital educational resources
in teaching folklore is associated with a number of problems and limitations.
One of the main issues is the lack of digital content in the Kazakh language (and
other native languages). Many high-quality multimedia products are available
predominantly in English or Russian. As a result, there is a risk that students will
engage with folklore in translation, losing some of the nuances of the original.
It is necessary to create more electronic resources in the Kazakh language
specifically—audio recordings of tales, educational games with national colour,
Kazakh-language interactive libraries. A positive example is the project of
digitising Kazakh manuscript tales [1], but this is not sufficient. State support
and collaboration between IT specialists and philologists are required to develop
localised digital products.

A second serious challenge is the readiness of the teachers themselves.
Mastering innovative technologies requires certain skills and mental flexibility
from the teacher. Unfortunately, not all literature and language teachers are
confident in using ICT tools. According to observations, even when equipment
is available in schools, it is not always used effectively due to the staff’s lack
of methodological preparedness. Therefore, in parallel with introducing digital
resources, it is necessary to organise training and professional development for
teachers. In the curricula of literature courses, attention should be given to digital
teaching methods for humanities, with analysis of concrete lesson examples
using multimedia, games, and projects. Teachers must clearly understand the
pedagogical purpose of using a given digital tool, rather than using technology
for its own sake. Only in this case will innovations truly improve the quality of
education, rather than remain a one-off flashy technique.

Another problem is technical provision and infrastructure. Using VR
or computer games in the classroom requires modern equipment, high-speed
Internet, and appropriate software. This is easier in urban schools, whereas rural
schools may lag behind. Efforts must be made to equalise technical equipment
and to seek budget-friendly solutions (for example, using students’ smartphones
under teacher supervision for AR applications if special devices are lacking). It
is also important to remember cybersecurity and to regulate children’s use of the
Internet, so that educational platforms remain a truly learning environment.

Finally, the question of preserving the authenticity of folklore when
transferring it into digital form remains a matter of debate. Some specialists
fear that excessive visualisation or computerisation could lead away from the
living word and the emotional bond of “teacher—student.” Here methodological
equilibrium is required: digital resources should supplement and enrich traditional
methods, but not completely supplant live communication and storytelling. The
optimal approach is a combination of multimedia with discussions, debates, and

Series “PEDAGOGICAL SCIENCES” Ne 2 (81) 2026 517



Kaldybay B.N., Daribaev S.D., Baimakhan S. N., Baymakhanova G.K.

students’ own creative retelling. Technical means should not turn folklore into a
soulless animated product—the teacher’s task is to use them such that the soul
of the folk word is not lost but, on the contrary, shines with new facets for the
children.

Overall, the discussion shows that when applied wisely, innovative methods
can solve many didactic tasks: making the study of folklore attractive and relevant,
and ensuring continuity of cultural experience. At the same time, these methods
demand new competencies from teachers and support at the level of educational
policy (including funding for developing national digital content). International
experience (Ghana, Indonesia, Slovenia, etc.) confirms the universality of these
trends: around the world, educators are seeking ways to integrate digital culture
with folk traditions [1]. Kazakhstan, which has a rich folklore heritage, must
also actively move in this direction, drawing on its own research and taking into
account the best foreign practices.

Conclusion

Based on the analysis of the literature from 2021-2025, the following
conclusions can be drawn:

Digitalisation of education opens up new opportunities for popularising
folklore. Modern technologies (multimedia, interactive platforms, AR/VR,
artificial intelligence) are capable of making the study of folk art more illustrative,
dynamic, and attractive for young people [3]. This is especially important in an
era when traditional culture may be giving way to mass culture in the minds of
the younger generation.

Innovative methods can enhance pedagogical outcomes, provided they are
implemented with sound pedagogy. Prior studies report positive tendencies in
engagement and learning outcomes when such approaches are applied [1][6].
At the same time, digital tools should be applied purposefully and accompanied
by discussion and reflection, so that learning does not devolve into mere
entertainment.

Preserving national identity is a paramount aspect. In digital representations
of folklore, special attention must be paid to content in the native language,
authentic performers, and culturally appropriate design of resources. Otherwise,
there is a risk of losing some of the meanings and shades inherent in the original
folklore. Therefore, creating high-quality digital resources in the Kazakh language
(audiobooks, applications, videos) is a strategic task requiring the involvement of
the state and the academic community.

Improving teacher qualifications is a necessary condition for success.
Innovations in teaching are inseparable from teachers’ readiness to apply them in
practice. Organisational and methodological support is required—from equipping
schools with technology to conducting training seminars for teachers on new
methods. Only by combining modern tools with pedagogical mastery can the
desired results be achieved.

Overall, the integration of digital technologies into folklore instruction
represents an effective mechanism for supporting heritage transmission among
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younger generations. Digital educational resources give traditional content a new
form without changing its essence, thereby creating a bridge between the past and
the future. Folklore, augmented by the capabilities of the 21st century, continues
to fulfil its educational mission: to transmit the wisdom of the ancestors, shape
worldviews, and enrich the spiritual world of the individual. Further research in
this area could be directed towards experimentally confirming the effectiveness
of specific digital methods, developing methodological recommendations for
schools, and undertaking interdisciplinary projects at the junction of folklore,
linguistics, and computer science. This will help to implement innovative
approaches even more successfully and ensure the continuity of the living
tradition in the digital age.

REFERENCES
[1] Meip3axmeroBa A. T., XKananosa A. M. Metoanka oOyuenus poiapkiopa
B cpeaneit mkone // Bectauk KazHY. Cepust: ¢unonormyeckas. — 2023, —

T. 191, Ne 3. — C. 208-214. https://doi.org/10.26577/EJPh.2023.v191.13.ph20

[2] Kamapora A.b., MeipzaxmeroBa A.T., Kanasibaesa P.T. CoBpemeHHBIC
TEXHOJIOTHH W METOJOJIOTHUECKUE aCIeKThl 00ydeHHs (POIBKIOPY B BBHICIICH
mikonne // Bectnuk KasHIIY umenu Abas. Cepus: [lenarormyeckue Hayku.
— 2025. — Ne3 (87). — C.303-311. DOI: https://doi.org/10.51889/2959-
5762.2025.87.3.027

[3] VmmoBa A. II. Hudpossie oOpa3oBaTesbHbIE PECYpChl B CHCTEME
coBpeMeHHoro oOpasosanus // International Journal of Humanities and Natural
Sciences. — 2024. — T. 10-4 (97). — C. 218-221. — DOI: 10.24412/2500-
1000-2024-10-4-218-221.

[4] Vargas Arteaga J., Gravini-Donado M. L., Zanello Riva L. D. Digital
Technologies for Heritage Teaching: Trend Analysis in New Realities //
International Journal of Emerging Technologies in Learning (iJET). — 2021. —
Vol. 16, No. 21. — P. 132—-148. — DOI: 10.3991/ijet.v16i21.25149.

[5] Kaldybay B.N. Modern Methods of Teaching Folklore Using Digital
Tools // Journal of International Turkic Research (INTURE). — 2025. — Vol. 4,
No. 1. —P. 88-94. https://doi.org/10.29228/inture.30

[6] IMupsizeBa E.Il. I{udpoBeie TEXHOJIOTHU B OCBOCHHH IIKOJIHHUKAMHU
(donbkiopa / Marepuansl MexayHap. koHG. «IPPeKTUBHOE HCTOIB30BAHHE
HAyYHO-TEXHUYECKOTO IOTEHIMAla B YCIOBUSAX HHU(POBON IMBIIU3AIII.
Cexnus negaroruku. — 2021. — C. 1-5.

[7] Aoxer B.C. Komxaz0a KopmapblHAa CaKTaJFaH Ka3aK epTeriiepiH
TI3IMIe aiy, >KapHusulay/iblH FUIBIMH MaHBI3IbUIBIFBL // SIcayy YHUBEPCUTETIHIH
Xabapmbichl. — 2021, — Ne 3(121). — b. 7-15.

[8] Sihombing D.L., Lubis B.N.A., Simbolon A. The Revitalization of Aek
Sipitu Dai Batak Toba Folklore into Teaching Materials in English Subject for
Junior High School // English Teaching and Linguistics Journal (ETL1J). —2021.
—Vol. 2, No. 1. - P. 112-121.

[9] Abidin Y., Nurhuda T. Mixed Reality (MR) in Folklore Learning //
Proceedings of the 3rd International Conference on Educational Science and

Series “PEDAGOGICAL SCIENCES” Ne 2 (81) 2026 519



Kaldybay B.N., Daribaev S.D., Baimakhan S. N., Baymakhanova G.K.

Teacher Profession (ICETeP 2021). Atlantis Press. — 2022. — P. 62—69. DOI:
10.2991/978-2-494069-19-0_8.

[10] Azim S. The Power of Digital Storytelling: How Technology Navigated
Folklores during the Pandemic // Global Media Journal — Indian Edition. — 2022.
— Vol. 14, Issue 1. —P. 1-33. — ISSN 2249-5835. — URL.: https://gmj.manipal.
edu/issues/July2022/The%20Power%200f%20Digital%20Storytelling%20
How%20Technology%20Navigated%20Folklores%20during%20the%20
Pandemic.pdf

[11] Karantalis N., Koukopoulos D. Utilizing digital storytelling as a tool for
teaching literature through constructivist learning theory // SN Social Sciences.
—2022. — Vol. 2. — Article 109. — DOI: 10.1007/s43545-022-00412-w.

[12] Liu Y. Immersive digital storytelling to understand the new learning
ecosystem: the revised concentric circles model // Smart Learning Environments.
—2025. - Vol. 12, Article 39. — P. 18 DOI: 10.1186/s40561-025-00398-x.

[13] Herdiawan R.D., Afrianto A., Nurhidayat E., Nurhidayah Y., Rofi’1 A.
Folklore-based virtual reality as a teaching media in the secondary school viewed
from its implication and multimodal aspects // International Journal of Language
Education and Culture Review. — 2023. — Vol. 9, Ne 1. — P. 85-96. — DOI:
10.21009/ijlecr.v911.37646.

[14] Kaldybay B. N., Daribaev S. D. Ways of Teaching Kazakh Fairy Tales
through Artificial Intelligence // Bulletin of Toraighyrov University. Philology
Series. —2025. —No. 2. —P. 198-210. — https://doi.org/10.4808 1/TBMD2884

[15] OcmanoB E. T., XKernuco E. XK. Opra mMexrente (OIbKIOPIIBIK
HIblFapMaiapbl )KacaH bl HHTEJUIEKT apKbLIbl OKBITY djicTemMeci (5—7 ChIHBII)
/I Bectauk KasHITY umenu Abas. Cepust: [lenarornueckue Hayku. — 2024. —
Ne 4 (90). — C. 84-88. — DOI: 10.51889/2959-5657.2024.90.4.012.

REFERENCES

[1] Myrzakhmetova A. T., Zhalalova A. M. Metodika obucheniya fol'klora
v sredney shkole [Methodology of teaching folklore in secondary school] //
Vestnik KazNU. — 2023. — Nel191(3). — S. 208-214. https://doi.org/10.26577/
EJPh.2023.v191.i3.ph20 [in Rus.]

[2] Zhaparova A. B., Myrzakhmetova A. T., Kaldybaeva R. T. Sovremennye
tekhnologii 1 metodologicheskie aspekty obucheniya fol'kloru v vysshey shkole
[Modern technologies and methodological aspects of teaching folklore in higher
education]. Vestnik Abai KazNPU. Seriya: Pedagogicheskie nauki. — 2025.
— Ne87(3) — S.303-311. https://doi.org/10.51889/2959-5762.2025.87.3.027
[in Rus.]

[3] Uglova A. P. Tsifrovye obrazovatelnye resursy v sisteme sovremennogo
obrazovaniya (Digital educational resources in the system of modern education)//
International Journal of Humanities and Natural Sciences. — 2024. — 10-4(97) —
S.218-221. https://doi.org/10.24412/2500-1000-2024-10-4-218-221 [in Rus.]

[4] Vargas Arteaga J., Gravini-Donado M. L., Zanello Riva L. D. Digital
Technologies for Heritage Teaching: Trend Analysis in New Realities//
International Journal of Emerging Technologies in Learning (1JET). — 2021. —

520 BULLETIN of Ablai Khan KazUIRandWL



DIFFERENTIATED APPROACH IN ENGLISH LANGUAGE TEACHING ...

16(21) — Pp.132—148. https://doi.org/10.3991/ijet.v16121.25149 [in Eng.]

[5] Kaldybay B. N. Modern Methods of Teaching Folklore Using Digital
Tools // Journal of International Turkic Research (INTURE). — 2025. — Ne4(1). —
Pp.88-94.

[6] Pyryazeva E. N. Tsifrovye tekhnologii v osvoenii shkol'nikami fol'klora
[Digital technologies in the study of folklore by schoolchildren]// In Proceedings
of the International Conference Effective Use of Scientific and Technical Potential
in the Digital Civilization Era. —2021. — S.1-5. [in Rus.]

[7] Abzhet B. S. Qolzhazba qorlarynda saqtalgan qazaq ertegilerin tizimge
alu, jariyalawdyn gylymi manyzdylygy [Scientific significance of cataloguing
and publishing Kazakh fairy tales from manuscript archives]// Yassawi University
Bulletin. —2021. — Ne3(121). — B.7-15. https://doi.org/10.47526/habarshy.
v3i121.729 [in Kaz.]

[8] Sihombing D. L., Lubis B. N. A., Simbolon A. The Revitalization of
Acek Sipitu Dai Batak Toba Folklore into Teaching Materials in English Subject
for Junior High School. // English Teaching and Linguistics Journal (ETL1J)
—2021. — Ne2(1) — Pp.112—-121.

[9] Abidin Y., Nurhuda T. Mixed Reality (MR) in Folklore Learning //
Proceedings of the 3rd International Conference on Educational Science and
Teacher Profession (ICETeP 2021). — Atlantis Press. — 2022. — P. 62-69. DOI:
10.2991/978-2-494069-19-0_8.

[10]Azim S. The Power of Digital Storytelling: How Technology Navigated
Folklores during the Pandemic.// Global Media Journal — Indian Edition. — 2022.
— Nel4(1) — Pp.1-33.

[11] Karantalism N., Koukopoulos D. Utilizing digital storytelling as a tool
for teaching literature through constructivist learning theory// SN Social Sciences
—2022.-2.—Pp.109.

[12] Liu Y. Immersive digital storytelling to understand the new learning
ecosystem: The revised concentric circles model.// Smart Learning Environments.
—2025. — Nel12(39). — Pp.1-18. https://doi.org/10.1186/s40561-025-00398-x

[13] Herdiawan R. D., Afrianto A., Nurhidayat E., Nurhidayah Y., Rofi’1
A. Folklore-based virtual reality as a teaching medium in secondary school:
Implications and multimodal aspects. // International Journal of Language
Education and Culture Review. — 2023. — Ne9(1). — Pp.85-96. https://doi.
org/10.21009/ijlecr.v911.37646

[14] Kaldybay B. N., Daribaev S. D. Ways of teaching Kazakh fairy tales
through artificial intelligence. // Bulletin of Toraighyrov University. Philology
Series. — 2025. — Ne 2. — Pp. 198-210.

[15]OspanovE.T.,Zhetpisov E. Zh. Ortamektepte fol'klorlyq shygarmalardy
jasandy intellekt arqyly oqytu adistemesi (57 synyp) [Methodology of teaching
folklore works through artificial intelligence in middle school grades 5-7]. //
Vestnik Abai KazNPU. Seriya: Pedagogicheskie nauki. — (2024). — Ne4(90). —
B.84-88. https://doi.org/10.51889/2959-5657.2024.90.4.012 [in Kaz.]

Series “PEDAGOGICAL SCIENCES” Ne 2 (81) 2026 521



Kaldybay B.N., Daribaev S.D., Baimakhan S. N., Baymakhanova G.K.

HUDPJBIK BIJIIM BEPY PECYPCTAPBI HEI'I3IH/IE
®OJBbKJIOPIbI OKbITYIbIH NHHOBAIUAJIBIK 9 AICTEPI
*Kanneioait b. H.!, [Topi6aes C. /1.2, baiimaxan C. H.?, baiimaxanosa I'. K.*
*1251-dapabu areiHgarsl Kazak ¥ aTTeik YauBepcureTi, Anmarsl, Kaszakcran
3JI.H. T'ymunes arsigarsl Eypasust yITThIK yHHBEpCHTETI, AcTana, Kazakctan
K. XybaHoB arbiHIarbl AKTO0OE OHIpIIiK yHUBepcuTeTi, AkTobe, Kasakcran

Angarna. Maxkanaga OimiMm  Oepy yAepiciH HH(PIAHIBIPY asChIHIA
uudpaeik  OimiM  Oepy pecypcTapblH TaiganaHa OTHIPHIN, (OIBKIOPIBI
OKBITYZIbIH HWHHOBAIMSIJIBIK OICTEPl TaNKbUIaHAIbI. YJITTHIK MOJICHHUETTIH
kKoHe TopOue OepymiH MaHbI3ABI Kypamjaac Oemiri peTiHae (OIbKIOPIIBIK
HIbIFapMaIapAblH ©3€KTUIIr aram eTijieNi, COHAai-aK >Kac YPHaKThIH XallbIK
MypachlHa TAHBIMJIBIK KbI3BIFYIIBUIBIFBIH KAJBINTACTHIPY YIIIH jKaHa TOCUIIEPIi
137Iey KOKETTUIIr KepceTiieni. 3epTTeyaiH Makcarbl — (DONBKIOPILI OKBITYIA
CaH/IBIK TEXHOJIOTHSUIAP bl HHTETPAIMSUIAYIBIH THIM/II )KOJIAPBIH AaHBIKTAY KOHE
oJlap/bl KOJJIaHYIbIH Ka3ipri ToxipuOeciH Tanmay. 3eprrey omictepine 2021—
2025 xpUTaapaarskl FRUIBIME 9JICOMETTEPre IOy JKOHE OTaHBIK IMEH IISTEIIIK
TOXKIpUOCHI CaJBICTRIPMANBI  TalAdy KOJNJAHBUIABL 3epTTey HOTHKECIHE
HET13T1 MHHOBAIMSAJIBIK TOCUIACP peTiHe (OIBKIOPABI BU3yaIn3alusIay YIIiH
MYJIBTUMEIUAIBIK pecypcTap MeH HU(PIBIK apXUBTEp, OUTIM aTylIbLIap/IbIH
KBI3BIFYIIBUIBIFBIH  apTTRIPYIaFbl WHTEPAKTUBTI IUIaTGopManap MEH OHBIH
TEXHOJIOTHUSIIAPHI, ITUGPIIBIK CTOPUTEIUTHHT, IIOAKACTTAP JKacay, TOIBIKTHIPhLUIFaAH
YKOHE BUPTYaJIJIbI IIIBIH/IBIK TEXHOJIOT USIIAPHI, )KaCaHIbl MHTEJUICKT MYMKIHAIKTEP1
kepcetingi. CoHbIMEH Karap IUGPIBIK  peCypCTapiblH APTHIKIIBUIBIKTAPEI
(KepHeKmuc MHTEPaKTUBTLIIK, OKBITY/IbI ;[apanay) MEH Macenenepl (YATTBIK
Tingeri TUQPIBIK KOHTEHTTIH JKETICHEYIIUTri, MYFaTiMAepal Jaspiiay
KKETTUTIr) TankpuiaHaabl. KOpBITBIHIBIIA (DONBKIOPILI OKBITYIA CaHJIBIK
TEXHOJIOTHSJIAP/IbI MMai1ajiaHy dICTEMENIIK TYPFBIJIaH IYPHIC JKY3€Tre achIpblica
MOJICHH MYpaHbI CaKTay MEH O111M alylIblIap/IblH OKY OSJICeHIUIITiH apTThIpya
TUIMJI Op1 HOTHIKEN1 BIKIAJ €TETiHI aTan eTUIe .

Tipex ce3aep: ¢onbkiop; mudpaeik OiiM Oepy pecypcTapbl; CaHIBIK
TEXHOJIOTHUSIJIAP; WHHOBAIMSIIBIK OKBITY 9IiCTEpl; MyJIbTHMEINA; WHTEPAKTHUBTI
OKBITY; BUPTYAJIJIbI IIBIH/IBIK; KACAHIbI HHTEJUICKT

NMHHOBAIIMOHHBIE METO/IbI ITPEIIOJABAHHUS ®OJIBKJIOPA
C UCITIOJB3OBAHUEM IIUPPOBbLIX OBPA3OBATEJIbHBIX
PECYPCOB
*Kanaei6ait b.H.!, Tapubaes C. /.2, baiimaxan C.H.?, baiimaxanosa I"K.*
*12KazaxcKuil HAMOHAIBHBIN YHUBEPCUTET nMeHU Asb-Dapabu,
Anmarsl, Kazaxcran
‘EBpasuiickuii HaumoHanbHbINH yHUBepcuTeT nMenn JI.H.I'ymunesa,
Acrana, Ka3axcraun
* AKTIOOMHCKHUH pernoHanbHbIi yHuBepcuteT uM. K. )Kybanoga,
Akto0e, Kazaxcran

AnHotanusi. CoBpeMeHHOE 00pazoBaHUE MEPEKUBAET dTal [ITyOOKOH
unppoBoi TpaHchopMalKy, 4TO 0COOEHHO OCTPO OLIYIIAETCS B TYMaHUTAPHBIX
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JUCHUIUIMHAX. B 3TOMN cBs3u (hosbKIIOp — Kak BayKHEHIIasi YacTh KyJIbTYpPHOU
naMsiTd Hapoja — TpeOyeT HOBBIX, TEXHOJIOIMYECKH OCMBICIEHHBIX (hopM
npenoaaBanusd. Llenpi0 HacTOAIEro MCCIEAOBAaHUS CTajl0 OCMBICIEHHUE U
onpezeneHue Haubosee JEHCTBEHHBIX CIHOCOOOB HMHTErpaluyd LHUQPPOBBIX
TEXHOJIOTUHA B TMpolecc H3y4deHHUs (OJbKIOpa, MO3BOJSIOUIMX HE TOJIBKO
COXpPaHUTh €ro CoJepKaTesibHOe OOrarcTBo, HO M CHeNiaThb €ro OMU3KUM U
MOHSITHBIM J1JI1 HOBOTO TIOKOJICHUSI.

PaGora onmpaercs Ha aHaIM3 COBPEMEHHBIX Hay4UHBIX HCCIIEOBAHUN U
negarorndeckux npaktuk 2021-2025 rogoB, 0XBaTHIBAIOIINX OTEYECTBEHHBIN U
3apy0OexkHbIil onbIT. Oco00e BHUMAHHE YIIEJICHO MOUCKY PEIICHHM, CIIOCOOHBIX
OpPraHUYHO COEAMHUTH TPAIULIMOHHOE COJIEPKaHUE C HOBBIMU 00Pa30BaTEIbHBIMU
¢dopmaramu. Takoil 1Moaxo MO3BOJIAET paccMaTpuBaTh LU(PPOBU3ALUIO HE KaK
3aMEHY >KMBOTI'O CJIOBA, a KAK UHCTPYMEHT €T0 yCHJICHUSI.

[lomydyeHHble  pe3ynabTaTbl  [OKA3bIBAlOT,  UYTO  HCIIOJIb30BaHUE
MYJIBTUMEIUIHBIX apXUBOB, HHTEPAKTUBHBIX IUIAT(POPM, UTPOBBIX TEXHOJIOTHH,
UM(pPOBOr0 CTOPUTEIIUHTA, a TaKXKe CPEJICTB JOMOJHEHHON W BHUPTyalbHOU
peanbHOCTH CO3AAa€T KAaYECTBEHHO WHBIE YCJIOBUS JUIsl OCBOEHHUS (DONIbKIOpA.
OTU METO/bI MOBBIIIAIOT MOTUBALIMIO YYalllUXcs, AeNaloT o0ydeHre 0Opa3HbIM
U OSMOIMOHAJIbHO HACBHIIIEHHBIM, a TaKXe CIOCOOCTBYIOT JIMYHOCTHOMY
MIPUCBOEHHUIO KYJIBTYPHBIX LIEHHOCTEH.

[IpakTnueckass 3HAYUMOCTb MCCJIEIOBAaHUS 3aKIIOYAETCd B TOM, 4YTO
MIPEJI0KEHHBIE MTOJIX0/IbI MOTYT OBITh MOJIOXKEHBI B OCHOBY YUEOHBIX ITPOrPaMM,
KypcoB U IU(PPOBBIX 00pa30BaTeNIbHBIX PECYpPCOB, a TAKXKE MPUMEHSTHCS HpU
MOAroToBKe neparoroB. Hayusblil Bkiax paOoTbl cOCTOMT B (DOPMUPOBAHUU
LEJI0CTHOM KOHLENINUU U(PPOBOTO MpernoaaBaHus (oJIbKIOpa, KOTOpas MOXKET
ObITh aJalTUpPOBaHA K pa3HbIM 00pa3oBaTeIbHBIM YPOBHSM M KYJIBTYPHBIM
KOHTEKCTaM.

KuroueBnblie cjioBa: ¢onbkiop; mudpoBsie 00pa3oBaTeIbHBIE PECYPCHI;
uM(ppoBbIE TEXHOJOTHUU; WHHOBAIIMOHHBIE METOJbl OOYyUEHHS; MYJIbTHUMEIUA;
WHTEpAaKTUBHOE OOy4YeHHME; BUPTyallbHas pPEabHOCTb;, MCKYCCTBEHHBIN
WUHTEJJIEKT
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