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COMPARISON METHODS OF "DIGITAL STORYTELLING" AND
"GAME BASED LEARNING" IN HIGHER EDUCATION

Abstract

In the field of education of the 21st century, there have been big changes around the world. The use
of innovative technologies in education is intensively implemented. The reason for this is the use of
advanced cameras, personal computers, and other easy-to-use computer programs that have become
available to teachers. The impact of modern innovations in educational institutions has shown positive
results, as they form in students such abilities as critical thinking, aspiration to leadership,
competitiveness and the ability to work with advanced innovations in education. Specialists have
established that when combining such innovations, the activity of participation, achievements and
motivation of the student increases. Game-based learning is combined with educational innovations and
innovations in the field of data. Of the ongoing e-learning, more attention is paid to game-based
learning. In game training, the content of the course is embodied in entertainment in order to provide a
situational learning environment, repeated independent learning and constant interaction and data input,
which increase interest and motivation for learning. In addition, learning through games helps to
successfully achieve learning goals.
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’KOF APBI BLUIIMJIE “OMBbIH TEXHOJIOTUACHI” ’)KOHE “IIU®PJIBIK OHI'TMEJIEY”
OICTEPIH CAJIBICTBIPY

Anoamna
XXI racelpaa 6u1iM Oepy cajachl a1eM OOMBIHIIA YIIKEH e3repicTepre YIIbIpasbl. MIHHOBAIMSIIBIK
TEXHOJIOTHSIIAP/IBI OKBITY/Ia KOJIaHy KapKbIHIBI Typ/e icke acTel. Cebell KeTIaiplireH KaMepasap,
KEKe KOMIIBIOTEpJIep, CKaHepyiep >KoHE KOJJaHyFa OHall KOMIIBIOTEpIiK OaFnapiamaiap, O3bIK
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orleMMeH Oacekerec 60Ty YIITiH, MyFaTiMIEpre KO JKeTiM il 001Ibl. 3aMaHayd WHHOBAIMSITAPBI O1TiM
Oepyze KOJIAaHyIbIH ocepl OH HOTIKE KOPCETTI, OMTKEHI onap OLTIM alylibUIapAblH ChIHU OWIay,
KOIIOACIIIbUTBIKKA YMTBLTY, 09cekere KaOuteTTi 001y KoHE OKy/Iarbl O3bIK MHHOBAIIMSUIAPMEH JKYMBIC
icTey MYMKIHJIr CHSIKTBI KaOulerTepiHn KambintacTeipazasl. Capammbuiap MyHIald WHHOBAIMSIIAP.IbI
OIpIKTIpYy apKbUIbI CTYACHTTIH cabakka KaTbICy OJICEHJLIIr, JKETICTIKTepl MEH BIHTAChl apTaThIHBIH
aHpIKTanbl. OWBIH HETi3iH/Eri OKBITY MHCTPYKTHBTIK JKOHE JEPEKTep WHHOBAILMSACBIMEH YHIIECE.
JKyprizimin »xaTKaH >J€KTPOH/bI OKBITYJaH OWBIH HETI3IHIETI OKBITYFa KeOipeK KeHULT OemiHyge.
OiipiHFa HETI3/ICNTeH OKBITYAa KYPCTBIH Ma3MYHBI OKY/BIH JKaFJasTTHIK OPTACHIH KaMTaMachl3 €Ty
YIIIiH OMBIH-CaybIKKa OCHHEICHE I, KaWTaIaHFaH ©31H-631 OKBITY JKOHE Y3/IIKCI3 03apa opeKeTTeCy JKoHe
€HTI3y OKYyFa JIEreH KbI3BIFYIIBUIBIK ITeH MIa0BITTHI apTThipaibl. COHBIMEH KaTap OWBIH apKbLIBI OKBITY
OKY MaKcaTbIHa COTTI JKETyre KoMeK Oeper.
Tyiiin ce3nep: caHIBIK pecypcTap, OMbIH, OKY, SQHIMENeY, 3aMaHayH OKBITY, 3JICKTPOH/IBI OKBITY
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CPABHEHUE METOJIOB “UT'POBOM TEXHOJIOTUA” U “IIUD®POBOI'O
ITOBECTBOBAHMA” B BBICIHEM OBPA3OBAHUU

Annomayust

B cdepe obpazoBanust 21 Beka mpou3onuid OOJBIINE U3MEHEHHUS 10 BceMy MHUpy. MHTeHCHMBHO
BHEJPSICTCS HCMOJIb30BAaHNE MHHOBALIMOHHBIX TEXHOJIOTUM B 00pa3zoBanuu. [IpuuuHoii sToMy sBisieTcs
HCIIOJIB30BAHHUEC ICPCAOBBIX KaMCp, MEPCOHAJILHBIX KOMIIBIOTCPOB, MU APYIUX HNPOCTBIX B HCIIOJIb-
30BaHMM KOMIBIOTEPHBIX MPOrpaMM CTaJM JOCTYIHBI Y4yuTelsiM. BozaelcTBue COBpEeMEHHbIX
I/IHHOBaLII/Iﬁ B o6pa3013aTeanblx YUYPCIKACHHUAX ITOKA3aJI0 IMOJIOKUTCIBHBIC PE3YJIbTAThbl, TAK KaK OHHU
(bOpPMHUPYIOT y yUalMXcsl TaKUE CIIOCOOHOCTH, KaK KPUTHUYECKOE MBILIUICHUE, CTPEMIICHUE K JINJIEPCTBY,
KOHKYPEHTOCIIOCOOHOCT, M yMeHHe padoTaTh C TMEpPelOBBIMH HMHHOBAIMSIMH B OOpa30BaHUU.
CrneuuanucTsl YCTaHOBUJIM, YTO NMPH OOBEAWHEHUHM TaKMX HOBOBBEJECHUI IOBBIIIAETCS aKTUBHOCTh
y4yacTusi, IOCTH)KEHUsI U MOTUBAIMs ydaiierocs. O0ydyeHre Ha OCHOBE UIP COYETAETCsl C Y4eOHbIMU
MHHOBAIMSMHM U MHHOBAIMAMH B 0071acTh AaHHBIX. VI3 mpojoimkaromierocs 3eKTPOHHOIO 00y4eHHs
OoJibllle BHUMaHUS ynenseTcss oOy4eHHIO Ha OCHOBE WUrp. B mrpoBom oOy4yeHuu cojepikaHue Kypca
BOIUIOILIEHO B PpA3BJICUEHMSX, YTOObI OOECHEUUTh CHUTYaTUBHYIO Cpely OOy4YeHHus,, IOBTOPHOE
CaMOCTOSATECIBHOC 06y‘I€HI/I€ U ITOCTOSIHHOEC B3aI/IMOZ[€I\/’ICTBI/I€ W BBO/] AaHHBIX, MMOBLIIIAIOIINX UHTEPEC U
MOTHBaIMI0 K oOyueHuto. Kpome Toro, o0ydyeHue yepe3 Urpbl MOMOTaeT YCIHEIIHO JOCTUYb LETH
o0yueHws.

KiroueBble ciioBa: 1u(poBbIE pecypchl, HMrpa, UYTEHHE, paccka3, COBPEMEHHOE OOydyeHHe,
AIIEKTPOHHOE 00y4eHHE

Introduction. The modernization of education in modern society cannot be imagined without the
use of information and communication technologies. They are one of the most important tools for
ensuring the accessibility of education, a tool that determines the effectiveness of all processes of
educational activity. However, only the use of information and communication technologies is not a
guarantee of high-quality language education [1]. Non-systemic introduction of electronic technologies
is ineffective. Therefore, it is necessary to understand what the digital learning strategy is and how
justified its application is. Among the researchers of this topic, various interpretations of the term in
Russian are used, such as “digital storytelling”, “digital storytelling”, “digital storytelling” and “digital
storytelling”. The most common and literary term is such an interpretation as "digital storytelling"” [2].
Despite the growing popularity of the digital story, there is still no single approach to the definition of
this concept and the uniformity of the terminology used in the domestic methodology of teaching

foreign languages. A.V. Loginova, in an article devoted to the use of ICT in teaching foreign language
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communication to university students, writes that when describing digital storytelling, there are such
terms as “interactive storytelling”, “digital documentaries”, “digital essays”, “electronic memories",
"computer stories” [3]. There are many definitions of "digital storytelling”, but in general they all
revolve around the idea of combining the art of storytelling with various digital media such as images,
audio and video [4]. Digital storytelling technologies are applicable, accessible and useful to a wide
audience, and especially when teaching foreign languages. Some people need a digital story to evoke
the emotions of the listener, others to capture the attention of a new client, and still others need it to
facilitate communication [5].

With a large number of listeners. In particular, digital storytelling is actively spreading within
educational activities. Digital storytelling is a technology add-on that provides every opportunity to
engage user-generated content and help teachers overcome some of the barriers to productive use of
technology in their classrooms [6]. At its core, digital storytelling allows computer users to become
storytellers through the traditional processes of choosing a topic, doing some research, creating a script,
and developing an interesting storyline [7]. This material is combined with various types of media,
including computer graphics, recorded audio, computer-generated text, video clips, and music, and can
then be played on a computer, uploaded to a website, or burned to DVD. The game is useful if it is as
close as possible to real life situations. Therefore, it must be integrated into the educational process.
Game technologies are used independently and as an element of a more general, traditional teaching
methodology. They help children to master the topics of academic disciplines more easily, and it is
easier for a teacher or extracurricular work teacher to control and direct the process [8].

Research methodology. The technology of game (explaination) must include next requirements
such as: clearness in presentation; students should feel yourself free due to emotional expression and
enough volume which not restrict with the number of players; The explanation should be
understandable as possible. According type of game participant could be neither teacher or students. For
instance: teacher give to the team exercises and each leader should explain this task to other member of
team. Essential moment it is time, students play game in one flow without pause and try to stay in good
condition (mood, smile). The duration of game depen on auditory’s interest. If students exhausted, the
tasks should be replace to another or estimate. The technology gamification give to children possibility
to achieve to goal without fear and pressure. In this situation teacher play important role as instructor.
During all of this process teacher should be competent which show his ability to choose sufficient
number of players and give disruptive instruction of the game. The main mean of this technology is
children feeling that they can easily share idea with others and show student’s potential in maximum
level.

Results and discussion. In organizing and conducting the game, the method of explaining the
game is important. You should not start the game with its name or retelling of the content, because it
reduces interest in it. It is advisable to start the explanation of the game with an introduction, which
should be related to the topic of the lesson or the game situation. The best option is an explanation
during the game and the organization of its participants. Between them difference composes 8%, DS is
83% and GBL is 91% (Table 1), (Figure 1).

Table 1 - To compare the experimental and control group's quality

Ne | Group Specialty Students | 9-10 | 8-7 | 6-5 | 4-1 | Quality | Progress
1. | Control group «5B060700 — | 12 3 5 4 - 66% 100%
Biology»
2. | Experimental «5B060700 — | 12 3 7 2 |- 83% 100%
group Biology»
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3. | Control group «5B060700 — | 12 3 5 4 - 66% 100%
Biology»

Experimental «5B060700 — | 12 4 7 1 |- 91% 100%
4, | group Biology»

100%
90%

80%

70% 66%

60% B experimental group DS
50% M control group GBL

40% M control group DS

30% M experimental group GBL

20%
10%

0%
experimental control group GBL control group DS experimental
group DS group GBL

Figure 1. To compare the experimental and control group’s quality

First of all, practical education focuses on imparting basic theoretical knowledge with little attention
on applied knowledge. The lack of knowledge and skills applied at a practical level in the future often
leads to significant problems for students in social life, especially in social development; future social
roles are not seen as their own, the use of game technology in the educational process helps prepare
them for the most important social roles that students can “try on” in the classroom. In addition, game
technology compares favorably with other teaching methods in that it allows students to personally
participate in the operation of the phenomenon being studied and allows them to live for a certain period
of time. "real” living conditions. Fun games and tasks allow students to develop valuable qualities in a
fun way: attention, self-control, observation, vigilance, perseverance. However, before introducing
game technology into the educational process, it is necessary to determine: what educational materials
are suitable for learning to use game technology; which component should it be used for; how to link
play with other modes of education and training; how to find the time in the program to execute it;
Which game technology should be chosen for a particular topic being studied. Focus a game
participant's attention on performing in-game actions and trying to win, not on the content of the
material. There should be no monotony in classroom games. Games must constantly enrich knowledge,
be a means of comprehensive development of students' abilities, practice and develop general and
professional skills, and evoke positive emotions. The teacher's own place in the game is also important,
not only as an organizer but also as a participant. In the group, the teacher is the highest authority, the
judge of conflicts that arise and is always a normal active participant in the games. When preparing for
the game, it is logically correct to prepare teaching materials taking into account the characteristics of
the group, thinking about the situations in the game. and dynamic sights and sounds.

Conclusion. Summing up our research project, | have come to the conclusion that game technology
and digital storytelling are great educational tactics that know how to engage not only students but
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students as well. If every teacher uses one of these methods then | think they will achieve results they
can't imagine, every student has a talent, to show those talents, teachers need to have special approaches,
with which certain potentials can be revealed. Thanks to new media and digital technology, people can
view storytelling from different and unique angles. Many use additional non-traditional narrative forms
such as non-linear and interactive storytelling. Simply put, digital stories are multimedia presentations
that combine multiple elements of communication into a narrative structure. Media can include any
combination of the following: text, images, video, audio, social media elements (such as tweets) or
interactive elements (such as text thing).

Game technology and digital storytelling are inspiring educational tactics that know not only how to
engage students, but students as well. If every teacher uses one of these methods then I think they will
achieve results they can't imagine, every student has a talent, to show those talents, teachers need to
have special approaches, with which certain potentials can be revealed.
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