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Innovation is a defining characteristic of a knowledge society and a digital 

economy. It is therefore key to high quality educational delivery. For many in 
education this has come to mean the use of new technologies such as YouTube, 
Twitter and Pinterest, or the redesign of the spaces in which learning takes 
place. In recent years reference to ‘digital technology in the classroom’ can be 
taken to mean digital processing systems that encourage active learning, 
knowledge construction, inquiry, and exploration on the part of the learners, and 
which allow for remote communication as well as data sharing to take place 
between teachers and learners in different physical classroom locations. This is 
an expanded notion of technologies that recognises their development from mere 
information delivery systems and also clarifies their role in classrooms in 
contrast to their wider use across schools and learning centres.  

Digital technology is the term used to describe those digital applications, 
services and resources which are used to find, analyse, create, communicate, and 
use information in a digital context. Digital learning is learning that is facilitated 
by the direct or indirect use of technology or digital tools. The implementation 
of digital learning in a classroom is crucial to developing digital literacies as 
well as digitally literate people. The digital resources will include video, audio 
and web conferencing, webinars and video on demand, portals and immersive 
environments, content and learning management systems and resource 
exchanges, email, skype, social media, bulletin boards, forums and blogs. 
Engagement activities include simulated immersion experiences, games and 
collaborative projects with international peers.  

Digital learning technologies can enable students to grasp concepts more 
quickly, to connect theory and application more adeptly, and to engage in 
learning more readily, while also improving instructional techniques, leveraging 
instructor time, and facilitating the widespread sharing of knowledge. Digital 
technologies will enable this in new and better ways and create possibilities 
beyond the limits of our current imagination. 
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Digital learning provides quick feedback to instructors on where students 
are struggling, allowing teachers to provide additional instruction and answers to 
common questions, either online or in person.  Automation eases or eliminates 
routine grading, freeing course teams to spend more face-to-face time with 
students. Instructors can disseminate new ideas more quickly, touching more 
people and impacting more lives. Digital platforms allow instructors to meld 
worldwide participants into campus teaching, creating global conversations – 
resulting in richer teaching experiences. Digital learning empowers instructors to 
build courses using the best content previously developed by other instructors 
and colleagues, whether within the same department, or even at other 
institutions.  This “digital abstraction” for modular learning content is the real 
meaning behind the “digital” of digital learning. 

The potential benefits of digital technologies are that they can foster 
dialogic and emancipatory practice. Dialogic practice is that in which students 
are active, engaged and empowered participants in a conversation from which 
learning emerges. Emancipatory practice is that in which an individual student’s 
ideas go beyond the learning prescribed by the teacher/syllabus as they draw on 
knowledge gained outside formal education to construct understanding. 
Different technologies can improve learning by augmenting and connecting 
learning activities.  Digital technology can often also be exciting for learners and 
offers a potentially more engaging alternative. At the same time it is important 
to be aware that some learners may be less confident in learning with digital 
technologies and steps need to be taken to ensure equality of access.  

Many language classes lack quality materials and peer-to-peer 
communication and the language being learned is limited and lacks authenticity. 
This makes it difficult for learners to sustain interest in the communication, 
especially where immediate feedback is not available. Schools can use digital 
resources in a variety of ways to support teaching and learning. Electronic grade 
books, digital portfolios, learning game and student performance, are a few ways 
that technology can be utilized to power learning. 

Professional support for teachers will be provided through online 
professional learning, networking and global communities of practice to enable 
participants to share ideas and strategies and link to language experts and 
professional associations. Teachers can also connect with native language 
speakers and supervisors, both in Ukraine and other countries.  In the digital age, 
teachers need to be flexible and adaptable to whatever gets tossed their way. 
New technologies are being developed every day that change not only how 
students learn, but how teachers teach. 
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The use of theatrical activity as a type of art technology in the process of 

teaching a foreign language is considered to be one of the most important 
teaching tools, which helps to develop communicative skills and increase 
cognitive interest in learning languages. This method of verbal transformation 
also develops logical thinking and ingenuity, causes emotional reactions and 
affects the spiritual world of a person. Dramatization in teaching a foreign 
language should be understood as the creative use of written and spoken 
language on the basis of the literary heritage. In the methodological literature 
this concept denotes terms: staging, role-playing and dramatic games. 

Many scholars and methodologists considered the problem of learning a 
language during role-playing games (A. V. Konysheva, A. A. Kostyushko, 
I. M. Kungurova, G. V. Rogova, S. Holden, А. Duff and А. Maley). In the 
process of teaching a foreign language, improvisation, informal and formal 
dramatization are the most successful. Improvisation is the most interesting type 
of dramatization, because it is “the most appropriate method of teaching 
speaking, since it provides motivation in dialogue, contributes to the creation of 
an unlimited number of speech situations and makes them personally 
significant” [1, p. 125]. 

For improvisation, the following features are characteristic: lack of 
preparatory work, spontaneous speech, the performing is carried out directly in 
the audience, improvisation material should be familiar or understandable to all 
students, improvising is effective in pairs and groups. In terms of 
communicative teaching foreign languages, informal dramatization is the most 
unpredictable type of dramatization. Students have complete freedom in 
interpreting scenes, parts or ideas. During informal dramatization, students are 
not limited in their choice of language means. They are free to choose lexical 
and grammatical structures. Students get the opportunity to develop unprepared 
speech skills. 

Role-playing as an educational activity and effective form of art 
technology puts a student in an imaginary situation, thereby improving the 
students' language skills: it becomes easier to overcome the communicative 
barrier, choose language cliches and operate with them, transfer learned 
structures to various communicative situations [2, p. 17]. Role-playing returns to 


