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S.E. Adilkeshev, A.M. Uteev, V.G. Nosov, Zh.K. Kapasheva 

 
Practical Application of Digital Technologies in Language Learning 

 
This article explores the practical application of digital technologies in language learning through 
the example of , an innovative educational game focused on the Kazakh language. The 
project combines the roguelike genre with language practice, integrating game mechanics into the 
learning process. It emphasizes methods for increasing learner motivation and creating an 
interactive environment where language knowledge is essential for progress. Gameplay involves 
translating phrases and engaging with the environment, promoting effective knowledge retention. 
The paper outlines the development stages, technical solutions, and future prospects for scaling 
the project to other languages and educational formats. 
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