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@ TRANSTORK

Over the last two decades, technological factors such as computers, the games industry, the
internet, and social factors such as family, friends and society have influenced children's
perceptions and thinking styles. Of these factors, rapidly developing technology is the most
dominant and effective. Our task is to rethink and reform classical teaching methods and tools,
integrating them with a kind of innovation. In this context, in our project we design digital
learning materials for use in English language teaching by creating a mobile application for
gamification. he project will produce digital language teaching materials. With this project,
which uses digital game technologies in education and training, our aim is to enhance and
contribute to students' active learning. Our priorities include modernising lessons and
innovating teaching methods. We aim to achieve this by integrating good practices and
knowledge into teaching. We want to make progress in emotional intelligence, motivation, ICT,
creativity, teamwork, cooperation, tolerance, and intercultural dialogue. Finally, we want to
develop your English language skills and make you more confident English speakers. The
knowledge acquired will cover different competences: digital competences, learning to learn,
foreign language competences, inclusion, cultural awareness, environmental competences, and
education for sustainability.

The work is ongoing, with the digitalisation of the teaching materials and the creation of the
software as the next milestones of our project.



