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that certain types of video games can have a positive impact on the development
of foreign language skills.
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THE USE OF DIGITAL TECHNOLOGIES IN TEACHING
ENGLISH

In recent years, the use of digital technologies in teaching English has
become an object of interest for methodologists, teachers, and tutors, as the
digital transformation of education has led to changes in the methodology of
teaching foreign languages. The use of digital tools in teaching English has been
studied by M. Warschauer, G. Beatty, C. Dudeney, N. Hockly, R. Godwin-Jones
and others, drawing attention to the interdisciplinary nature of this problem. The
use of platforms such as Zoom, Kahoot, Quizlet, and Grammarly is studied not
only in the context of English language teaching, but also in the context of
pedagogical innovations, learning psychology, and the development of
information competence. The issues of digitalization of education in the context
of teaching foreign languages are highlighted by the works of Ukrainian
researchers A. Ageicheva [2], O. Bazeliuk [5], S. Bolotnikov [I, 2],
O. Buynitska [4], O. Korotun [6], N. Morse [4, 5], Y. Safonov [6], who analyze
the digital competencies of teachers and students, as well as the role of digital
tools in the formation of students' methodological competencies.

One of the main components of the organization of the educational process
is the use of digital technologies that contribute to the personalization of the
educational process, the development of student autonomy and the improvement
of the level of English language acquisition. Online platforms, such as Zoom,
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have become an important means of organizing classes in real time, and have
provided an opportunity to maintain the continuity of the learning process by
allowing students and teachers to work in a virtual educational environment
(group work rooms, screen demonstrations, interactive polling). Platforms such
as Kahoot allow the process of learning to be carried out in a playful way, which
helps to reduce anxiety and stress that hinder language acquisition. The Quizlet
platform helps to individualize the learning process by focusing on the most
difficult aspects of the learning material, and Grammarly helps students improve
their writing skills by providing instant feedback on grammar, vocabulary, and
stylistic errors.

Thus, digital tools play an important role in the development of foreign
language teaching methods, which are reoriented towards student-centeredness,
inclusiveness, and continuity of education. The use of digital platforms in the
process of teaching English contributes to the development of the following
skills: effective use of information resources, critical evaluation of information,
compliance with the rules of academic integrity, protection of personal data, etc.
In addition, digital tools have become an integral part of the modern educational
environment, changing approaches to the organization of the educational
process, increasing accessibility, individualization, and efficiency of learning.
Their widespread use in English language learning opens up new opportunities
for the development of students' language skills, making foreign language
learning more interesting and effective.
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