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INNOVATIVE METHODS OF TEACHING ENGLISH IN HIGH SCHOOLS:
STRUCTURAL COMPONENTS

The article presents a comprehensive theoretical analysis of innovative methods of teaching English in higher
education institutions with a focus on their structural components, didactic features, and pedagogical potential. The
relevance of the study is determined by the transformation of the modern educational environment, the intensification of
digitalization in education, the growing role of interdisciplinary integration, as well as the need to develop a high level of
foreign language communicative competence among higher education students in accordance with European educational
standards and labor market requirements.

The aim of the article is to identify, generalize, and systematize the main structural components of innovative methods
of teaching English and to substantiate their effectiveness in the context of modern higher education institutions.

The study employs a set of theoretical research methods, including analysis, synthesis, generalization, and
systematization of domestic and international scholarly sources.

The article analyzes contemporary innovative teaching methods such as blended learning, the flipped classroom model,
content and language integrated learning (CLIL), gamification, the use of digital, multimedia, and virtual technologies,
as well as the integration of artificial intelligence elements into the educational process.

The structural components of innovative methods of teaching English are identified, including the target, content,
methodological, technological, organizational, and result-oriented components, and their interrelationships within the
learning process are characterized. It is substantiated that the effective integration of these components contributes to
increased student motivation, the development of learner autonomy, the formation of critical thinking, digital literacy,
and practical communicative skills. The article concludes that the implementation of innovative methods of teaching
English in higher education institutions ensures the flexibility, adaptability, and effectiveness of the educational process
in response to the needs of modern society.

Key words: innovative teaching methods, English language, higher education institution, structural components,
foreign language communicative competence.
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THHOBAIIMHI METOJIU BUKJIAJIAHHS AHIUIIMCHKOI MOBH B 3BO:
CTPYKTYPHI KOMIIOHEHTH

Y cmammi 30iticneno xomnaexcnuii meopemuunull auaniz IHHOBAYIUHUX MEMOOIi8 BUKNIAOAHHA AHININICLKOI MOBU
¥V 3aK1A0aX 8UWOI OC8IMU 3 AKYEeHMOM HA X CMPYKMYPHI KOMHOHEeHMU, OUOAKMUYHI 0COOMUB0CMI mMd neoazociyHull
nomenyian. AKmMyansHicms 00Cni0HCeHHs 3yMO8LeHA MPAHCHOPMAYIEID CYUACHO20 OCBIMHbO2O NPOCMOPY, IHMeHCUpi-
Kayiero yupposizayii HA8UaHH, 3POCMAHHAM POILL MINCOUCYUNTIHAPHOT IHMe2payii, a markodxic HeoOXIOHICMIO hopMy8aH-
HSl GUCOKO20 PIGHS THULOMOBHOI KOMYHIKAMUBHO! KOMNemeHmHocmi 3000y6auié suujoi oceimu 6i0N08IOHO 00 €6poneti-
CbKUX OCGIMHIX CMAHOAPMIE | BUMOZ PUHKY NPAYI.

Memorw cmammi € gusHaueHHsl, Y3a2aAlbHEHH MA CUCIEeMAMU3AaYisi OCHOBHUX CMPYKMYPHUX KOMNOHEHMI8 THHO8A-
YIUHUX MemoOi8 HA8UAHHS AHENINICLKOI MOBU, A MAKOJ4C OOTPYHMYBAHHS IX eqheKMUBHOCMI 8 YMOBAX CYUACHO20 3AKAAO0Y
8UUOT 0CBIMU.

Y npoyeci oocriodcenna ukopucmano KOMnIEKC MEOPEMUUHUX MEMOOI6, 30KpemMa ananis, CUHmMes, y3a2aibHeHHs ma
cucmemamu3ayiio HayKo8ux npays GiM4uUsHAHUX [ 3apyoixchux yuenux. [Ipoananizoeano cyuacHi iHHOSAYIUHI Memoou
Haguanms, ceped AKUX. 3MIUAHEe HAGUAHMNS, MOOelb NePegepHymo20 Kiacy, npeomMemno-mosHe iHmeeposane Haguanisi
(CLIL), cetimichixayis, 3acmocy8anHs Yupposux, MyibmumeOiuHux i GipmyantbHux mexnon02il, a maKkolc GUKOPUCHIAHHSL
eleMeHmi6 Wmy4Ho20 IHmenNeKmy 6 0C8iMHbOMY NPOYeCi.

Busnaueno cmpyxkmypHi KomnoHenmu iHHOBAYIUHUX MemO0i68 BUKIAOAHHA AHITINCLKOI MOBU, 30Kpemd Yilbosull,
3MiCmoBuUll, MemoOUYHULl, MEXHOLOSIYHUL, OP2aHI3aYIUHULL Ma pPe3yIbMAMUSHUL, A MAKONC OXAPAKMEPU3OBAHO IX
63A€MO036 A30K Y Npoyeci HAGUAHHS.

Obrpynmosano, wo epexmugne NOCOHAHH 3A3HAYEHUX KOMNOHEHMIE CNpUAE NIOGUWEHHIO HABUANbHOT MOMUSAYil
cmyoenmis, po3gUmKY a6MOHOMII HAGUAHHS, (YOPMYBAHHIO KPUMUYHO2O MUCLEHHS, YUPPOBOi epamMomHocmi ma npax-
MUYHUX MOBTEHHEBUX HABUUOK.

3pobneno 6uCHOBOK, W0 8NPOBAOINCEHHA THHOBAYIUHUX MEMOOi8 BUKIAOAHHS AHNILICLKOI MOBU Y 3AK1A0AX BULOL
ocgimu 3abe3neuye eHyuKicmsb, A0anmueHiCmb ma pe3yibmamusHiCib 0C8IMHbLO20 Npoyecy 6i0N08ioHo 00 nomped
CY4aAcHo20 CYCnibCemea.

Knrouosi cnosa: innosayitini memoou HagYaHH s, GH2IIICbKA MOBA, 3aK1aA0 UWOT 0C8IMU, CIPYKMYPHI KOMROHEHMIL,
IHUWOMOBHA KOMYHIKAMUBHA KOMNEMEHMHICMb.

Problem Statement. Contemporary education
in Ukraine is characterized by educational innova-
tions aimed at preserving past achievements while
simultaneously modernizing the education system in
accordance with the demands of the time and the lat-
est advances in science, culture, and social practice.
A distinctive feature of this stage in the development
of pedagogical education is the search for new con-
tent, forms, methods, and teaching tools, as well as the

expansion of extensive experimental work focused on
the implementation of educational innovations based
on modern philosophy of education (Panasiuk Y.,
2015:197).

Today, higher education institutions face the chal-
lenge of preparing graduates capable of effectively
communicating in English within professional and
academic environments. Traditional approaches
(grammar-translation and lecture-based methods) are
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being supplemented or replaced by methodologies
that enhance students’ motivation, autonomy, and
practical skills.

Purpose of the Article. The article examines the
main innovative approaches, their advantages and
limitations, as well as practical recommendations
for their implementation in the context of Ukrainian
higher education institutions.

Presentation of the Main Material.

Theoretical Foundations of Innovations in Lan-
guage Education

Innovations in English language teaching are
based on several pedagogical principles: a focus on
communicative competence, problem-based and
inquiry-based learning, content and language integra-
tion, and the use of information and communication
technologies for personalization and feedback. Par-
ticular attention is paid to the development of critical
thinking, collaboration, and learning through the per-
formance of authentic, real-life tasks.

Main Innovative Methods

1. Task-Based Language Teaching (TBLT) —
learning through tasks

TBLT focuses on real-life, goal-oriented tasks
(projects, presentations, discussions) in which lan-
guage is used as a tool to achieve a specific objec-
tive. Research indicates a positive impact of TBLT
on speaking skills, student motivation, and learner
autonomy, although its effectiveness depends on task
design and the level of teacher preparation.

This approach offers numerous benefits for lan-
guage learners, fostering language acquisition and
the development of communicative skills in a mean-
ingful and engaging way. For this reason, this type
of instruction focuses on enhancing overall language
proficiency. By performing authentic tasks, learners
are exposed to a wide range of language structures,
vocabulary, and functional language use. Such expo-
sure facilitates the acquisition of new linguistic fea-
tures and improves overall language competence. The
focus on meaning also enables learners to develop flu-
ency and communicative competence, allowing them
to express themselves more effectively in real-life sit-
uations (Nunan D., 2004: 130).

In addition, TBLT leverages learners’ intrin-
sic motivation by providing tasks that are relevant,
engaging, and connected to their personal interests
and needs. This approach encourages active participa-
tion and fosters a positive learning experience. When
learners successfully complete tasks, they experi-
ence a sense of involvement and achievement, which
enhances motivation and the desire to continue lan-
guage learning (Skehan P., 2018: 305). On the other
hand, TBLT prepares learners for real-world language
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use by focusing on authentic tasks and promoting
meaningful communication. Thus, by engaging in
activities such as role-plays, simulations, and prob-
lem-solving tasks, learners develop the skills neces-
sary to navigate a variety of communicative contexts
(Long M. H., & Crookes G., 1992: 29).

2. Flipped Classroom

In the flipped classroom model, learners are intro-
duced to theoretical material outside the classroom
(e.g., videos, articles), while class time is devoted to
practical, communicative activities under the guid-
ance of the instructor. Flipped learning increases
learner engagement and creates more opportunities
for individualized work and the development of high-
er-order cognitive skills. Evidence suggests improve-
ments in motivation and academic performance when
high-quality preparatory materials are provided.

The instructor offers diverse approaches, clari-
fies content when necessary, monitors students’ pro-
gress in completing assigned tasks, and organizes
learners into specialized working groups to address
specific difficulties. As this approach represents a
comprehensive shift in classroom dynamics, some
instructors implement only selected elements of the
flipped model or “flip” only a limited number of ses-
sions during a course (McLaughlin J. E., Roth M. A.,
Glatt D. M., Gharkholonarehe N., Davidson C. A.,
Griffin L., Esserman D. A., Mumper R. J., 2014: 240).

The flipped classroom model is relatively easy
to apply; however, despite its conceptual simplicity,
effective implementation requires careful prepara-
tion. Recording lectures demands significant time and
effort from instructors, supplementary materials must
be carefully integrated to support the learning model,
and students must be sufficiently motivated to prepare
before class. Consequently, the introduction of flipped
learning may involve additional workload and require
the development of new teaching skills, although this
learning curve can be mitigated through gradual imple-
mentation (Persky A. M., Pollack G. M., 2010: 170).

At the implementation stage of flipped learning,
higher education institutions need to carefully eval-
uate their learning spaces to ensure they support the
types of active and communicative work envisaged
for flipped classrooms (Persky A. M., Pollack G. M.,
2010: 170).

Practice: short lecture videos combined with
online quizzes before class; in-class activities include
debates, case-based work, and peer review.

3. Blended Learning / CALL / MALL (Blended
and Computer— / Mobile-Assisted Language
Learning)

Blended Learning technology is widely used in
Western countries, and statistical data indicate that
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employers are more inclined to hire graduates of
online or blended programs, as they not only pos-
sess skills in using modern computer technologies
but are also capable of independent work and self-di-
rected learning (Rossett, Allison, & Frazee, Rebecca
Vaughan, 2006: 3).

The integration of online resources and digital tools
(LMS platforms, interactive exercises, video confer-
encing) makes learning more flexible and personal-
ized. Mobile-Assisted Language Learning (MALL)
enables the use of smartphones for microlearning,
tutoring, and real-time communication. Review stud-
ies indicate that MALL increases accessibility and
learner motivation; however, it requires thoughtful
and well-planned integration into the curriculum.

Examples: interactive exercises on digital plat-
forms, chatbots for speaking practice, and synchro-
nous sessions for oral assessment.

4. CLIL (Content and Language Integrated Learn-
ing) — Integration of Content and Language

CLIL combines the study of professional or sub-
ject-specific content through the medium of English
(e.g., military or engineering disciplines taught in Eng-
lish). This approach allows language learning to be
embedded within a specific professional context and
contributes to the development of subject-specific lan-
guage competence. Research demonstrates a positive
impact of CLIL on motivation and academic achieve-
ment, provided that teaching materials are appropri-
ately adapted and instructors are adequately trained.

In international academic and methodological lit-
erature, the concepts of “hard CLIL” and “soft CLIL”
are distinguished. The “soft” version focuses primar-
ily on foreign language learning, with language teach-
ers delivering instructional content through a scien-
tific or professional component. The implementation
of the “hard” version of CLIL, in which certain course
modules or up to 50 percent of the subject content are
taught in a foreign language, requires the achievement
of two objectives simultaneously: mastery of the sub-
ject content and acquisition of the foreign language
(Baisha K. M., Stetsenko N. M., 2021: 39).

The purpose of implementing problem-based con-
tent and language integrated learning in higher edu-
cation institutions is the simultaneous study of a core
subject and the acquisition of a foreign language. In
this context, the language ceases to be the object of
instruction and becomes a means of acquiring profes-
sional knowledge. Thus, CLIL fulfills its dual objec-
tive: learning through a foreign language and learning
the foreign language through the content of the disci-
pline being studied.

5. Gamification (Game-Based Elements in
Learning)

ISSN 2308-4855 (Print), ISSN 2308-4863 (Online)

...............................................................................

The use of game elements (points, levels, rewards)
increases learner engagement, regularity of practice,
and emotional involvement. Review studies sug-
gest that gamification can enhance language skills
and learners’ attitudes toward learning; however,
its effects may be short-term and largely dependent
on instructional design. Key risks include excessive
competition, technical challenges, and insufficient
pedagogical relevance.

Karl Kapp provides one of the most comprehen-
sive definitions of gamification, describing it as the
use of game mechanics principles (a set of actions
and rules implemented through interactive engage-
ment between the game and the player), aesthetics,
and game-based thinking to engage students in the
learning process, increase motivation, activate learn-
ing, and solve problems (Kapp, 2012: 33).

[lustrative examples include online game-based
platforms such as Kahoot and Quizizz. Kahoot is a
game-based learning platform widely used as an edu-
cational technology. Kahoot learning games typically
take the form of multiple-choice quizzes designed to
reinforce previously learned material. Overall, this
type of learning aims to balance theoretical under-
standing with gameplay and to develop learners’ abil-
ity to apply subject knowledge in real-world contexts
(Team Editorial, 2013).

Implementation: language-based quests, leader-
boards, and interactive quizzes with immediate feed-
back.

6. Personalized and Adaptive Learning (Includ-
ing Artificial Intelligence)

The creation of virtualized, device-oriented digi-
tal environments represents a full spectrum of learner
perception constructed within a generated simulated
space. In such environments, interaction is established
among students, instructors, and researchers within a
digital, computerized systemic framework (Gonzalez-
Zamar, M.-D., & Abad-Segura, E., 2020: 10).

Recent studies demonstrate the considerable
potential of integrating artificial intelligence into edu-
cation. In particular, research by Wallace (2024: 14)
showed that learners who studied with the support
of artificial intelligence for two hours per day ranked
among the top 1-2% of students nationwide.

With the continuous development of digital tech-
nologies, online learning and virtual reality tech-
nologies stand out among various information tech-
nologies and have become important technical and
research tools for education (Elaish, M.; Shuib, L.;
Ghani, N. A.; Yadegaridehkordi, E., 2017: 257; Kara-
georgakis T., 2018: 385).

Adaptive platforms and Al-powered tools offer
individualized learning pathways, automated feed-
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back, and progress analytics. This enables a targeted
focus on learners’ individual weaknesses (e.g., vocab-
ulary and pronunciation) while saving instructors’
time. At the same time, careful attention must be paid
to ethical and technical issues, including data privacy
and the quality of algorithmic recommendations.

7. Assessment and Portfolios

Innovative approaches require “new” forms of
assessment, such as rubrics, learning portfolios, pro-
ject-based assessment, and digital presentations. Form-
ative assessment and self-assessment enhance learners’
reflection and autonomy. The use of electronic portfo-
lios facilitates the collection of evidence of language
competence and the demonstration of learner progress.

Teacher Training and Structural Requirements

For innovations to be effective, higher education
institutions need to:

invest in the professional development of instruc-
tors (training in TBLT, CLIL, and digital tools);

ensure adequate technical infrastructure (LMS
platforms, stable internet access, and availability of
devices);

adapt curricula and assessment criteria;

conduct pilot projects and research on the impact
of innovations on learning outcomes.

Review studies indicate that without sufficient
preparation and organizational support, educational
innovations often fail to deliver the expected results.

Advantages and Limitations

Advantages: increased motivation, development
of practical language skills, personalization of learn-
ing, and more effective integration of language with
professional content.
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Limitations: the need for resources and training,
risks of the digital divide, potential challenges in
assessment, and the short-term nature of some effects
(particularly in gamification).

Practical Recommendations for Higher Educa-
tion Institutions

Start with pilot projects by selecting a single
course or module to test an innovative methodology.

Combine methods by integrating TBLT, the
flipped classroom, and MALL to achieve maximum
effectiveness.

Train instructors through regular workshops on
task design, digital tools, and assessment rubrics.

Ensure inclusivity by providing alternative options
for students who do not have simultaneous access to
technology.

Evaluate and adjust practices by collecting data
(academic performance, student feedback) and refin-
ing the approach accordingly.

Conclusions

Innovative methods of teaching English in higher
education institutions—including TBLT, the flipped
classroom, CLIL, MALL, gamification, and adap-
tive learning systems—have significant potential to
enhance students’ practical language competence
and motivation. The success of their implementation
depends on systematic support, including instructor
training, technical infrastructure, curriculum adapta-
tion, and carefully designed assessment practices. It
is recommended to begin with pilot projects, combine
multiple approaches, and systematically evaluate out-
comes.
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