PSYCHOLOGY AND COGNITIVE SCIENCES
ISSN: 3080-1893. eISSN: 3104-4611

IRSTI 15.01.77 https://doi.org/10.32523/3080-1893-2026-155-2-8-20
Scientific article

ARTIFICIAL INTELLIGENCE-SUPPORTED PERSONALIZED
GAME-BASED LEARNING ENVIRONMENTS:
PSYCHOLOGICAL APPROACHES TO DEVELOPING LEARNER
AUTONOMY IN FOREIGN LANGUAGE EDUCATION

E Artykbayeva (>, M. Baibekova*?(:), Zh. Makhanova?3 (>,
G. Tursynova#(>, Zh. Mirzakhmedova®

14 5Tashenev University, Shymkent, Kazakhstan

2Peoples’ Friendship University named after A. Kuatbekov, Shymkent, Kazakhstan
3South Kazakhstan Pedagogical University named after Uzbekali Zhanibekov,
Shymkent, Kazakhstan

E-mail: *fazilaartykbayeva@gmail.com, “*kabdan.94@mail.ru, >zhanna_kudaibergenovna@
mail.ru, *mirzakhmedova.zhanet@bk.ru, °guldar.tursynova.74@mail.ru

Abstract. The present study explores the psychological mechanisms underlying
the formation of learner autonomy in foreign language education through the integration
of personalized game-based scenarios supported by artificial intelligence (Al). Within
the broader framework of digital transformation in higher education, the research
focuses on how Al-driven personalization and gamification stimulate motivation,
self-regulation, and engagement, thereby reinforcing the psychological foundations of
independent learning. Particular attention is given to the mediating role of motivation
and its interaction with self-regulatory processes, which together constitute the core
psychological mechanisms of autonomy development. Empirical data were obtained
through a quantitative survey of 112 students enrolled in the “Teacher Training in Two
Foreign Languages” program at Tashenev University. The questionnaire included 25
items organized into five thematic clusters: goal setting and planning with digital and Al
tools; self-regulation and organization of learning activities; use of digital technologies
and AJ; perceived impact of Al and gamification; and motivation and engagement.
The analysis revealed positive student perceptions of Al and gamification, strong
correlations between key dimensions of autonomous learning, and demonstrated that
motivation partially mediates the relationship between Al use and self-regulation.
These findings highlight the psychological mechanisms through which Al-supported
gamification fosters autonomy, showing that emotional and motivational factors play
a decisive role in shaping independent learning behaviors. The scientific significance
of the study lies in substantiating the pedagogical and psychological potential of
integrating Al and gamification into language education, while its practical relevance
is reflected in the development of methodological recommendations for applying these
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Artificial intelligence-supported personalized game-based learning environments:
psychological approaches to developing learner autonomy in foreign language education

tools to strengthen student autonomy. The results may be used in designing innovative
educational programs, digital courses, and teaching strategies that align with the
psychological foundations of learner autonomy in the context of higher education’s
digital transformation.

Keywords: gamification, artificial intelligence (Al), learner autonomy, self-
regulation, foreign language education, motivation, psychological mechanisms

Introduction

Nowadays, schools are using more and more computers, tablets, and special programs to help students
learn better. Instead of just listening to a teacher, students can use fun games and smart computers that change to fit
what they need to learn. When learning a new language, like Spanish or French, using these smart tools and games
makes studying more exciting and helps students stay motivated. As technology gets better all the time, it’s also
important for students to learn how to be responsible for their own learning. This means setting their own goals,
planning what to study, checking how much they’ve learned, and taking charge of their progress.

The relevance of this research is determined by the urgent need to identify pedagogical strategies that not
merely improve students’ linguistic competence but also contribute to the cultivation of independence, critical
thinking skills, and motivation for lifelong learning. In this regard, the implementation of Al-supported personalized
game-based scenarios opens up new pedagogical opportunities (Alam et al., 2024). Such scenarios allow for the
adaptation of instructional materials to individual learner profiles, maintain engagement through game mechanics
(including points, levels, and rewards), and deliver personalized, real-time feedback that supports continuous progress.

Recent scholarship emphasizes the profound impact of artificial intelligence on the sphere of language
education, particularly in the domains of assessment and instructional design. For instance, Alam et al. (2024)
examined the role of the Intelligent Computer-Assisted Language Assessment (ICALA) system and its influence on
teachers’ professional attributes, such as immunity, reflective practice, job satisfaction, and persistence in second-
language teaching. Their findings illustrate that Al technologies are reshaping the pedagogical landscape, influencing
educators’ resilience and overall professional well-being. Although this investigation primarily addresses teachers,
it highlights a broader tendency, the transformation of language education under the influence of Al. Building upon
this context, the present study reorients attention toward a student-centered application of Al, specifically analyzing
the potential of Al-assisted personalized game scenarios to enhance learner autonomy, engagement, and efficiency
in foreign language acquisition.

The role of Al in foreign language instruction has been extensively addressed in contemporary academic
discourse. Scholars argue that Al technologies can function as virtual tutors, adjusting to learners’ knowledge levels,
preferred learning styles, and individual pace of progress (Cao & Phongsatha, 2025). Gamification, in parallel, is
acknowledged as a powerful instrument for strengthening motivation, stimulating cognitive activity, and sustaining
long-term interest in language learning (Elsayed et al., 2024). Nevertheless, the combined integration of Al-driven
personalization and gamification strategies remains a relatively novel and insulfficiently explored trajectory, particularly
with respect to the advancement of learner autonomy (Duisenova & Zhorabekova, 2024).

Al is more than just a tool; it affects how students feel and stay motivated. When combined with good
teaching and fun game-like activities, Al can help students become more independent, interested, and do better in
school. Studies show that using Al in language learning can improve students’ skills in reading, listening, writing,
and speaking. It also keeps them focused and involved. (Pape & Steinbach, 2025). The implementation of intelligent
learning and assessment systems has produced notable improvements in students’ performance across all language
skills, including reading, listening, writing, and speaking, while concurrently increasing both cognitive and behavioral
engagement, according to recent research, which further supports the significant potential of integrating Al
technologies into foreign language education (Spirina et al., 2025).

Many studies also point out that using Al to help students learn at their own pace is helpful in higher
education. Creating Al-supported, personalized, game-based learning can be a good way to help learners become
more autonomous. For example, tools like ChatGPT are changing how students learn languages by giving them more
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personalized learning experiences and options (Zhakupova et al., 2022). It was determined that this highlights the
potential of creating and executing Al-assisted customized game-based learning scenarios as one of the best tools
for fostering learner autonomy. The development of sophisticated next-generation Al tools is a notable illustration
of such tailored technology in language instruction. The advent of tools like ChatGPT has significantly changed how
foreign language learning is approached, opening up new possibilities for customized instruction and broadening
the range of learning techniques available to students.

However, Lo, Yu, Xu, and colleagues (Zhumabekova et al., 2025) observe that while ChatGPT can encourage
students, offer personalized learning, and support teaching, it also has risks. These include incorrect information,
privacy problems, and academic honesty issues, which need more study. Also, a study of 70 research papers found
that most focused on writing skills, and it is important to study how ChatGPT affects reading, listening, and speaking
(Lo etal, 2024).

These points suggest that there is a need for new ways to teach, like using Al-assisted personalized game-
based learning to help students become more independent (Zhumatayeva et al.,, 2025). Therefore, this study looks at
how Al-supported personalized game-based activities can help students learn languages on their own. The goal is to
see how autonomous learning is, how engaged students are, and how they feel about using games and Al in learning.
Also, it is important to see how these methods affect independent learning and how well students learn overall.

The scientific significance of the study shows how Al and game-based learning can improve language
education and give ideas on how to use them to help students learn independently. The results can be used to design
better educational programs, create online courses, and improve language teaching methods as higher education
changes with new technology.

Materials and methods

This research studies students’ views on using Al-supported personalized game-based activities in language
learning, and how these activities affect their independence, motivation, and focus. The study uses a survey with
questions that ask students to rate their agreement on a scale.

The survey happened at Tashenev University (in Shymkent, Kazakhstan) with students in the Teacher
Training in Two Foreign Languages program. The data was collected online with Google Forms. 112 students
took part, but some did not answer all the questions. To make sure the data was correct, only the surveys with all
questions answered were used.

All answers were kept private and used only for this study, being respectful of the students who participated.

The participants were from different year groups. Most were second-year students (47.4%), then first-year
students (20.1%), third-year students (22.5%), and fourth-year students (10%). The answers from these students
can show how digital and Al tools can help them learn to be independent in their early years of study.

The survey had 25 statements that were grouped together to reflect key parts of autonomous learning when
using Al and games. Students answered using a five-point scale:

1 - Strongly disagree

2 - Disagree
3 - Neutral
4 - Agree

5 - Strongly agree

The survey had five sections:

Section I: Goal Setting and Planning with Digital and Al Tools - This part asked about how well students
can set goals and plan their studies using digital and Al tools. Example statement: “I use digital resources and Al
recommendations to set my language learning goals.”

Section II: Self-Regulation and Self-Organization in Al-Gamified Learning - This part looked at how well
students can manage themselves and organize their learning in Al-supported game-like environments. Example
statement: “I continue learning even when tasks are suggested by Al without teacher involvement.”

Section III: Usage of Digital Tools and Al Resources - This section explored how often students use digital
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platforms and Al applications to learn languages. Example statement: “I actively use online platforms and Al appli-
cations to learn a language.”

Section IV. Perceived Impact of Al and Gamification on Learning - assessed students’ views regarding the
influence of Al and gamification on learning outcomes and effectiveness. Example statement: “Gamified tasks with
Al support help me understand the material better.”

Section V. Motivation and Engagement in Al-Gamified Learning - evaluated the extent to which Al and
gamified environments foster students’ motivation and engagement. Example statement: “I feel satisfied when I
complete Al-based tasks on my own.”

The survey was conducted in September 2025. Students received the questionnaire link during scheduled
classes and were invited to participate voluntarily and anonymously. To ensure accessibility and clarity, all items
were presented in both English and Kazakh. On average, respondents required 10-15 minutes to complete the survey.

The reliability of the instrument was tested using Cronbach'’s alpha, which demonstrated exceptionally high
internal consistency across the 25-item scale (a = 0.957, N =112).

Data analysis was performed using IBM SPSS Statistics (Version 29) and involved several statistical proce-
dures. Descriptive statistics (means and standard deviations) were calculated to identify general trends in students’
perceptions of Al-supported and gamified language learning. Pearson’s correlation analysis was applied to examine
relationships among the five constructs, goal setting and planning, self-regulation, use of digital tools, perceived
impact of Al and gamification, and motivation, revealing strong and statistically significant positive correlations (p
<.01). To further investigate the underlying mechanism, mediation analysis was conducted using Hayes’ PROCESS
macro (Model 4, 5,000 bootstrap samples), with Motivation tested as a mediator between the Impact of Al and
Gamification and Self-Regulation. The results confirmed a significant partial mediation effect (ab = 0.3626, 95% CI
[0.2372, 0.5180]).

Results

Table 1 provides a summary of descriptive statistics for the 25 survey items assessing students’ perceptions
of employing digital and Al-based tools within gamified language learning environments. The average scores ranged
between 3.88 and 4.35, reflecting predominantly positive attitudes toward the integration of Al and gamification in
the learning process. The highest mean value (M = 4.35) was recorded for the item “I find language learning more
appealing when it is presented in a gamified format”, indicating that game-based approaches substantially enhance
learner engagement.

On the other hand, topics related to self-regulation and independent study time management,
including “I can organize my study schedule according to recommendations offered by digital plat-
forms,” showed significantly lower mean scores (around 3.88-3.92). This implies that even if students rec-
ognize the value of Al technologies, they can still have some trouble controlling their own study habits.
Participants’ replies showed a modest degree of diversity, with dispersion values ranging from 0.83 to 1.15. When
considered collectively, the results show that learners generally view gamified and Al-supported environments as
efficient, inspiring, and supportive of the growth of autonomy in foreign language instruction.

Table 1.
Summary of Descriptive Statistics for Survey Items (N = 112)

Item Mean Standard deviation

1. I rely on digital resources and Al-generated recommendations to define my

. - 412 0.98
language learning objectives.
2. Al technologies assist me in identifying which language skills should be 410 1.02
prioritized in my learning. ' '
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3.1 am able to structure my learning process based on suggestions and feed- 4.05 1.09
back provided by Al ' '
4. Gamified platforms support me in articulating my learning tasks more 3.92 1.08
clearly. ' '
5. The use of digital tools and Al enhances the effectiveness of my learning 425 1.00
plans. ' '
6.1 continue studying even when tasks are proposed by Al without direct 3.8 115
teacher involvement. ' '
7.1 can organize my study schedule according to recommendations offered by 3.90 1.07
digital platforms. ' '
8. Feedback generated by Al helps me evaluate my errors and improve my 428 0.94
performance. ' '
9. I monitor my progress using analytics and reports produced by Al systems. 4.12 1.05
10. I take responsibility for my learning outcomes even when tasks are as- 418 101
signed by AL ' '
11. I regularly engage with online platforms and Al applications to support 415 1.06
my language learning, ' '
12.lindependently search for digital resources (applications, chatbots, web- 430 0.95
sites) to facilitate my learning. ' '
13. 1 employ Al tools to assess my knowledge and track my progress. 4.24 0.89
14.1am able to select digital tools that best align with my learning objectives. 4.20 0.92
15. Al technologies make the process of language learning more efficient and 428 0.96
convenient. ' '
16. Gamified tasks supported by Al help me comprehend learning material 418 0.98
more effectively. ' '
17. Personalized tasks stimulate me to study with greater activity and per- 422 0.95
sistence. ' '
18. Al provides timely and useful feedback during gamified learning activities. | 4.26 0.97
19. Game mechanics (points, levels, rewards) make the learning process more 434 0.89
engaging and enjoyable. ' '
20. Al-adapted scenarios contribute to the development of my independent 495 0.93
learning skills. ' '
21. 1 experience satisfaction when I successfully complete Al-based tasks on 412 0.97
my own. ' '
22.1find language learning more appealing when it is presented in a gamified 435 0.91
format. ' '
23.1practice more frequently when tasks are adapted to my level by AL 4.20 0.95
24.1believe that Al and gamification assist me in achieving my personal 415 0.93
learning objectives. ' '
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25.1am motivated to continue studying languages through Al platforms and

4.29 0.83
gamified tasks.

To examine how the main parts of the Al-supported gamified learning system are linked, a correlation
analysis was done. The intention was to see how the five studied ideas related to each other.

The results (Table 2) showed positive links between all pairs of things being tested (N = 112, p &lt; .01),
with values from r =.668 to r =.825. The strongest link was between “Perceived Impact of Al and Gamification on
Learning Outcomes” and “Motivation &amp; Engagement in Al-Gamified Language Learning” (r =.825, p &lt; .001).
It appears that students who think Al and gamification work well tend to be more motivated and involved. Another
clear link was seen between Self-Regulation &amp; Organization in Gamified Al Learning and of Digital Platforms
and Al Resources (r =.785, p &lt; .001). This points to the idea that using Al tools often is tied to how well students
can control and plan their own learning.

In short, the data supports that including Al and gamification makes a connected system of related mental
processes, setting goals, self-control, tools, how things are seen, and drive. Together, these help students learn on
their own in foreign language education.

Table 2.
Spearman Correlation Matrix for the Five Core Constructs (N = 112)

Variables 1 2 3 4 5

1. Goal Setting
& Planning with 1 725%* .668** .681** .690**
Al-Supported Tools

2. Self-Regulation
& Organization in
Gamified Al Learn-
ing

725%* 1 .785%* .770%* .768**

3. Utilization of Dig-
ital Platforms and 668** 785%* 1 .760** 762%*
Al Resources

4. Perceived Impact

of Al and Gamifi- 681% 770%* 760%* 1 825%*
cation on Learnlng

Outcomes

5. Motivation &

Engagement in 690%* 768 7625 825+ 1

Al-Gamified Lan-
guage Learning

To understand how students’ views on Al-integrated gamification influence their self-regulation skills,
a mediation analysis was performed using Hayes’ PROCESS macro. In this model, the Perceived Impact of Al and
Gamification on Learning Outcomes was set as the predictor, Self-Regulation &amp; Organization in Gamified Al
Learning as the outcome, and Motivation &amp; Engagement in Al-Gamified Language Learning as the mediator. To
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ensure the reliability of the indirect effect, a bootstrap procedure was applied (5,000 resamples, 95% confidence
interval).

The results showed that the students’ views of Al and gamification strongly predicted their motivation (B
=0.7852, SE = 0.0318, p &lt; .001), accounting for about 68% of the variance (R2 = 0.6821). Also, motivation was
a predictor of self-regulation (B = 0.4825, SE = 0.0704, p &lt; .001), even when considering the direct predictor of
Al perception. The direct predictor of Al perception on self-regulation remained (B = 0.4397, SE = 0.0665, p &lt;
.001), suggesting partial mediation. The overall relationship between Al perception and self-regulation, without
the mediator, was also (B = 0.8124, SE = 0.0410, p &lt; .001), with the model explaining 64.2% of the variance in
self-regulation scores (R* = 0.6420).

The indirect pathway through motivation was (ab = 0.3727, BootSE = 0.0698, 95% CI [0.2514, 0.5142]),
confirming the presence of a mediating pathway. The proportion of mediation showed that about 46% of the
connection between Al perception and self-regulation was transmitted through motivation. These results suggested
that motivation is a key psychological factor in which Al-backed gamification helps develop independent learning
habits in foreign language education.

Discussion

The latest research has noticed the changing role of artificial intelligence (AI) in language education,
especially in grading and instructional design. For example, Alam et al studied how an Intelligent Computer-
Assisted Language Assessment system changed teachers’ skills and professional traits, including teaching strength,
reflective practice, job happiness, and determination in second-language teaching. Their results showed how Al
technologies changed the teaching environment, affecting teachers’ well-being and flexibility (Alam et al., 2024).
Even though this view focused on teachers, it represents a larger trend of systemic change in language education
caused by Al implementation. These changes impact curriculum growth, classroom techniques, and the ways students
obtain and grow in language skills. The use of Al in language learning offers chances for personalizing education,
responding to individual student needs, and providing real-time comments. Teachers can then change exercises to
match student learning styles, leading to a more interesting and useful educational experience. Al systems can also
measure student development and show where they need extra help, letting teachers provide customized help and
assistance. The Al developments can also encourage self-regulated skills. By providing interactive exercises and
personalized comments, Al tools involve individuals to actively participate in their learning, develop goals, and track
their achievements. This independence helps language learning and also develops important abilities that are very
useful in several educational and professional settings. As Al continues to assimilate into language education, more
research is required to discover its complete potential and fix the problems with its moral implications. Al systems
need to be developed and implemented in an ethical way, focusing on fairness, transparency, and responsibility to
ensure that all students can effectively take part in the advantages of the technology.

Expanding on this idea, this research views learning from the student’s perspective. It looks at how using Al
to personalize games might make students more independent, driven, and good at learning a new language. Previous
work shows Al can act like a practice teacher, changing things based on how well students do, how they learn, and
how fast they go. Also, using games in teaching is known to get students interested, keep them thinking, and help
them stay focused on learning for a longer time. But, using Al to make learning personal and adding games hasn’t
been studied much, especially in how it helps students learn on their own.

Al shouldn’t just be seen as a tool to make things automatic. It actually affects how students feel about
learning and what gets them going. When Al is used in teaching and in games, it can help students become more
independent, get involved, and do better in school (Pape & Steinbach, 2025). Studies that combine many research
results show that using smart learning and testing systems greatly improves how well students understand and use
language. It also makes them more interested and involved in learning (Zhakupova et al.,, 2022). Plus, systems that
change and personalize learning are seen as a top way to use Al in colleges (Zhumabekova et al., 2025).

The arrival of new Al tools, like ChatGPT, has changed language learning a lot. It gives chances to make
learning very personal (Zhumatayeva et al., 2024). As Lo, Yu, Xu, and others say, using ChatGPT in English as a
Second or Foreign Language classes can boost desire, give more chances for students to learn on their own, and
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give extra teaching help (Lo et al,, 2024). They also warn about problems like wrong information, privacy issues,
and cheating risks. This means we need to keep studying how to use Al in a moral and good way for teaching. These
ideas show it’s important to look at new ways of teaching, like using Al-powered games, to help students learn on
their own (Spirina et al.,, 2025).

The study’s analysis that looks at how things relate shows strong links between all five ideas: setting goals
and plans, controlling oneself, using digital tools, feeling the impact of Al and games, and being driven (r =.668-.825,
p &lt; .01). The strongest link was between feeling the impact of Al/games and being driven (r =.825, p &lt; .001).
This proves that what gets students going is key to how they see new educational tools.

To better understand how these ideas connect, a study was done to see if one thing affects another, using a
method by Hayes (Model 4; 5,000 samples were tested). The study tested if what gets students going changes the
link between feeling the impact of Al and games and how students control themselves. The results showed this is
partly true. Feeling the impact of Al greatly increases what gets students going (B = 0.7852, p &It; .001). And what
gets students going greatly increases how they control themselves (B = 0.4825, p &It; .001). The direct influence of
feeling Al on self-control was also strong (B = 0.4397, p &lt; .001). The effect that goes through motivation was also
important (ab = 0.3727, 95% CI [0.2514, 0.5142]). About 46% of the total influence was changed by motivation.

These results show that students who see Al-powered tools and games as good often feel more driven. This
then betters their skill to control themselves and be independent. Because there’s still a strong direct influence,
it means other things, like setting learning goals, using planning ways, or using Al to track progress, can also help
students learn on their own.

In real life, this means it's important to design digital learning spaces that really focus on making students
want to learn. Giving feedback that changes, showing how they’re doing, and giving rewards can make students
more driven from the inside. This helps them control themselves and learn alone. So, motivation is a key thing that
connects new tech with helping students learn on their own in language education.

It's good to note that this study looked at things at one point in time, which limits how we can say one thing
causes another. So, the results should be seen as likely, and future tests over time or experiments should check
them. Also, using answers students give themselves can bring in some bias. Even with these limits, the strength of
the results, the amount they explain, and how they fit with theory confirm they are dependable.

In short, the results give proof that using Al and games together can help students learn on their own. The
study adds to the growing research on Al-helped language learning by showing that tech gets students involved not
merely by bettering self-control but also by working through what gets them going. This opens ways to design Al-im-
proved personalized learning spots that push self-led and independent language learning as tech changes education.

Conclusion

This study investigated the psychological mechanisms underlying the formation of learner autonomy in for-
eign language education through the integration of personalized, Al-supported gamified scenarios. Situated within
the broader context of digital transformation in higher education, the research confirmed that artificial intelligence
and gamification are not solely technological innovations but also pedagogical instruments that directly influence
motivation, self-regulation, and engagement, key psychological dimensions of autonomous learning.

The findings demonstrated that students generally hold positive attitudes toward Al-driven and gamified
environments, perceiving them as effective, motivating, and conducive to independent learning. Correlation analy-
sis revealed strong and statistically significant relationships among the five constructs, goal setting and planning,
self-regulation, use of digital tools, perceived impact of Al and gamification, and motivation, underscoring the in-
terconnected nature of autonomy development. Mediation analysis further substantiated that motivation partially
mediates the relationship between perceived Al impact and self-regulation, confirming that Al-supported environ-
ments enhance autonomy both directly and indirectly through motivational pathways. This highlights motivation as
a central psychological mechanism linking technological innovation with the cultivation of learner independence.

From a pedagogical perspective, the results emphasize the importance of designing digital learning environ-
ments that integrate adaptive feedback, personalized progress tracking, and gamified reward systems. Such features
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strengthen intrinsic motivation and foster self-regulated learning behaviors, thereby equipping students with lifelong
learning skills essential in the digital era. Moreover, the persistence of a significant direct effect of Al perception on
self-regulation suggests that additional mechanisms, such as cognitive goal-setting, organizational strategies, and
the active use of digital resources, also contribute to autonomy formation, warranting further exploration.

Despite its contributions, the study acknowledges certain limitations. The cross-sectional design restricts
causal inference, and reliance on self-reported measures may introduce subjective bias. Future research should
employ longitudinal and experimental designs to validate the mediation model and examine the long-term effects of
Al-supported gamification on learner autonomy. Additionally, ethical considerations related to data privacy, misinfor-
mation, and academic integrity must be addressed to ensure responsible integration of Al into educational practice.

Taken together, this study provides empirical evidence that Al-supported gamified learning environments
hold significant pedagogical potential for fostering learner autonomy in foreign language education. By bridging
technological innovation with psychological mechanisms of motivation and self-regulation, Al-driven personalization
and gamification can serve as powerful tools for advancing autonomous, self-directed learning in higher education.
These insights contribute to the growing body of literature on Al-assisted pedagogy and open new avenues for the
design of innovative, learner-centered educational models in the age of digital transformation.
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145K A. Tawenee ambiHOarbl yHusepcumem, lllvimkenm, Kazakcman.
29. Kyam6ekos ambiHoarst Xaasikmap docmbirbl yrugepcumemi, lllvimkenm, Kazakcman.
3636ekai JKanibekos amviHdarsl O4mycmik KazakcmaH nedazozukasisik yHugepcumemi, Lllvivkenm, Kazakcmat.

KacaH bl UHTe//IEKTKE HeTi3/e/ireH xKeKeJIeHAipi/ireH oUbIHABIK OKY OPTachl: IeTeJI TiJIiH yipeHyae
61/1iM a/IyLIbIHBIH, OKY aBTOHOMUSACBIH JaMBITYAAFbI ICUXO0JIOTUSLIBIK, TICi/IAED

Axpaatna. by 3epTTey kacaHabl uHTesieKTKe (2KW) HerizpenreH gepbecTeHgipisireH oWbIH/BIK,
CleHapUuiJep/i MHTerpanusaaay apKblibl LIeT TiAepiH OKbITYAaFbl OKYy aBTOHOMMUSICBIH KaJbIITACTbIPY/bIH,
MICUXOJIOTHUSJIBIK MeXaHU3M/lepiH KapacTeipa/bl. KoFapsl 6is1iM 6epyaeri nudpablK TpaHCPOPMaALUAHBIH, KEH,
aykbIM/ibl KOHTeKCiHAe 3epTTey KU Herisingeri nepbecTenipy MeH reiMUbHKaLUAHBIH MOTUBALUSHBI, ©63iH-031
peTTeyAi XoHe 0Ky NpoLeciHe KaTbICY bl KaJal bIHTaJaHAbIpAaThIHbIH, OChIIal1Ia lep6ec OKY/AbIH, IICUXOJIOTHUSJIBIK,
Heri3/iepiH HbIFAUTATbIHBIH TaaJalAbl. Epekiile Ha3ap MOTUBaLMAHbIH MeUaTOp peTiHAeri pesiHe >xoHe OHbIH,
e3iH-63i peTTey nponecTepiMeH e3apa 6aiIaHbICBIHA ayAAPbLIA/Ibl, 0JIap ABTOHOMUSIHBI JAMBITY/IaFbl HeTi3ri
MICUXOJIOTUSJIBIK MeXaHU3M/lepAi Kypaibl. JMIHUPHUKaAJIBIK JepekTep TameHeB yHUBepcuTeTiHAeri «EKi meT
TiJliHeH MyFaniMaepAi aaspJay» 6aF/apiaaMacbiHa KaTbIlcaThIH 112 cTy/leHTKe XKYPTi3isireH caHAbIK cayaJHaMa
apKpLIbl aJbIHABL CayasHaMa 25 TYKbIpbIMHAH TYPAbI )KoHe 6eC TaKpIPBINTHIK KJaacTepre 6e/iHAl: LudpJIbIK )KaHe
KU Kypasgapsl apKbLIbl MAaKcaT KO0 K9He XoclapJay; 63iH-e3i peTTey »KoHe OKY ic-9peKeTiH YUBIMJACTBIPY;
nudpablK TexHosoruaaap MeH KU Kongany; XKW MeH reiimuduKkanusHbIH acepiH KabblaAay; MOTUBALUSA XKaHe
Katbicy. Tangay cryaeHTTepis KU MeH reiiMmudukanusara oH Ke3KapacblH KOPCETTi, aBTOHOM/bI OKY/IbIH Heri3ri
eJieM/iepi apacblH/a KYLUTI KOppeJsusaaap aHbIKTaaAbl )koHe MOoTUBalUAHBIH KU KosilaHy MeH e3iH-e3i
peTTey apacblHAaFbl 6al/IaHbICTHI illiHapa MeAuaTop 601aThIHBIH Aaaenesi. by HaTmxenep KU Koaaaran
reiMUPUKaMsIHbIH aBTOHOMUSIHBI JAMBITYFa bIKIAJ €TeTiH [ICUXOJIOTUSIBIK MEXaHU3M/epiH alKbIHAANWbI,
3MOLMOHAJIBIK KoHEe MOTHUBaLUAJIBIK GaKTopIapAblH Aepbec 0Ky MiHe3-KY/IKbIH KaJbIITAaCThIpy/ia LIeIyIii
peJi aTKapaTbIHbIH KepceTeai. 3epTTeyAiH FblIbIMU MaHbI3bl KU MeH reiiMudukanusaHbl Tiagik 6inimM 6epyre
WHTerpauusaaay/iblH eJaroruKaiblK KoHe IICUX0JIOTUAJBIK dJ1eyeTiH Heri3eye, al NPpaKTUKaIbIK MaHbI3bl
CTyAEeHTTep/iH aBTOHOMHUSICbIH HbIFAalTyFa apHaJIFaH a/jicTeMeJliK YChIHbICTapAbl 93ipJiey/ie KepiHic Tabajbl.
HaTwmxenep MHHOBaLUSIBIK 6i/1iM Gepy 6aFjap/iaMatapblH, LUPPIIbIK KYpCTapAbl )K9He OKbITY CTpaTerusajapbliH
»)Kobasiay/ia naigaJaHbLIYbl MYMKIiH, 0J1ap »KOFaphl 6iJ1iM 6epyAeri 0Ky aBTOHOMHUSIChIHBIH, IICUXOJIOTHUSIJIBIK
Heri3zepiMeH yilece/i.

TyiiH ce3aep: reiimudukanus, xkaca/ibl UHTe1eKT (JKU), 0Ky aBTOHOMUSICBI, 63iH-631 peTTey, 1eT Ti/liH
OKBITY, MOTHBALMS, ICUXOJOTUAJBIK MEXaHU3M/ED
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Hepconannsupoxza}mble HUTpOBbIE 06yqaxoume cpeabl HA OCHOBE HCKYCCTBEHHOI 0O HHTEJIVIEKTAa:
MCHUXO0JIOTHYECKHEe N0AX0Abl K PAa3BUTHIO y‘lEﬁHOf/i ABTOHOMMWH NPHU U3YYE€HHUHU HHOCTPAHHOIO A3bIKa

AnHoTanms. Hacrosiiee ncciefioBaHue NMOCBSILEHO U3yYEeHUIO ICUX0JOTHYECKUX MeXaHU3MOB GOpPMHU-
poBaHUs yueOHOM aBTOHOMUM B 06yYeHUH HHOCTPAHHbIM s13bIKaM N10CpPeJCTBOM UHTerpalnuu nepcoHaaiu3npo-
BaHHBIX UTPOBLIX CIIEHAPHEB, OAAEPKUBAEMbIX UCKYCCTBEHHBIM HHTeJLIeKTOM (MU). B pamMkax 60s1ee MpoKoro
KOHTeKcTa 11u$poBoii TpaHchopMaly BbICLIEr0 06pa30BaHus HCCleJOBaHNe aKIeHTUPYeT BHUMaHUe Ha TOM,
KaK [lepCcoHa/IM3aliMs, OCHOBaHHas Ha MU, u reilimudukanus CTUMyJIUPYOT MOTUBALMIO, CAMOPETYJISILIMI0 U BOB-
JIEYEHHOCTbh, TEM CaMbIM YKPEIJIsAS IICUX0JOTHYEeCKHE OCHOBBI CAMOCTOSITEJbHOI0 06ydyeHust. 0co60e BHUMaHHUE
yAenseTcsa MeJuUpyollel poJd MOTUBALMHU U €€ B3aUMO/eCTBHIO C TPOLeCCaMU CaMOpery ALy, KOTOpble BMecTe
COCTABJIAIOT AP0 IICUX0JIOTMYEeCKUX MEXaHU3MOB Pa3BUTHUS aBTOHOMUU. IMIIUPHUYECKHe JaHHble ObLIY T0J1y4eHbl
B XO/Zle KoJIM4ecTBeHHOro onpoca 112 ctyaeHToB nporpaMmsl «[loAroToBKa yynTesel o ByM HHOCTPAHHbBIM
s3bIKaM» B YHUBepcuTeTe UMeHH TalleHeBa. AHKeTa BKJIIOYasa 25 yTBepXKJeHUH, CTPyNNHUPOBaHHbIX B NATh
TeMaTHYeCKUX KJIaCTepPOB: NOCTAHOBKA Lieslel U MIJIaHUPOBaHUe C UCNO0JIb30BaHHEM UPPOBbIX U UU-UHCTpY-
MEHTOB; CAMOPETYJIALMS U OpTaHU3aLHs yIeOHON 1eITeIbHOCTH; UCII0JIb30BaHNE [IUPPOBBIX TEXHOJIOTUN U
WH; BoctipusTue BausHusa UU u refiMudukanvy; MOTUBaLMsA U BOBJIeYEHHOCTb. AHA/IU3 [T0Ka3aJ NO3UTHBHOE
OTHOLIEHHUe CTYyleHTOB K Y v reiMuduKaluy, BbIIBUJ CUIbHbIE KOPPeNAL UMY MeXy KJII04eBbIMU U3MepeHUsIMU
aBTOHOMHOTO 00y4Y€eHHS U MOATBEPAMJI, YTO MOTUBALMS YaCTUYHO OMOCPEAYET CBSI3b MEXK/1y UCI0Jb30BAHNEM
WU u camoperynsnuei. [lonydeHHble pe3yabTaThl IeMOHCTPUPYIOT ICUXO0JI0THYeCKHe MeXaHU3MBbl, I0CPe/iCTBOM
KOTOpBbIX rediMrduKanusa Ha ocHoBe U cioco6cTByeT pa3sBUTHIO aBTOHOMUH, IOKa3blBas, YTO 3MOLIMOHA/IbHbIE U
MOTHBALMOHHbIE PaKTOPBI UT'PAIOT PEIIAOLIYI0 POJib B GOPMUPOBAHMUH CAMOCTOSITEBHOTO MOBEJEHHUS YIAIUXCH.
Hay4yHast 3Ha4MMOCTb UCC/IeJ0OBaHUS 3aKJII04aeTCsl B 000CHOBAHUMU NeJarOTMYeCKOro U ICUX0J0THYEeCKOTo 10o-
TeHLHasa UHTerpauuu UM v reiimudukanuy B 13b1koBoe 06pa3oBaHue, a IpaKTHUYeCcKas LieHHOCTb BblpaXkaeTcs
B pa3paboTKe MeTOAMYECKUX PEKOMEH/JALMI 10 TPUMEHEHH IO 3TUX UHCTPYMEHTOB [IJIsl YKpEIJIEHHUSI aBTOHOMUH
CTYAEHTOB. Pe3y/ibTaThl MOI'YT OGbITh UCIIOJIb30BAHBI IPU NPOEKTUPOBAHUY HHHOBALIMOHHBIX 06pa30BaTe/IbHbIX
nporpamM, LMGpPOBbIX KypCOB U CTpaTeryui npenojaBaHus, COIJIaCOBAHHbIX C ICUXOJOTMYeCKUMH OCHOBaMHU
y4ebHOU aBTOHOMHHU B YCJIOBHSAX [[MPoBOH TpaHCPOpMaLK BbICIIEr0 06pa30BaHHUs.

KnioyeBble cyioBa: reiiMudukanus, UCKyccTBeHHbIR nHTeeKT (MU), yueGHas aBTOHOMMUS, CAMOPETYJIALNS,
06y4eHHe MHOCTPAHHbBIM sI3bIKaM, MOTUBALUS, ICUX0JI0THYeCKHe MeXaHU3MBI
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