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Abstract

The integration of translanguaging in foreign language learning has gained increasing attention as an
effective strategy for developing bilingual and multilingual communicative competence. In Azerbaijani as a
Foreign Language (AFL) and English as a Foreign Language (EFL) classrooms, students often struggle to maintain
engagement and independently enhance their proficiency. This study examines how artificial intelligence,
specifically ChatGPT, and game-based learning can be self-study tools to support language acquisition through
translanguaging.

This research investigates the effectiveness of Al-driven interactive dialogue and gamified learning in
promoting translanguaging practices by analyzing student experiences in AFL and EFL settings at Odlar Yurdu
University and Baku Business University over the 2024-2025 period. The study explores how these tools facilitate
cross-linguistic connections, foster autonomous learning, and enhance students' confidence in language use.

The findings will provide insights into the pedagogical benefits of Al and gamification in language
education and offer practical recommendations for integrating these tools into AFL and EFL classrooms to
strengthen bilingual communicative competence.

Keywords: translanguaging, bilingual communicative competence, AFL and EFL classes, ChatGPT,
games.
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Amnjarna

ler Tim# YHPSHYAE TPAHCIMHTBH3MII KOJIAHY OMIHHTBAIABI SKOHEC MYIBTHS3BIKTHI KOMMYHHKATHBTIK
KY3BIPETTITIKTI JAaMBITYAFbl THIMAI CTPATETHS PETiHAC OAapFaH CAaWbIH KbI3BIFYIIBUIBIK TYABIPBHII KEJIEI.
Anepbaitkan Tim (AFL) sxone arpimmbiH Timi (EFL) mer Timi peTiHae OKBITBIIATHIH CHIHBINTAPAA CTYACHTTEP
KoOlHECE MOTHBAIMSHBI CAKTayJa >KOHE TLIHIK JAFAbIAPBIH 63 OCTIHIIE SKETLIAIPYAC KHUBIHIABIKTApFa Tam
Oomamer. By 3eprrey kacaHael mHTCIUCKTTIH, aTanm aiitkanga ChatGPT-tiH, »oHE OHWBIH HETi3IHACTI OKBITY
QIICTEPiHIH TPAHCIMHTBU3M APKBUTHI T YHPCHY I KOIAAYFA apHAJFAH ©31HAIK OKY Kypaigaphl PeTiHAC Kajiau
KBI3MCT CTCTiHIH KAPACTHIPAIBL.

2024-2025 sxeunaapst Ognap FOpay yausepcureti MmeH baky busnec Yuusepcurerinzeri AFL »xone EFL
CTYIACHTTCPIHIH TOKIPHOCICPIH Tammail OTBIPHIN, 3CPTTCY >KACAHABI WHTCIUICKTKE HCTI3ICITCH HWHTCPAKTHBTI
JUANOT TICH OMBIH JJICMCHTTEPIH KAMTHTBHIH OKBITY OSNICTEPiHIH TPAHCIMHTBUCTUKANBIK IPAKTHKAIAPIBI
JAMBITY JAFbl THIMALIITIH 3epTTeHAL. 3epTTeyae Oy KypannapabH TUTACP apachIHIAFs! OAHIaHbICTHI HEIFAUTYFA,
CTYICHTTEPAIH 63 OCTIHIIE OKY JAaFIbIIAPBIH KAIBINTACTBHIPYFA JKOHE Tl KOJIAHYAA CCHIMIUITIH apTThIpyFa
KaJal BIKIAJ eTCTiHI KAPaCTHIPIIAIbL.
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3epTTCY HOTIKCIICPI KACAHIBI HHTCUICKT TICH OMBIH OMICTCPIHIH IICT TLTIH OKBITYIAFHl TICIATOTHKATIBIK
ApTHIKIIBUIBIKTAPBIH aHbIKTayFa keMekrecin, AFL >xone EFL chiHbImTaphiHaa OMIHHTBAIABI KOMMYHHKATHBTIK
KY3BIPETTITIKTI JAMBITYFa apHAIFAH MPAKTHKAJIBIK YCHIHBICTAP YCHIHATHIH OOJAIbI.

KinT ce3aep: TpaHCIMHTBHHT, KOCTIIII KOMMYHHKATHBTIK Ky3bIperTimik, AFL >xone EFL cabakrapsr,
ChatGPT, oftemaap.
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AHHOTATIAS

WHTerpanus TpaHCIHHTBH3MA B H3Y4YCHHC HHOCTPAHHBIX SI3BIKOB IIPHBICKACT BCE OOBINEC BHUMAHUS KAk
3(peKTUBHAS CTPATETHA PA3BUTHS OWIMHTBAILHOM M MYJIbTHI3BIKOBOH KOMMYHHKATHBHOH KOMIICTCHIHHU. B
KJIaccax azepOalmKaHCKOTO Kak HHOCTPAaHHOTO (AFL) m arrmmiickoro kak maHOCTpaHHOTO (EFL) CTYACHTHI HacTo
CTAJIKMBAIOTCA C TPYAHOCTAMHE B HOAICP/KAHUH MOTHBAIMH M CAMOCTOATEIBHOM MOBBINICHUH YPOBHA BIIAACHUA
S3BIKOM. B TaHHOM HCCIICTOBAHHA PACCMATPHBACTCS, KAK HCKYCCTBCHHBIH HHTCIDICKT, B YacTHOCTH ChatGPT, u
HUTPOBBIC METOABI OOYYEHHS MOTYT CIYKHTh HHCTPYMCHTAMH CAMOCTOSITCIPHOTO H3YUCHHS SI3bIKA YEpe3
TPAHCIMHIBH3M.

Anammupyst ombir ctyaeHtoB AFL m EFL B Ommap HOpay Vaueepcurere m bakuwHckom busnec-
Yuusepcurere B 2024-2025 roaax, HCCIeA0BaHUE OLCHUBACT 3P PEeKTHBHOCTh HHTEPAKTUBHOTO Auanora ¢ U u
reiMH(UIMPOBAHHOTO OOYHUCHUS B MOJACPKKE TPAHCIMHIBUCTHUICCKUX MPAKTHK. B padoTe m3ydaeTcs, KakuM
00pazoM 3TH HHCTPYMEHTHI CIIOCOOCTBYIOT YCTAHOBJICHHIO MCKBA3BIKOBBIX CBS3CH, PA3BHTHIO aBTOHOMHOTO
0OYYCHHS U TIOBBIIICHAIO YBEPEHHOCTH CTY/ICHTOB B UCIIOJIb30BAHUH S3bIKA.

PesyapTraTel HCCICIOBAHMA MPEAOCTABAT LCHHBIC [JAHHBIC O MEAATOTMYCCKUX HPEHMYIIECTBAX
HUCKYCCTBEHHOTO HHTCIUICKTa WM TeHMH(UKarmu B OOYUCHHH SI3BIKAM, a TAKKE IPEJIOKAT INPAKTHUCCKHC
pekoMeHanuy o mxX mHTErparmy B knacchl AFL m EFL amst pa3BuTws OMIMHTBAIBHOM KOMMYHHKATHBHOH
KOMIETCHIIHH.

KiroueBbie c10Ba: TPAHCIMHTBH3M, JBYS3bIMHAS KOMMYHHKATHBHAS KoMieTeHus1, kiaccsl AFL u EFL,
ChatGPT, urpsr

Introduction

Research question 1: What knowledge and skills do Foreign language teachers need to
master in-depth for improving language learners' BCC skills?

Research question 2: What is the best way to manage the audience?

When answering the questions about the knowledge and skills foreign language teachers
need to master to improve language learners' Bilingual Communicative Competence (BCC)
skills, we can refer to Jim Cummins' (2017) study, which examines theoretical concerns and
empirical research related to instructional language use in bilingual and second-language (L2)
teaching programs [1, 2]. The majority of the time, monolingual instructional presumptions that
see languages as distinct and autonomous still form the foundation of language learning. A
common definition of optimal instructional practice is the employment of the target language
exclusively, with little to no reference to the home or dominant language of the students.
Contrary to popular belief, a wealth of studies demonstrates that literacy-related skills transfer
across languages as learning advances and that languages interact dynamically during the
learning process. Bilingual/multilingual education offers a wealth of chances for improving
students' L1 and L2 proficiency when we break free from the assumptions of monolingual
instruction. A vast array of options for improving students' L1 and L2 proficiency through
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bilingual and multilingual teaching practices that recognize and actively support cross-language
transfer arise when we break free from the preconceptions associated with monolingual
instruction [3, 4].

Carson, J. E., et.al. 1990, in his study reported the first language and second language
reading and writing abilities of adult ESL learners to determine the relationships across
languages (L1 and L2) and modalities (reading and writing) in the acquisition of L2 literacy
skills [5]. Specifically, we investigated relationships (a) between literacy skills in a first
language and literacy development in a second language (i.e., between reading in L1 and L2,
and between writing in L1 and L2), and (b) between reading and writing in L1 and L2 (i.e,,
between reading and writing in L1, and between reading and writing in L2). In his research
work he investigated Chinese and Japanese ESL students in academic contexts required to
finish a close passage and write an essay in both of their native tongues. The findings show that
whereas reading abilities can be transferred between languages, the pattern of this transfer
differs for each of the two language groups. Furthermore, data suggests that the link between
reading and writing skills difters for the two language groups and that reading ability transfers
more readily from L1 to L2 than writing ability. These findings imply that L2 literacy growth
is a complicated phenomenon for adult learners of second languages who are already literate.
This phenomenon involves factors including L2 language competency, educational background
(both first and second language), and cultural literacy practices that could be connected to
various L2 patterns of L2 literacy acquisition [6, 7].

When addressing the question of the best way to manage an audience, we find that foreign
language teachers should read extensively and stay up to date with current events. Reading is
essential because even the smallest piece of information might become relevant in the future.
This responsibility should be taken seriously.

At times, when I go without reading for a while or become less attentive in this regard, I
can sense the impact in the classroom. I find myself thinking, If only I had learned this earlier,
if only I had prepared better, I wouldn't be facing this situation now.

A new teacher aspiring to teach foreign languages must fully recognize that, beyond their
private life, they also have a professional presence that demands appropriate conduct.
Maintaining their professional status is essential not only within their workplace but also in
broader social contexts, including digital platforms and social networks [8, 9, 10].

If we look at the study of Sadikoglu, S., et al. 2022 "What can happen if the student does
not trust the teacher, and to assess the role of information technologies and games in teaching
foreign languages" as how children naturally acquire their mother tongue, we will see that the
role of toys and games is important in their lives [11]. Family psychologists studied the impact
of toys and games on children's development and stated that the game is the meaning of life for
every child. Just as adults are busy with something from the time they wake up in the morning
until they go to bed at night. Everyone is engaged in any work that suits their specialty and life.
For example, like everyone else's work, such as housework, outside work, office work, at
school, teachers and doctors, children do not speak involuntarily, their speech is not yet
developed and they are unable to express themselves. Students' learning of a foreign language
can be compared with them. Toys and games are an integral part of children. Until the age of
12, children see some games as a mechanism for self-calming, self-expression, confirmation,
and analysis. Sometimes adults and parents seem to get annoyed by children's play. But one
thing should be noted we can express our words to each other, and we can clearly understand
our thoughts and attitudes. But children do these things through play, of course, choosing the
right playmate is very important here. And the best case may be that the first playmate is the
child's parent. Unfortunately, sometimes parents don't do this, while the child can communicate
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well with the parent when the first playmate is the child's parent. A child who doesn't play and
doesn't use toys can have good relationships with his friends and his speech will develop well.
Otherwise, the child will become a closed person. A child who plays games with his parents
and uses toys grows up with creativity, communication, and common sense.

Materials and Methods

In this research, we employed a combination of Al-driven tools and game-based activities
to enhance BCC (Basic Communicative Competence) skills among both teachers and students.
Our primary methodology involved integrating ChatGPT and interactive language games into
self-study sessions to analyze their effectiveness in fostering translanguaging practices.

To collect data, we conducted pre- and post-study assessments to measure participants'
progress in BCC skills. Participants engaged in structured Al-assisted dialogues, where they
interacted with ChatGPT to practice real-life conversational scenarios. We also introduced
game-based learning sessions, incorporating vocabulary-building, role-playing, and problem-
solving activities to assess how gamification impacts language retention and engagement.

Additionally, qualitative data was gathered through surveys and reflective journals, where
participants shared their experiences, challenges, and perceived benefits of using Al and games
in self-directed learning. The collected data was then analyzed using comparative analysis
techniques to identify patterns of improvement in translanguaging practices and communicative
competence.

ChatGPT could enhance teaching and learning:

Information technologies have an important role in the modern education system. With
the use of artificial intelligence, it is possible to ensure that self-education is lifelong. Foreign
language teachers must fully master information technology skills. Chatgpt can be considered
the main tool for developing self-education in modern times.

1. Personalized Learning Experience:

- Adaptive Responses: ChatGPT can provide personalized feedback and responses to
students' questions, helping them understand complex concepts at their own pace. This
personalized attention can foster a sense of connection and support, enhancing the teacher-
student relationship.

- Individualized Support: By using ChatGPT for self-study, students can receive extra
practice outside of classroom hours, allowing teachers to focus more on relationship-building
during class time.

2. Interactive and Engaging Content:

- Gamification: Incorporating language games into ChatGPT's responses can make
learning more engaging. For example, vocabulary games, sentence-building challenges, or
interactive quizzes can make language practice fun and less intimidating.

- Cultural Games: Games that involve cultural aspects of the language being learned can
help students connect more deeply with the material, enhancing their motivation and
engagement.

3. Facilitating Communication:

- Language Practice: ChatGPT can simulate conversations in the target language,
providing students with a safe environment to practice speaking and listening skills. This can
reduce anxiety and build confidence, which strengthens the overall teacher-student dynamic.

- Peer Interaction: Teachers can use ChatGPT to facilitate group activities where students
interact with each other in the target language, encouraging collaboration and communication.
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4, Supplementary Learning Tool:

- Homework Help: ChatGPT can assist students with homework, providing explanations
and hints that reinforce classroom learning. This can free up time during class for more
interactive and relational activities.

- Resource Accessibility: Teachers can use ChatGPT to provide students with additional
resources such as reading materials, listening exercises, or interactive games that complement
the lessons.

5. Feedback and Reflection:

- Instant Feedback: Immediate feedback from ChatGPT on exercises and games can help
students correct mistakes on the spot, reinforcing learning and reducing frustration. This can
make the learning experience more positive, contributing to a better relationship with the
teacher.

- Reflection Tools: ChatGPT can guide students through reflective exercises, helping
them understand their progress and areas that need improvement. This can enhance their self-
awareness and motivation.

6. Enhanced Engagement through Games:

- Role-playing games: These can immerse students in real-life scenarios where they use
the target language, making learning practical and fun. ChatGPT can create customized role-
play scenarios based on the students' interests.

- Language Puzzles and Challenges: Word puzzles, crosswords, and other language-based
challenges can be integrated into lessons via ChatGPT, providing a fun way for students to
practice language skills.

Results and Discussions

Study Participants and Context

The study was conducted during the Autumn 2024 semester with students from
Foundation 5 and 10 at Odlar Yurdu University and T21 translation group students from Baku
Business University. A total of 80 students (40 students from Odlar Yurdu University and 40
students from Baku Business University), aged 18 to 46 years, participated in the experiment.
These students were learning English as a foreign language (EFL) and Azerbaijani as a foreign
language (AFL). The primary objective of the study was to examine the impact of Al-driven
tools and game-based activities on the development of Bilingual Communicative Competence
(BCC) skills and translanguaging practices.

Research Methodology

The study followed a two-phase experimental design, consisting of"

1. Pre-test Assessment:

- At the beginning of the study, students completed a BCC assessment, which included
oral and written communication tasks.

- A self-evaluation survey was conducted to measure students' confidence in using
English and Azerbaijani and their attitudes toward Al-driven tools and game-based learning.

2. Implementation of Al and Game-Based Learning Activities:

- Over 4 weeks, students participated in structured learning activities incorporating
ChatGPT and various gamified exercises.

- The key game-based learning strategies were used:

- Role-playing games: Students simulated real-life situations (e.g., job interviews, travel
dialogues).

- Language quests: Teams solved challenges using English and Azerbaijani, encouraging
collaboration.
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- Competitive quizzes: Students answered language-related questions and received
rewards for accuracy.

3. Post-test Assessment and Evaluation:

- At the end of the study, students completed a post-test with the same BCC assessment
criteria.

- A follow-up self-evaluation survey was conducted to compare their confidence levels
before and after the intervention.

- Qualitative feedback was collected through structured interviews to assess students'
perceptions of the effectiveness of Al-driven tools such as Chatgpt and gamification.

Findings and Analysis

The study revealed several key findings:

- Improvement in BCC skills: Post-test results showed an average of 70% increase in
students' communicative competence compared to the pre-test.

- Enhanced confidence in language use: 70% of students reported feeling more
comfortable engaging in conversations in English and Azerbaijani.

- High engagement levels: According to survey results, 70% of students found game-
based learning more motivating than traditional methods.

- Role of translanguaging: Students effectively used their native language to grasp
complex concepts before transitioning into English and Azerbaijani during interactive
activities.

Conclusion

The findings suggest that the integration of Al-driven tools and gamification significantly
enhances students' motivation, engagement, and communicative competence in English and
Azerbaijani. The study also highlights the importance of translanguaging in facilitating
language acquisition, allowing students to bridge their understanding before fully immersing
themselves in English and Azerbaijani communication.
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