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THE EFFECTIVENESS OF USING DIGITAL TECHNOLOGIES IN TEACHING
ARTISTIC FOLKLORE PROSE

Abstract. The article discusses effective ways of teaching the valuable heritage of the people
through digital technologies in the context of modern digitalization of education. Currently, one of
the main tasks of the education system is to introduce innovative technologies into the educational
process and expand its scope of application in order to prepare competitive specialists at a high
level. That is why the study analyzes the methods of modern teaching and systematizes innovative
methods using digital technologies. Research papers related to the advantages and disadvantages of
using digital technologies in the educational process, as well as various scientific and practical
sources related to the use of digital tools, are analyzed and collected. Furthemore, the differences
between innovative teaching methods and traditional teaching methods are analyzed. The types of
neural networks that help increase the interest and active participation of students in the lesson, as
well as the effectiveness of their use, are considered. These innovative resources enhance the desire
to master the national heritage and promote increased learning activity.

The research material was based on data obtained from the World Research Base and the
works of domestic and foreign researchers. As a result of the research, the possibilities of digital
technologies in teaching Kazakh folklore have been identified, and it has been concluded that the
methodological aspect of teaching Kazakh folklore through digital technologies has not been
considered and requires further study. This research is relevant for creating new research in
teaching folklore through digital technology.

Keywords: digital technologies, folklore works, digital didactics, digital educational
resources, innovative methods.
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D0IbKJIOPJIBIK KOPKEM MPO3aHbI OKbITY/1a CAHBIK TEXHOJOTUSHbI KOJIAHYAbIH THIMILTIrL

AngaTna. Makanaga kasipri OuriM OepyaiH kahanmany >karnalblHIA XalbIKTBIH €pTeIeH
KeJle JKaTKaH KYHJBI MYpaJIapblH CaHIBIK TEXHOJOTHS apKbUIBI OKBITYIBIH THIMJI JKOJJIAphl CO3
erineni. Kazipri tanmga Oinim Oepy KyHeciHIH anjblHa KOWBUIFAH HETI3ri MIHAETTepHiH Oipi —
CaHJIBIK KOFamja Oocekere KaOUIeTTI MaMaHIapAbl camaibl JEHTeWIe Aaspiay KOJBIHIAFbI
YKAHAIIBLI 13/IeHICTep MEeH Ou1iM Oepy/liH MHHOBALUSAIBIK TEXHOJIOTHUIAPBIH OKY YIEpiCiHE €HT13y.
Cou ceberiti 3epTTey/ie 3aMaHAyH OKBITYIBIH JKOJIAPhl TAIIAHBIIN, CAHIBIK TEXHOJOTHUS aPKBLIBI
OKBITYJIbIH MHHOBAIMSUIBIK SICTepi kyHeneneni. bimim Gepy mpoieciHie caHIbIK TEXHOJIOTHIHbI
KOJITAHY/BIH apTHIKIIBUIBIKTAPEl MEH KEMIIUTIKTepiHe OalIaHbICTBI 3€pTTEy EHOEKTEepi KoHe
CaHJBIK KypaJgapIbl KOJJaHyFa KaThICTHI TYPJi FHUIBIMU-TIPAKTHKAIBIK JEPEKKO3Iep TaJlJaHbIII,
*uHaKTaIIbl. COHBIMEH KAaTap WHHOBAIMSUIBIK OKBITY OIICTEPiHIH JOCTYPIl OKBITY OAiCTepiHEH
epeKILLTIr TangaHaapl. biliM amymsapablH KbI3BIFYIIBUIBIFEI MEH cabakka OeliceH/I KaThICYbIH
apTThIpyFa BIKINAJI €TETIH HEHPOHIBIK JKEIUIEPAIH TYpJiepl >KOHE OHbl KOJJAHYIbIH THIMALIIIL
KapacThIpblIaibl. ATalfaH WHHOBAIMSUIBIK pecypcTap OUTIM alylIbUIapAblH XalbIK MYpPachlH
Urepyre MOTHBALIUSCHIH KOFAPBLIATHII, OKY OEJICEHAUIITH apTThIpyFa KOMEKTECE/I1.

3epTTey MaTepuanbl dJIeMIK 3epTTey Oa3achlHaH allbIHFAH JAePEKTepre KoHe OTaH/bIK, IIeTel
3epTTEYIIUIEPIHIH  €HOCKTepiHe HEeTi3AeNal. 3epTTey JKYMBICBIHBIH HOTIDKECIHAE  Ka3ak
(hONBKIOPIBIK KOPKEM IIbIFapMaIapIbl OKBITYAAFbl MUPPIBIK TEXHOJOTHSIIAPABIH MYMKIHIIKTEP1
AKBIHAAIBIN, MUQPPIABIK  TEXHOJOTHSUIAP  apKBUIBI  OKBITYJBIH  OJICTEMEINiK  TYpPFBIIAH
KapacThIPbUIIMaFaHbIH KOHE TEPEHIPEK 3epTTey/li KaKET eTEeTIH/IT Typaibl KOPBITBIH/BI KacalIbl.
byn Makana Qonpkinopabsl HUPPIBIK TEXHOJOTHSUIAp AapKbUIbl OKbITYFa OallIaHBICTBI JKaHa
3epTTeyiep jkacay YIIiH ©3eKTi OO ecenTenei.

Kinar ce3aep: canaplk TeXHOJIOTHS, (DOJBKIOPIBIK IIBIFapMalIap, CAH IbIK JUIAKTHKA, CAH]IBIK
611iM Oepy pecypcTapbl, HHHOBALUSIIBIK 9JIICTEP.
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¢ PeKTUBHOCTH UCII0JIb30BaAHUS HHU(PPOBBIX TEXHOJIOTHIT
npu 00y4eHUuM (POJILKJIOPHON XyA0KeCTBEHHOM MPO3bI

AnHoTanusi. B cratbe paccmarpuBaroTcs 3¢ GEeKTUBHBIE CITOCOOBI MPENoaaBaHusl IPEBHETO
[IEHHOTO HAaclle[us HapoAa IOCPEIACTBOM IU(PPOBBIX TEXHOJOTHHA B YCIOBUSX COBPEMEHHOU
mudpoBusanuu oOpa3oBaHusi. B Hacrosimiee BpeMss OTHOW M3 OCHOBHBIX 3a7ad CHCTEMBI
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oOpa3oBaHMs SBJISETCS BHEAPEHUE B Y4E€OHBIM MPOLECC HMHHOBAIMOHHBIX TEXHOJIOTUH U
pacmpeHre ero o0JIaCTM MPHUMEHEHHs ¢ IeNbI0 MOJArOTOBKH KOHKYPEHTOCIIOCOOHBIX
CIELMAJIUCTOB HAa KAa4eCTBEHHOM YpOBHE. VIMEHHO MO3TOMYy B MCCIIEIOBAHHM aAHAIU3UPYHOTCS
CHOCOOBI  COBPEMEHHOr0 OOyuYeHHsT M CHUCTEMaTH3UPYIOTCS HWHHOBAIIMOHHBIE METOJBI C
UCMOJIb30BaHUEM HH(POBBIX TexHosoruil. [IpoaHanu3upoBaHbl U COOpaHBI HCCIIEAOBATEIBCKUE
paboThl, CBA3aHHBIE C MPEUMYIIECTBAMH U HEOCTaTKaMU UCIOIb30BaHUs IIU(PPOBBIX TEXHOIOTHI B
o0pa3oBaTeNbHOM IIpOIecCe, a TaKKe pa3IUYHble HAy4yHblEe M TPAKTHYECKUE HMCTOYHUKH,
CBSI3aHHBIE C HUCIOJB30BaHUEM IHU(PPOBBIX MHCTPYMEHTOB. [Ipu 3TOM aHANM3UPYIOTCS OTIWYHS
MHHOBAIIMOHHBIX METOJ0B OOyYeHHs OT TPAIMIIMOHHBIX METO/A0B 00OyueHHs. PaccMOTpeHbI BUABI
HEHPOHHBIX CETeH, CIIOCOOCTBYIONIME MOBBIIICHUIO HHTEpECa U aKTUBHOI'O y4acTHs y4alluxcs Ha
ypoKe. OTH HWHHOBALlMOHHBIE PECYPCHl IOBBIIIAIOT CTPEMJIEHHE K OCBOCHMIO HAllMOHAJIBHOIO
HacJIeusl U CIIOCOOCTBYIOT MOBBIIICHUIO Y4€OHOW aKTHBHOCTH.

Matepuan wucciefoBaHus 0a3UpoBaicsl Ha JAHHBIX, IIOJIYYEHHBIX M3  MHPOBOHI
UCCIIeIOBATENBCKOM 0a3bl, U TpyJaX OTEYECTBEHHBIX, 3apYOEKHBIX HccieaoBaTeneid. B pesynbrate
MCCIIEIOBATENILCKOW PabOTHI OMpeaesieHbl BO3MOXXHOCTH HH(POBBIX TEXHOJOTHH B OO0yYeHHH
Ka3axcKod (OJBKIOPHON XYI0KECTBEHHOM MPO3€ U CAENaH BBHIBOJ UYTO METOJOJOTUYECKUIT aCIIeKT
00y4eHHs Ka3axXCKUM (OIBKIOPHBIM MPOM3BEACHUSAM TOCPEACTBOM HHU(POBBIX TEXHOJOTHHA HE
JIOCTATOYHO HCCIEAOBaH U TPEOYeT AabHENIIero N3yuyeHusl. JTa CTaThs SBISETCS aKTyalbHOW IS
CO3JIaHMsI HOBBIX HCCIICOBAaHUI B IMPENoJaBaHUM (DONBKIOPHBIX IMPOU3BEIACHUN C ITOMOIIBIO
U (POBBIX TEXHOJIOTHIA.

KiroueBble cjoBa: 1u(ppoBble TEXHOJIOTHH, (DONBKIOPHBIE TPOW3BENCHHS, LH(pOBas
IUJIAKTUKA, IH(POBbIE 00pa30BaTeNIbHbBIE PECYPChl, HHHOBAIIMOHHbBIE METO/IBI.

Introduction

Today, the education system in Kazakhstan is focused on three main areas: digitalization of
the educational process, the use of digital educational content, and digitalization of the education
system management. This change was given impetus by the fact that the head of state Kassym-
Jomart Kemeluly Tokayev, in his 2023 address entitled “Economic Orientation of a Fair
Kazakhstan,” emphasized the strategic importance of digitalization and set the goal of becoming a
leading country in the implementation of information technologies [1]. In general, digitalization of
education in Kazakhstan is becoming an important aspect of educational transformation. The vision
of future educational institutions is often associated with the transition of all participants to a cloud-
based learning system, which includes online classes, the provision of open educational content, and
a detailed and flexible individual approach to each student.

The main function of folklore genres, which have become the art of speech and the artistic
world, is aesthetic and educational. By depicting life in genre works, it has an educational purpose,
as well as the purpose of captivating a person, thereby exerting a great influence on the listener.
Russian researcher V.Y.Prop calls folklore the property of the people, valuable creativity.
According to the researcher, folklore studies include the creativity of all peoples and notes that this
is an international phenomenon [2, p.19]. Kazakh folklore, considered an important part of the
cultural heritage of the Kazakh people, is rich in myths, legends and folk tales. That is why it is very
important to consider innovative methods of teaching these works. Teaching these works in schools
using traditional methods may not be of interest to students living in the modern digital era. In this
regard, when comparing traditional and innovative methods, it is clear that the scope of application
of the modern method in education is wide and it is an important resource for increasing activity in
learning. The use of digital technologies in teaching folklore allows not only to preserve and pass
on the heritage, but also to make it interesting and accessible to young people, and to open up new
horizons of knowledge for teachers and students [3]. These innovative methods contribute to a
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deeper understanding and perception of folklore motifs, and also stimulate creative thinking and
active participation of students in the educational process.

The relevance of using digital educational resources in the study of folklore is due to the fact
that the previous traditional method of obtaining information from textbooks and printed visual
methodological material has ceased to correspond to the realities of assimilation of information.
Because modern students who grew up in a digital environment have socio-psychological
characteristics that do not allow them to perceive the surrounding reality without Internet
technologies. Therefore, the task of the teacher in any education is to transform the classical method
of teaching the subject and introduce an innovative system taking into account the conditions and
capabilities of the student's information and educational environment.

The purpose of the research work is to provide digital educational resources related to the
effective teaching of Kazakh folklore. On this basis, the following tasks were set: to analyze the
scientific works of researchers related to the digitalization of education; to determine the
importance of teaching folk art to the younger generation; to consider effective ways of modern
education; to show the advantages and disadvantages of digital technologies in the educational
process.

Research methods and materials

Theoretical works, textbooks, monographs and scientific articles of domestic and foreign
scientists devoted to the methods of using digital technologies in the educational process were
reviewed. During the study, important aspects were studied that should be taken into account when
teaching folklore works in the context of digital technologies. When considering the topic,
additional information was collected and systematized from the Scopus database. At the same time,
the method of analysis and synthesis was used to process the information received, and the
induction method was used to form a general conclusion. The article provides an overview of digital
educational resources and analyzes the types that can be effectively used in teaching folklore works.

Results and discussion

In the modern world, digital technologies play an important role in the educational process.
Among them, the scope of application of innovative systems such as smart devices, artificial
intelligence, augmented reality, virtual reality and software applications is widely recognized [4,
p.611]. This has an impact on the new teaching of various subjects, including folklore. Folklore is
an important means of preserving and transmitting national culture. The famous Kazakh writer M.
Zhumabayev in his work: “Fairy tales are very valuable for expanding the mind and thinking of a
child, improving his behavior and enriching his language. A child listens to a fairy tale with all his
heart. He really believes in fairy tales. A child cannot understand a dry mind, if you revive it and
describe it, he will understand,” emphasized the importance of folklore and paid special attention to
our ancient spiritual value [5, p.132]. And Sh. Walikhanov paid special attention to its role in the
sphere of power and governance in the life of the nomadic people. In his valuable works, the
Kazakh educator shows that this tradition was an effective spiritual tool for governing the country.
In the works of the famous Kazakh educator I. Altynsarin we can recognize the ideas of folk
pedagogy. The great poet Abai also uses folk proverbs, looks at them critically, and defines them in
his poems. From the valuable words of our famous scientists, we can understand that folklore
works, which have become an expression of our national spirit, are a valuable heritage that should
remain with us forever.

However, during the pandemic, the forced transition to online learning revealed many
problems, such as: technical problems with Internet access, the need to provide a workplace for the
distance learning process, difficulties in adapting to new formats of learning and organizing classes,
problems with assessing and motivating students in the context of distance learning. Therefore, the
relevance of scientific research lies in the need to determine which of the existing educational
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platforms are the most convenient and effective in studying folklore, how to properly allocate time,
which neural systems can be used in lessons to engage students.

Today, in connection with the rapid development of science and technology, one of the
primary tasks is to consider modern methods of teaching folklore works in educational institutions.
The modern development of society is marked by the widespread introduction of digital
technologies into all aspects of human life. Currently, schools and universities are faced with the
task of creating and integrating a digital educational environment to solve various pedagogical
problems and ensure the digital transformation of education. That is why teaching young people the
valuable heritage of folk literature according to world standards is becoming very relevant. In this
aspect, folklore is an invaluable heritage of the spiritual culture of our people, accumulated over
many centuries. It is considered in various aspects: literary, pedagogical, cultural, etc. In the literary
aspect, folklore works are considered works of verbal art; they can be classified by type, genre, and
genre varieties. Works of folklore are works of verbal art. This means that literary concepts, terms,
laws are applicable to works of oral folklore. To construct a lesson, the teacher must have a clear
idea of the features of the studied genres of folklore works. The theoretical basis for the content of
the cultural aspect of studying a literary work is the scientific provisions set out in the works of
V. Bibler, G. Gachev, A. Losev, D. Likhachev, Y. Lotman, V. Prop, and others. The authors believe
that each work of art contains various cultural layers (historical, ethnographic, mythological, and
semantic), set by the author through the introduction of plots, motifs, images, and quotations related
to various cultural traditions and eras into the text [6, p.35]. In the pedagogical aspect, it is
considered by pedagogical experience and folk wisdom. On the basis of folklore, a huge layer of
pedagogical ideas was created: respect for elders, hard work, tolerance for other people's opinions
[7, p. 34]. At this stage, we understand that folklore works are part of pedagogy and occupy an
important place in the education and upbringing of the younger generation.

Currently, in the process of globalization, the possibilities of using digital technologies in the
educational process of educational institutions are increasing every day. The impact of this process
on the quality of education is proven by the fact that it allows students to learn about the world. In
accordance with this, we note that the scale of the role of digital technologies in teaching folk art is
wide (Figure 1). In connection with the beginning of the use of digital technologies in the
educational process, the concept of digital didactics is considered comprehensively. Digital
didactics makes it possible to effectively use modern digital technologies and tools in the
educational process, and also considers the method of using digital tools in education.

Personalized
approach

Optinmzation of

Gamufication tasks

Availability Visualization

Figure 1 — Advantages of digital technologies in the study of folklore

In the process of optimizing education, the role of digital technologies in the educational
process and the question of which digital educational resources will be most effective in teaching
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folklore require a more in-depth consideration. Today, it is clear that the problem of digitalization
of education has generated interest in writing a number of scientific papers based on the works of
many domestic scientists. Among them, A.K. Mynbaeva, B.A. Arinova [8], A.B. Aitbaeva,
Zh.N. Shaigozova [9] made scientific conclusions, and in the works of researchers
B.B. Baimukhanov, S.M. Kenesbaev, B.T. Abykanova, A.A. Dosmakhanova, the teaching methods
and computerization are considered. Various researchers and methodologists write in detail about
the process of teaching innovative technologies in general [10]. Recently, a special monograph was
written on this topic [11, p.147].

Digital tools help the teacher organize the learning process[12]. Various interesting materials,
types of tests, presentations, tables, identification tasks, types of text, animations, comics can be
implemented using digital resources when teaching folklore works. This increases the student's
interest in the subject, leads to creativity, motivates him to independent search and achievements.
Innovative methods have more opportunities than traditional methods in the learning process (Table
1). Digital visual education tools have recently brought about significant changes in traditional
teaching methods[13]. This means that traditional methods are being replaced by modern
educational resources. Currently, several types of digital resources can be found. In the course of
the study, we collected and systematized digital educational resources for teaching folklore. The
main problem here is the different perception of this information by students. Therefore, the teacher
should take into account the individual abilities of students when teaching folklore.

Table 1 — Comparative characteristics of traditional and innovative methods in
education

Ne Main characteristics

Traditional method

Innovative method

1 | Targeted focus

Learning outcome

The learning process
(teach to learn)

2 | The role of the
teacher

The presenter
(the source of knowledge)

Advisory (consultant)

3 | Forms of knowledge
representation

In a “ready-made form”

Active forms
(gaming, problematic)

4 | Using knowledge

Mainly in standard tasks

Emphasis on the applied use

of knowledge in real conditions

The primary school curriculum includes examples of folklore prose. At the moment, artistic
and prose examples of folklore are works that students read with great interest. Among them, such
fairy tales as “Kendebay named Kerkula”, “Kulamergen”, “Ayaz bi”, “Er Tostik” are of great
importance in shaping the students’ worldview. Here, the people's life experience accumulated over
centuries is skillfully and with an instructive meaning conveyed. If we consider the ways of
teaching folklore in the American education system, it is very common for them to learn through
comics in digital format [14 p.38]. In Japan, the goal is also to introduce the younger generation to
traditional culture by using elements of folklore in manga, one of the popular comic books, to
interest students [15]. In the eyes of young people in Japanese society, it is supposed to describe the
manifestation of an attractive image of early culture. These learning paths contribute not only to
students' familiarization with traditional texts, but also to their visual perception. In addition, the use
of comics helps to stimulate students' interest, develop creativity and form a deeper understanding
of culture.

An animated image of these fairy tales can be created using artificial intelligence services,
which are widely used in teaching the subject. In recent years, artificial intelligence has made
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significant progress, opening up many opportunities in various fields, including education, and is
felt in the process of teaching literature. Foreign scientists explain that artificial intelligence is not a
separate technology, but computers that perform cognitive tasks related to the human mind, such as
learning and problem solving. In this context, visualization is a useful function of artificial
intelligence in teaching folklore prose. Because it helps to understand the topics more deeply. Al
tools like infographic generators make it easy to communicate ideas and arguments by turning text
data into visually appealing graphics. Al tools can help create topic maps or diagrams to show the
connections between themes, characters, and events in literary works. Such modern advances in
technology have contributed to the creation of new platforms that influence the development of
social life. One of them is the capabilities of the Flux neural network. Using the function of this
neural network, it is possible to create a realistic image of examples of folk fiction and visually
direct students to this world. In the learning process, visualization elements allow solving a number
of pedagogical problems: ensuring the intensification of learning, activation of educational and
cognitive activity, formation and development of critical and visual thinking, visual perception,
visual representation of knowledge and educational activity, improvement of visual literacy and
visual culture. The next neural network, Runway involves the transformation of text or images into
an artistic scene by animating images. The main functions of this platform are: removing
unnecessary elements, editing the finished video, animating characters, etc. Runway facilitates the
export of created videos in high quality and allows students to travel to the world of fairy tales. The
services of these neural networks are a necessary resource in the creation of folklore works and
characters. The inclusion of animation elements in educational programs enhances their interactivity
and attractiveness. During the animation or video fragment display, you can ask clarifying questions
using the “stop frame” function, provide clarifications and clarifications if necessary, and repeat
fragments. Digital technologies make the lesson more colorful, visual and rich, and focus the
students' attention. It is useful for the teacher to use the Gamma neural network when presenting the
features of folklore genres through a presentation. First, you need to enter the topic name into the
system, then adjust the plan and, finally, by selecting a template, you can present a useful
presentation during the lesson. Then you can download it or continue the editing process. In
addition, to transform the lesson for the teacher, neural networks can be used that perform multiple
functions, such as Cloude Al, Being Create, Laxis, Pika labs, Auris Al, Audiopen, Microsoft
Designer, Writesonic, Fotor which provide free services. If we systematize the digital resources
used for the effective organization of each stage of the lesson: divide into groups - Wheel of names,
Castlots, Flippity, Classtools; For interactive tasks - Learningapps, Liveworksheets, Activeinspire,
Logielike; For creating test assignments - MasterTest, Madtest, Quizlet, Plickers; For feedback -
QR feedback, Formative, AnswerGarden, Jamboard Google, Classroomscreen. The teacher can use
various online resources, mobile applications and messengers to set creative tasks at home [16]. For
example, when characterizing fairy tale characters, if students create their own image on a social
network, come up with avatars for them or create several matching statuses, this will arouse
students' interest in learning and increase their motivation. While learning about legendary works,
you can take a visual journey using digital technology. Virtual tours based on artificial intelligence
offer new creative teaching methods. These methods help students deepen their literary knowledge,
increase their interest in learning about the history of their people, and develop critical thinking
skills. Through virtual tours, students can feel like witnesses of the events experienced by the
people and better understand the atmosphere of that era. In addition, the visualization of data in the
legend allows students to easily and understandably perceive complex processes. At the same time,
neural networks allow creating new educational materials taking into account the needs of the target
audience and new teaching requirements. Generation of educational content using artificial
intelligence is important in solving the following problems: a) visualization of material - creation of
images that meet the requirements of the lesson and the teacher's requests; b) creation of
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educational texts - based on the request, texts are generated containing certain vocabulary, filled
with specific content, corresponding to the level of the target audience; c) creation of a system of
ready-made exercises - artificial intelligence creates ready-made systems that can include exercises
of various types at the request of the teacher; d) systematization of intermediate and final control
tasks - test tasks for monitoring pedagogical skills can be created and checked using neural
networks.

Effective use of these digital educational resources and proper organization of the lesson
affect the student's ability to think, differentiate, and compare. This enables students to quickly
assimilate this information and increase their motivation to study. In this case, the teacher's
pedagogical skills are necessary to develop creative independence and independent work in the
student at any time. In this matter, the teacher should use different teaching methods and make the
lesson interesting; take into account different levels when preparing creative tasks and distributing
them to students; ensure a connection of this task with the previous task; ensure a change in tasks
from simple to complex. In this regard, updating the content of the methodology and mastering
quantitative competence should be considered in depth as one of the important aspects of the
teacher's activity.

A review of many studies has shown that the use of digital technologies in the educational
process is an effective technology that increases the activity of students, reduces the teaching load
for the teacher, optimizes individual educational materials, and identifies the personal interests of
students from the students’ side[17]. This technology has both advantages and disadvantages in the
educational process. Firstly, too much dependence on artificial intelligence can reduce direct human
interaction. This has a negative impact on social and emotional development. Secondly, excessive
dependence on artificial intelligence can hinder the development of students' critical thinking skills.
In addition, sometimes the system does not provide accurate information and may provide incorrect
information. Artificial intelligence can not completely replace the role of the teacher in teaching
folklore. Folklore is a heritage rich in deep culture and spiritual values. Therefore, it is considered
effective to use digital resources as an auxiliary tool, the main role in explaining examples of
folklore fiction and setting the right direction for students is played by the teacher. It is important
here that the teacher correctly uses digital technologies in the lesson and implements them
effectively. Publications devoted to the problems of digital transformation of education in schools
and universities note that this is associated with the reworking of teaching and learning methods,
and the advanced training of faculty [18, p. 14]. According to Helen Beetham and Rona Sharp,
authors of the book “Rethinking Pedagogy in the Digital Age”, the digital competence of teaching
staff in the use of digital tools is hindered by the inability to integrate digital innovations into the
educational process [19, p. 352]. Previous studies have shown that teachers may avoid using digital
technologies due to limited digital skills or they prefer to use ‘“safe” technologies, namely
technologies that their own teachers have used and with which they are familiar [20]. This is why a
key task for professional education organizations is to improve the skills of teachers in mastering
digital tools.

Innovative methods based on digital technologies are one of the necessary resources in
teaching folklore works, which are an important part of cultural heritage. If we pay attention to the
capabilities of this innovative system during the main training:

1) Analysis of large data: digital resources allow us to process and analyze large amounts of
text, audio and video materials. This allows researchers to find and systematize information about
folklore faster;

2) Recognition and classification: digital resource systems can automatically recognize
various elements of folklore, such as motifs, plots and characters, and turn them into animated
images. It is effective in teaching examples of fiction;
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3) Written and oral translation: digital resources can translate folklore texts into different
languages, making them accessible to a wider audience. This is especially useful when studying the
folklore of small peoples and ethnic groups;

4) Creation of digital archives: digital resources help create digital archives of folklore
materials, ensuring their preservation and accessibility for future generations;

5) Automation of everyday tasks: Digital resources can automate everyday tasks, such as
transcribing audio recordings or digitizing texts. These advantages contribute to the preservation of
cultural heritage and the deepening of knowledge about the traditions and customs of different
nations. However, for the effective use of this innovative system, it is very important to have
qualified specialists who are able to effectively use it following pedagogical requirements and who
have quantitative competence. If we systematize the information that researchers provide about
digital technologies, then the use of this technology in education will introduce heuristic
innovations into the learning process and allow students to develop comprehensively, in accordance
with modern requirements. The use of this innovative system in teaching artistic genres of folklore
increases students' interest in learning and accelerates the learning process. But it is important to
ensure the introduction of digital resources into the educational process in accordance with
pedagogical requirements. At this stage, the teacher plays an important role. If the teacher
effectively uses traditional and innovative teaching methods, this leads to effective education and
contributes to the formation of the teacher's pedagogical style. For the updated educational program,
which is taught in modern schools, great importance is attached to the comprehensive acquisition of
knowledge by students. In this aspect, the main goal of the teacher when teaching folklore works
following modern requirements is to cultivate in the minds of students a sense of patriotism towards
their people, to educate a generation that can respect their native language and literature, history,
and art. It is necessary to recognize each student as an individual, to instill in them an inquisitive
nature of continuous learning, and to develop ways to supplement and deepen their knowledge by
connecting them to new technologies. By introducing innovative changes to the education system of
our country, it is possible to enter the world educational space, to form an educated, competitive,
creative, inquisitive, and comprehensively developed personality.

Conclusion

Today, due to the rapid development of digitalization, the use of digital technologies in the
educational process occupies an important place and opens up prospects that change attitudes
towards learning. Despite the fact that many studies have been conducted in modern conditions
concerning the use of digital technologies in the educational process, the methods and techniques,
the methodological system necessary for teaching folklore, have not been sufficiently studied.
According to these data, it is important to determine which digital tools and platforms are most
effective in teaching folklore works. In addition, when teaching folklore, it is necessary to take into
account quantitative data and statistical analysis that can accurately assess the impact of digital
technologies on learning outcomes. These factors are key aspects for developing new research on
the use of digital technologies in folklore teaching. At the same time, it should be borne in mind that
innovative methods in education arouse the curiosity of students and it is necessary to use them
methodically correctly as a means of speeding up the learning process.

In conclusion, it should be noted that in accordance with the innovative strategies of modern
education, teachers need to combine digital educational technologies with traditional teaching
methods and develop students competitively and comprehensively while maintaining the basic
content of folklore material. Digital technologies allow for a more profound and accurate analysis
of folklore texts, revealing hidden motives and patterns, and creating virtual environments for
interactive teaching of folklore. Innovative system technologies help automate the process of
analyzing and visualizing folklore works, making them accessible and interesting for students.
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Digitalization of the educational process contributes not only to the preservation of cultural
heritage, but also to turning it into an example among young people and promoting it to world
civilization.
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