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Abstract

This article examines the potential of digital educational resources in the formation of moral qualities among
primary school students within the context of a modern educational environment. The authors analyze
contemporary theoretical approaches to the problem of learners’ moral education and reveal the pedagogical
value of digital educational resources in the teaching and educational process of primary school. The relevance
of the study is determined by the process of digitalization of education, which transforms teaching and
educational methods, as well as by the significance of primary school age as an important period in the
development of value orientations and moral behavior. As part of the study, a survey of primary school teachers
was conducted, aimed at identifying practices of using digital educational resources in educational activities
and determining their role in the moral education of primary school students. The results of the pedagogical
research confirm that digital educational resources serve as effective tools for the formation of moral qualities
in primary school students, provided that they are value-oriented and integrated into the educational process
in a methodologically well-designed manner.
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Abstract

This study investigated the role of implementing role-playing games as game-based learning to improve
speaking skills of English language learners. Game-based learning is an approach that combines educational
methodologies with interactive learning to enhance learners’ language skills. Additionally, the study highlights
the positive effect of role-playing games on students’ willingness to communicate, as they actively participate
in communication without fear of making mistakes. Qualitative data from students suggest that game-based
learning fosters creativity, critical thinking, collaboration, motivation, making learning process enjoyable and
effective. As a result of quasi-experimental study, it was revealed that the experimental group had significant
improvements compared to the control group. The study underscores the effectiveness of role-playing games.
Keywords: Game-based learning, role-play, speaking skills, English language learning, experimental study.

Introduction

This study explores the significance of interactive and learner-centered approach like Game-based
learning in language learning, fostering motivation and reducing anxiety of students. This study offers
valuable methods to enhance learners’ performance. The findings provide insights for educators to
incorporate role-play games, making lessons engaging and interesting for learners. By focusing on
non-digital, role-based approach study addresses limitations on technology access. This study
enriches the field of Game-based learning by demonstrating the application of role-play games and
their results.
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This study addresses the following research question: “How does the implementation of role-play
games as Game-based approach impact the speaking skills of English language learners?”. The aim
of the study is to explore the effectiveness of role-play games in developing the speaking skills of
English language learners of 3rd grade students in the educational center “Origin” in Astana, fostering
motivation, engagement and creating a supportive, friendly and stress-free environment.

Based on the aim of the study several objectives were formulated:

- to explore the significance of Game-based approach;

- to analyze the types of games that can be implemented as Game-based approach;

- to evaluate the effectiveness of role-play games in improving speaking skills of students;
- to develop practical recommendations for language teachers;

These findings not only contribute to the academic understanding of game-based learning but also
provide practical recommendations for educators seeking to implement role-play games in their
classrooms.

This research analysed practical and theoretical methods with emphasis on synthesis, analysis and
examination of pedagogical experimentation. This research employs the experimental design and data
analysis includes both qualitative and quantitative methods, comparing improvements in speaking
skills.

Literature review

Game-based Learning is an approach in the form of interactive education that can support the
development of children’s learning in a world where global technology is rapidly expanding and
immersive learning is currently being emphasized [Aslan S. et al., 2022: P.5]. This approach mainly
focuses on games to foster foreign language education. In Game-Based Learning the educational
process is tailored into game format. It makes learning extremely engaging for students, who are
usually very bored and highly unmotivated to learn foreign language. Students can be easily distracted
by different factors, which greatly slows down the educational process. Modern inventions have a
profound impact on the lives of children in the twenty-first century, who are the most regular users
of emerging digitized technologies [Dagal A.B. et al., 2022: PP.3-5].

This approach fosters natural interest in students and catches their attention no matter how old they
are. Game-Based approach can be suitable for learners of all ages. It is important to choose games
based on learner preferences and learning objectives to achieve more effective outcomes. Digital-age
children want an active learning experience that is social, participatory, and supported by rich media
[Mou T.Y. et al., 2021: P.12].

Games allow for differentiated learning processes through tailored them according to individual
learning styles and preferences and pace of each student. The approach is aligned with the finding
that children can examine and comprehend their surroundings by engaging in activities and games as
a means of mastering certain learning goals [Zosh J.M. et al., 2018: PP.7-8].

Moreover, games provide a supportive, collaborative atmosphere which promotes teamwork,
fostering social skills and cooperation. It reduces stress and anxiety and creates a friendly atmosphere
in the classroom, which leads to establishing a very pivotal bond between peers and students and
teacher. When anxiety is reduced in the classroom, students can freely communicate with each other,
ask questions and benefit from the educational process. It helps the children to maintain their attention
and motivation in a teaching and learning session by providing a fun and interactive experience
[Taouil M. et al., 2018: P.6]. It was found that the gaming approach benefited the students' learning
achievement and motivation [Hwang et al., 2017: P.5]. It has to be mentioned that instead of drilling
the new information learnt during the lesson, learning through gamification is more effective and it
can be a valuable tool for teachers of foreign language. Games create a fun and enjoyable learning
environment, which greatly increases student participation. Moreover, games can promote active
learning and critical thinking skills [Navarrete C.C., 2013: P.54].

One of the most important parts of using games during the lessons is that games can simulate real-
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world scenarios, allowing students to feel an authentic atmosphere. Smith, Drobisz, Park, Kim, and
Smith in their study emphasize that language learners increase their vocabulary ability through game-
based approaches [Smith G.G. et al., 2013: P.23].

Main body

There are numerous motivational elements that can be used during foreign language lessons while
playing games, such as rewarding, giving scores, and praising. Language simulations through games
stimulate students’ abilities in critical thinking [Kovalik D.L., 2007]. Since it is an imitation of real-
world scenarios, such as job interviews, negotiating at marketplace or resolving a conflict, students
are encouraged to understand the context, think critically what to say, ensuring that their speech is
clear and concise and reflect on effectiveness of their choices. Game-based instructional technologies
can increase the young learners’ motivations and actions to learn English [Li R.C., 2002].

Considering all advantages of Game-based learning, this approach has certain drawbacks that may
affect the learning process. This approach greatly relies on technology, such as computers, tablets,
mobile phones and internet connectivity. This may create technological division between those
students that have access to technological devices and those who do not [Niemann S., 2017].
Designing and tailoring games into learning programs and according to the learner preferences may
be time consuming and usually teachers lack resources, since qualitative resources cost money. As a
result, it leads to an ineffective learning process.

Teachers may lack training in using games as teaching tools, since it is an innovative method. They
may look at the gaming process as a waste of time rather than part of the learning process [Schick L.,
2008]. Furthermore, games are not always suitable for the curriculum. Even with many advantages
of games in learning, not all content can be presented through games only. Sometimes, teachers may
choose games that are not appropriate for students’ level [Tan J.B., 2017], for example too easy or
too difficult games which would not catch the attention of students.

Teachers should carefully plan their lessons to integrate Game-based learning successfully.

First of all, games should align with learning objectives. For example, role-playing games may be the
best tool to practice speaking skills in a real-world environment. It is important to remember that
learning must remain as the main focus of the lesson.

Second of all, choosing appropriate games is a crucial part of implementing this approach. Games
should be chosen according to the level of language, age and interests of learners [Tomlinson B.,
2009]. For example board games with simple rules may be interesting for young learners, since
children do not always have technological devices.

At the same time, teenagers may be interested in mobile games such as minecraft, roblox. It is crucial
to keep balance between learning and having fun. The games shouldn't be only for playing and
enjoying the process or overly academic, that are hard to understand. However, learning with pleasure
is a possible solution.

It is better if the teacher explains the benefit and purpose of the game and how it is connected to the
lesson, so students stay focused on the lesson, rather than playing. For example in bingo games
students practice vocabulary and the objective may be word recognition and usage.

Teachers also can foster discussions after the game with questions like “What new words did you
learn today?”, “What was the hardest or easiest part of the game?”, “Why do you want to play this
game?”’. Moreover, it is best to remember that there may be competitive spirit among students, which
may lead to conflicts and a negative atmosphere in the classroom. Supportive and friendly atmosphere
in the classroom is key to collaborative and successful education, where students feel safe, inspired
and motivated.

There are different types of games that can be implemented in a Game-based learning approach:

Digital games can be used to create interactive and captivating tasks that boost natural interest and
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motivation in students. They include online platforms and apps designed for educational purposes,
such as Kahoot, Quizizz, Bamboozle and Flippity.

By role-playing games students become involved in scenarios while performing certain roles. It is
extremely beneficial for students to practice language using in real-world scenarios. In English
classrooms, students can perform fairy tales or play as shop assistants and customers.

Classic card and board games are affordable and convenient types of games that can be implemented
in Game-based learning. For instance, playing a vocabulary card game may involve matching words
with their definitions or creating sentences according to the words in cards. Board games can be
designed according to the topic and engage students in the lesson.

Kinesthetic games are really helpful with young learners that require more physical activity. They
reinforce learning through movements, which make the learning process engaging and memorable.
For example, in game Simon says students learn actions through performing commands. It makes
learning interesting and engaging for learners.

After analyzing different types of games, I decided to choose role-playing games in my experimental
part of my research for a number of reasons. Role-playing games create various scenarios where
students can practice language and overcome barriers. It fosters engagement and encourages students
to experiment which leads to successfully addressing the mistakes without fear. The fun and enjoyable
atmosphere of role-playing games allows to create a stress-free environment that motivates students
to learn with interest. Role-playing games foster communication skills, since students have to
understand and respond to each other according to their certain roles. It encourages them to repeat
phrases naturally during role-play scenarios fostering memorization. Role-plays foster collaboration
and teamwork and interaction with peers, which leads to creation of a friendly and supportive
atmosphere in the classroom. In comparison to digital games that require technological devices and
the internet, role-play games are easily accessible and can be implemented in any type of classroom.
By incorporating role-play, I aim to develop students’ speaking skills.

Even though there may be potential challenges in implementing role-play games in English
classrooms, such as role confusion, expensive purchases, time consumption and negative content.
They can be effectively regulated by proper preparation, planning, setting time limits, simplifying
game design and clearly defining the objectives of role-play games.

Methods

I have conducted an experimental study to assess the speaking skills of 3™ grade students in the
educational center “Origin” in Astana. I chose two groups as my experimental and control group:

1) Experimental group - 3™ grade (10 students).

2) Control group - 3" grade (10 students).

To evaluate the speaking skills of students, tasks were prepared according to the level of students.
Through this pre-evaluation experiment I aimed to compare levels of students with post-experiment
results to check the effectiveness of role-playing games in developing speaking skills. First of all, I
selected two groups as experimental and control groups. In experimental group lessons were
conducted through implementing role-playing games, meanwhile the control group followed a regular
curriculum.

To check the speaking level of students I created a task according to the level of students. The task
was created through a random picker. Number of topics were written to a random picker spinner.
Students were given a task to tell 5-7 sentences according to the chosen topic.

During the process of pre-evaluation experiment it was noted that most of the students’ struggle:
- with delivering spontaneous speech without preparation;

- with pronunciation of specific words;

- to speaking in front of their peers.

When analyzing the results and evaluating I paid attention to the following criteria:
73



East-West. Eurasian Scientific and Methodological Journal (2026) Ne 1(9) March

1. Accurate use of grammar (10 points).
2. Correct pronunciation of words (10 points).
3. Relevant vocabulary (10 words).

According to the results students were divided into high, medium and low levels of speaking skills.
25-30 points — high.

15-25 points — medium.

0-15 points — low.

Results

The results of the pre-evaluation experiment are presented in tables in accordance with figures below
(Table 1, Figure 1-2).

Table 1
Results of pre-evaluation experiment of experimental and control groups
Level of speaking skills High Medium Low
Experimental Group 10% 30% 60%
Control Group 20% 30% 50%
Experimental group Control group
High High
Medium Low
Low
Medium

Figures 1-2. Results of pre-evaluation experiment of experimental and control groups

As aresult of evaluation of speaking skills of experimental and control group indicators of two groups
differ slightly. In the experimental group 10% of students showed high results, meanwhile in the
control group 20% of students showed high results. In both groups 30% of students showed moderate
level of speaking. 60% of students in the experimental group struggled with answering and 50% of
students in the control group showed low level of speaking skill.

In order to implement role-play games effectively learning objectives were created:

- to practice basic conversational skills, such as greetings, offering help, requests;

- to expand vocabulary within specific context, for example shopping, ordering food;
- improving pronunciation and listening in realistic scenarios.

Moreover, suitable scenarios, such as ordering food at a restaurant, buying groceries in a supermarket,
and role-playing with toys were chosen. Scripts and materials were prepared for implementing role-
play games.

The next stage of the experiment was implementing role-play games into the English classroom and
to gather the data from students to prove the effectiveness of role-play games.

During the lesson we worked with:
- Materials for role-playing;
- Printed material.

While preparing tasks and exercises I focused on Al level of English language. The chosen topics
and materials allowed to work on developing the speaking skills.

74



East-West. Eurasian Scientific and Methodological Journal (2026) Ne 1(9) March

The methodology of working with experimental group is described below:

I had four weeks of conducting experimental practice in the educational center “Twinkle stars” in
Astana. Each lesson was devoted to a different topic of role-playing.

The lesson devoted to the topic of animals & fruits and vegetables is presented below. During this
lesson students learned new words and phrases connected to the topic. For role-playing the script was
prepared, where students had to choose a bear and any other two animals. The two animals had to
offer fruits and vegetables to the bear.

The scheme of work:

1) The topic was introduced to students and carefully explained to students;

2) Students in pairs answered lead-in questions;

3) Students practiced phrases using new vocabulary;

4) Teacher explained the role-play scenario and gave a printed script to each student;
5) Students chose roles;

6) Teacher or volunteer student demonstrates the performance first;

7) Students are divided into small groups and perform role-plays;

8) Students got feedbacks;

9) Discussion was organised and students reflected on what they have learnt;

As a result of the conducted experiment, it was proven that the speaking skills of learners of the
experimental group were higher than the speaking skills of learners of the control group. At the same
time, both groups had improvements.

To confirm this statement the post-evaluation experiment mirroring assessment done in the pre-
evaluation experiment was conducted. It let me compare initial and final results of experimental and
control groups.

During the post-evaluative experiment it was easier for students to do the task. They became less
anxious and stressed while answering, which proved their improvements.

As a result of conducted study, it was found out that students:

- improved their communication skills, students became confident in speaking, improved clarity of
expression and active listening skills;

- became better at collaborative teamwork;

- learned to think creatively while acting out the scenarios and use their imagination to contribute to
the performance.

The results of post-evaluation experiment of experimental and control groups are depicted in Tables
2 and Figures 3-4.

Table 2
Results of post-evaluation of speaking skills of experimental and control groups
Level of speaking skills High Medium Low
Experimental Group 30% 40% 30%
Control Group 20% 50% 30%

As aresult of evaluation of speaking skills of experimental and control group indicators of two groups
showed different results. In the experimental group 30% of students showed high results, meanwhile
in the control group as in the pre-evaluation experiment 20% of students showed high results. In the
experimental group 40% of students showed a moderate level of speaking. At the same time in the
control group 50% of students demonstrated a satisfactory level of speaking skills. 30% of students
in the experimental group struggled with answering and the same percentage was shown in the control

group.
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Experimental group Control group
High
Low High  Low
Medium Medium
. e

Figures 3-4. Results of post-evaluation experiment of control group

It was found out that implementation of role-play was extremely beneficial for learners of the
experimental group, making the lesson fun, interesting and engaging students into the learning
process. Considering these results, educators can integrate role-play in English language classrooms
to promote speaking skills.

Discussion

Recommendations for educators in implementing role-play games in English language classrooms:

- ensure that role-play activities align with learning objectives and participants understood well the
purpose of the activity;

- the scenarios of role-play are relevant and were chosen according to the learning preferences of
students;

- make sure that students step out of their comfort zone, exploring new perspectives;

- give clear instructions and rules, minimizing anxiety and stress;

- show the performance first or ask volunteer student to perform as an example;

- prepare supporting materials like scripts and objects;

- create supportive, non-judgemental and friendly environment, where students will not be afraid to
make mistakes;

- encourage creativity and improvisation;

- act as facilitator;

- start with simple activities to familiarize students with role-playing and build confidence;

- evaluate and gather feedback of students for continuous improvement.

Implementing role-play games in English language classrooms may have some challenges but
teachers can avoid them with better planning and following certain strategies. The role-play games
designed to improve speaking skills of A1 level students were proven to be effective.

Conclusion

In conclusion, the study highlights the effectiveness of role-play games as a Game-based approach in
developing speaking skills of English language learners. By focusing on a learner-centered approach,
the research emphasized the importance of reducing the anxiety and fostering motivation and interest
of students in learning language and creating a supportive and friendly atmosphere.

Firstly, 1 explored deeply the concept of Game-based learning approach and its significance in
learning language, especially developing speaking skills.

Secondly, I analyzed the different types of games that can be implemented as a Game-based approach
with a keen focus on role-play games. I studied closely the advantages of role-play games.

Then, I implemented role-play games in an English language classroom to prove the effectiveness of
Game-based learning approaches in developing speaking skills. Through careful planning and
examination, a series of interactive lessons were created.

Finally, the practical recommendation for language teachers was developed.
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The implementation of role-play games helped to boost interest and motivation of learners which led
to development of academic performance of learners.

As a result, the research question “How does the implementation of role-play games impact the
speaking skills of English language learners?”” was successfully addressed and the effectiveness of
the Game-based learning approach was proved.
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Kac 6iniM anymbuIapFra apHaJFaH OiibIHFA Heri3/le/IreH OKbITYAbI €HTi3y

* 4 X Poickynbex, ' P.@.JKycynosa
JLH.I'ymunes amvinoazvl Eypasus yimmulx ynueepcumemi (Acmana, Kazaxcman)

Anoamna

Byt 3epTTey aFbUIIIBIH TIIIH YHPEHYLIUIEP/iH Coliey NaFIbplIapblH KaKcapTy YIIiH OWBIHFAa HETi3/eireH
OKBITY PETiH/IC POJIIK OWBIHIAP B €HTI3Y/IiH peiliH 3epTTei. OWbIH apKbUThI OKBITY — OKYIIBLIAP IBIH TUIIIK
JaFAbUIAPIH apTTHIPY YIUiH OiiM Oepy 9icTeMesiepiH HHTEPAKTUBTI OKBITYMEH OipikTipeTiH Tocis. CoHbIMEH
Karap, 3epTTey POJIiK OHBIHIAP/IBIH CTYACHTTEPIiH KapbIM-KAaThIHAC JKacayFa JIAMbIH/IBIFBIHA JKAKChl dCepiH
KepceTeli, OUTKEHI oiap KaTelecyJeH KOPBIKIai Juanorka OejiceH i Karbicaabl. OKyliblIapaH aJblHFaH
carajbl IepeKTep OWBbIH apKbLIbI OKBITY IBIFAPMAIIBUTBIKTBI, CBIHM OMJIay/Ibl, BIHTBIMAKTACTBIKTBI JaMBITa/IbI
JKOHE MOTHBAIMS Oepejli, OKy IPOLECCIH KbI3BIKThI oHE THIMlI eTeil. KBa3HIKCIEPUMEHTTIK 3epTTey
HOTHIXKECIHJIC SKCIIEPUMEHTTIK TonTa OakpuIay TOOBIMEH CabICThIPFaHIa aWTapJbIKTal skakcapTyjap Oap
eKEeHI aHBIKTAJBI. 3epTTey PONIIIK OWBIHAAPABIH THIMIUIITIH aTarn KepceTei.

Tytiin co30ep: OWBIH apKbUIBI OKBITY, POJIAIK OWBIH, CeOWJey AaFAbliapbl, arbUIIBIH TUIIH YHpEHy,
IKCHIEPUMEHTAI/IBI 3epPTTEY.

Buenpenne nrpoBoro o0y4eHusi A1 MJIAJIIAX 00y4al0IIAXCH

* 4 X Poickynbex, ' P.@.JKycynosa
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Annomayus
B sToM wmcciemoBaHWM W3ydanach POJb BHEAPEHUS POJIECBBIX WP B Ka4eCTBE WTPOBOTO OOYUCHHS IS
YIIydIIeHUs] Pa3TOBOPHBIX HABBIKOB M3YYAIOIINX AHTIIMACKHNA s3BIK. MrpoBoe 0O0ydeHWe — 3TO MOIXO,

KOTOPBI coyeTaeT 0Opa3oBaTeIbHbIC METOANKN C MHTEPAKTHBHBIM OOYYCHUEM ISl YIYULICHHS S3IKOBBIX
HaBBIKOB ydaruxcs. Kpome Toro, ucciegoBanue mMoadepKUBaET MOJOKUTEIFHOE BIUSHUE POJIEBBIX UTP HA
TOTOBHOCTB YYaIMXCS OOMIAThCS, MTOCKOJIBKY OHHM aKTHBHO YYacTBYIOT B OOIIEHWH, HE 0OSCH COBEPIIUTH
omnOKy. KauecTBeHHBIE IaHHBIC, MOJYYEHHBIC OT YYAlIMXCS, CBHICTEIBCTBYIOT O TOM, YTO HIPOBOE
o0y4eHune crocoOCTBYET Pa3BUTHIO KPEATMBHOCTH, KPUTUUECKOTO MBIIIJICHHUS, COTPYAHUYECTBA, MOTHBALIUH,
nenas Tporecc OOydeHHs TPHUATHBIM U J(QQEeKTHBHBIM. B pesynbraTe KBa3HIKCIIEPUMEHTAIHHOTO
WCCIIeIOBaHNsA OBUTIO BBISIBIIEHO, YTO JKCIEPUMEHTaJIbHAs TPyMa MpPOJEMOHCTPHPOBANia 3HAYUTEIHHBIC
yIy4IIeHUsI IO CPAaBHEHMIO C KOHTPOJIBHOH rpynmoii. MccienoBanue moguepkuBaeT 3pPeKTUBHOCTD POJIEBBIX
urp.

Kurouesvie crosa: urpoBoe o0ydeHune, pojeBas Urpa, pa3roBOPHbIC HABBIKH, U3yUeHHE aHTIUICKOTO S3bIKA,
9KCIIEPUMEHTAIBHOE HCCIIEJOBAHNE.

THocmynuna 6 pedaxkyuio:
Ooobpena:
Ilepsas nyonuxayus na caiime:

MPHTH 15.41.39
NHKJIIO3UBTI OTBACBIHJAT'BI KAPBIM-KATBIHACTAP/bIH PEKIIEJIIKTEPI

2. K.AXMETOBA
O./Kaonibexos amvindazer Oymycmix Kaszaxcman nedazozuxanvix yHugepcumemi
(I vimkenm, Kazaxcmarn)
e.k.akhmetoval(@gmail.com

Anoamna

Byn makanmamga WHKITFO3MBTI OTOACHIHAAFBI KApBIM-KAaThIHACTAP MOCEINeNepi, epekine KakerTiriri 6ap Oama
TopOuenen OThIpFaH oTOackUIapIa OONATHIH TYPIi KYH3elic ¢pakTopiapbl, MYMKIHIIIT] MIEKTeYi OananapabH
03 OaybIpJIapblHa 9Cep €Ty acCleKTUIepl 3ePTTEII, KapacThIPhLIIbL. MHKIII03UBTI 0TOACKIIA epeKIle OalaHbIH
TopOHeNeHyi, 0Cbl 0TOACH MYIIENIEPiHiH KAPhIM KaThIHACHIHA, OJIAP/IBIH KOFaMIaFbl POITiHE, KAaJIIbl OMip CYPY
camachlHa Kallaif ocep eTeTiHiH 3epTTey YIIiH MYMKIHJIIT] meKTeyi Oana TopOueen OThIpFaH eKi 0T0aChIMEH
3epTTey KYPriziini. 3epTTey MaKkcaThlHa COMKEC FHIIBIMU MaKaslaJlapFa TaJliay sKacaipl, 3epTTey OOBEKTiCiH
OakplIay, oHriMesecy, cyx0arracy, Tanjaay, Keic cTaju 9JiCiH MaijajiaHa OTBHIPBIN CaIlalblK HOTHXKEIEPIi
capantay, B.TkaueBaHbIH MYMKIHJIITI IIeKTeyIi Oana TopOMeneymi aTa-aHajgap THIIOJOTHICHIHAA OepinreH
TICHXOJIOTHSIUIBIK MTOPTPETTEP AapKbUIBl WHKIIIO3UBTI OTOACHIHIAFBl aTa-aHaJapIblH THUITEPl aHBIKTAJJIbL.
C.J1.3a0pamusis OarnapiaMachbiHbIH OeiiMaeNreH HYCKACBHIH MailaliaHa OTBIPBHIN, epeKIlle KaKeTTUTiri 6ap
Oananapra JUarHOCTHKAIIBIK 3€PTTEY KYPTi3uiai. by onic apKpuibl Oana Typasbl JKalllbl MAJIIMETTED, Jamy
Tapuxbl, OTOACHI, (U3WKAJIBIK >KaFIailbl, TAaHBIMJBIK 1C-OPEKETTiH epeKIIeNiKTepl Typallbl akKriaparrap
KUHAKTANIBIN, «AJIMS JKOHE OHBIH O0TOackl» XoHe «MapaT jKoHE OHBIH OTOachl» JKaiblHIA KeHcTep
KypacThIpbUIAbl. ATa-aHaJlapMeH oHrimenecy, cyxbOarracyra Herizgenin K.Otrun skone D.XapTman
a0icmemeci OolibIHIIA Oananapra xeke «Ixkoxapmay TONTHIPBULABL. by onmicteme HoTIXKeciHAe Oama MeH
0TOACHIHBIH 9JIEyMETTIK OpTaja 0oJaThIH OailaHBICTaphl Typajibl akmapaTTap rpaguKaiblk OeiHeney peTinae
Oepinin, Tanaanabl. OTOACH MYIIIEIEPIHIH 11K YMOIMAHAN/IBI KYHIEPIH TYPaKTaHABIPbII, dKaFbIMJIbl KAPhIM-
KaThIHACTAPBIH KAJIBIITACTBIPY IbIH >KOJIAAPbl YCHIHBUIIBL.

Tytiin co30ep.: MHKITIO3UBTI 0TOACHI, 0TOACKIHAAFBI KAPBIM-KATBIHAC, €PEKILE KAKETTUIIr 6ap 6ana, MyMKiHLIIr
niekteysi 0ana, MHKIFO3UBTI 0TOACKIHaFbI Oana Topoueci

Kipicne

CoHFBl KBUIIAPHl HMHKJIIO3UBTI KOFaM, HWHKIIIO3UBTI OTOAchl Moceyenepl TmeJaroruka >KoHe
TICUXOJIOTHS CATAaChIHAAFbl 3epPTTEYyIep/ie KEHIHEH KapacThIpblIyaa. HKITIO3UBTI 0TOACK — epeKIie
KaKeTTUIIr1 6ap Mytienepi 6ap HeMece 0TOAChIHA epeKIle OaJaHbIH JIeHI cay OaybIpiaapbIMeH Oipre
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