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®U3UKA ITOHIH OKBITYJIA OMbIH BAFJAPJIAMAJIAPBIH
KOJIJAHYAbIH MYMKIHAIKTEPI
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Onrtycrik Kazakcran negarorukanbsik yHuBepcuteTi, [IIsimkenT K., Kazakcran

FoiabimMu sketexmni: Paxames bakpitranu Kypmanamiyiiel, ©.0KoHi6exoB
ateiHarel OHTYCTIK Ka3zakcTan negarorukaiblK YHUBEPCUTETI (PU3nKa
KadenpachIiHbIH aFa OKBITYIIBICHI, (.-M.F.K., [IIbiMkeHT K., KazakcTan

Maxkanaoa ¢uszuxka nouin oxwbimyoa OUblH 0a20aAPIAMANAPLIH  KOAOAHYObIH
neoazocuKanvly MyMKiHOikmepi Kapacmuipoliaovl. QUblH  MeXHON0SUSNAPLIHLIY
OKYUIBLIAPObIY MAHBIMOBIK OellceHOLiel MeH 0Ky MOMUBAYUSACLIH apmmuvlpyodgyl,
QuzukanvlK y2uimMoapovl meHeepyoi dceninoemyoeei peoni manoarnaovl. CoHbiMeH
Kamap, OlblH 0a0apramanapsbl apkblibl OKYULIIAPOLIY JIOUKATILIK  OLIAYbIH,
WBIRAPMAUWDBLILIK — OENICeHOINICIH  HCoHe  NIH2e  Kbl3bleYUUbLIbIRbIH — APMMbIPY
MYMKIHOIKmMepi Kopcemineol.

KinT ce3nep: oifbiH Oarmapiamanapbl, UHTEPAKTUBTI OKBITY, IMEIArOTHKaIIbIK
TEXHOJIOTHsUIap, TredMuUKanus, TaHBIMIABIK  OCJCEHIUTIK,  KY3BIPETTLIIKKE
HETI13/ICJITeH OKBITY, O1TIM carachl.

Kipicne. ®u3uka noHiHIH Ma3MyHbl a0CTpaKTUIl OOJFaHBIKTaH, OKYIIbLIAP OHbI
KHUBIH JKOHE KBI3BIKCHI3 Jen KaOpuimaiapl. CoHmali-ak MaTeMaTuka XoHe (U3nKa
cabakTapblHJla YHEM1 KYp/Ielll €CEeNTep MEH JIOTUKAJBIK TanchipManap 0epiiayl OKyUIbl
MOTHUBAIUSACHIHBIH TOMEHJICY1HE oKeNyiHe MYMKiH. Ka3ipri O6u1im Oepy >karaaibiHaa
OKYy Y/IepiCiHE MHHOBAIIUSUIBIK TEXHOJOTHSIIAPILI €HT13y — MaHbI3[Abl MIHACTTEPIH
Oipi. OKBITYLIBUIAp ayKbIMJIbBI aKMApPaTThIK pECypcTapMeH KaTap HWHTEPaKTUBTI
OWBIHIBIK TallChIpMaJiapAbl TalajaHblll, Ca0aKThlH THIMIUITIH  apTThIpyFa
ymThutyna. OWbiH OargapiaManapbl OKBITY Ma3MYHBIH HMHTEPAKTUBTI (opmaaa
YChIHYFa MYMKIHIIK Oepimn, OKyIIbUIApABbIH OKY OpeKeTiHe OeNceH/l KaThICybIHa
xKarmail skacaiapl. Onap OKy MaTepualibl MEH OWBIH JJIEMEHTTEPIH YIINTacThIpa
OTBIPBIN, OLTIMII KEHLUT 9p1 KbI3BIKTHI TYpAE MEHrepyre biknan erefi. OWbIH apKblIbl
OKBITY OapbICBIHJA OKYIIbI TeK OLIiM alylibl FaHa €Mec, OKY YIEepiCiHiH OenceHl
KATBICYLIBICHI PETIH/AE KaJbITacaabl. byn e3 Ke3erinue oKylIbUIapIblH MIOHTE JEreH
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KbI3BIFYIIBUIBIFBIH ApTTHIPBII, OKY MOTHUBAIMACHIH KylieiTeai. OcbliFan OaillaHbICThI
¢u3uKa cabarbiHAa OWBIH OarjgapiiaManapblH  KOJJAAHYIbIH  I1€1aroruKalIbIK
MYMKIHIIKTEPiH FBUIBIMU TYPFBIAA 3€pAeiey, ONapAblH OKY YAepICIHIAETT THIMALTITIH
AHBIKTAY ©3€KTI Macese OOJIbIT TaObLIAIbI.

3epmmey maxcamvl: OU3nKa TOHIH OKBITY YAEpICiHAE ONBIH OaraapiamManapbiH
KOJIJIaHyIbIH TIEAaroTUKAIBIK THIMAUIITIH aHBIKTay >KOHE OJIApJAbIH OKYIIbUIAPIbIH
TaHBIMJIBIK OEJICEHILTITT MEH OKYy MOTHBAIMSIChIHA 9CEPIH TANIAy.

3epmmey uvicanwvr: YKanmel OUTiM OEpeTiH MEKTENTE 7-ChIHBIN (DU3UKA TIOHIH
OKBITY OaphIChIHA OMBIH OaFAapiiaManiapbliH KOJJaHy Yepici.

3epmmey adicmepi: IlenarorukaiblK *oHE FHUIBIMH-JJIICTEMENIK 9e0uerTepre
TEOPUSUIBIK Tajjiay >kacay, Oakbliay, CalbICTHIpMAaIbl Tajaay, OKY YIEpICIH Taiaay
’KOHE OMBIH OarjapiiaMaiapblHbIH cabaKTarbl THIMILIITIH Oaranay.

3epmmey orcananvievr: OU3NKa MOHIH OKBITYJ]a OWBIH OargapiiaMasapbiH sKyHenl
KOJIaHY/IbIH ~ TEJaroTUKaIbIK ~ MYMKIHAIKTEpl  aWKbIHAAQJIBIN, OJaplblH  OKY
YACPICIHIIET] TaHBIMJBIK >KOHE MOTHBAIMSUIBIK dcepl Herizaenai. CoOHbIMEH Kartap,
OiibIH OarjapiiamManapblH (u3KMKa cabarblHA EHTI3YIIH 9MICTEMEIIIK €pEeKIIEeTIKTePI
aHBIKTAJIbI.

Kyminemin nomuowce: ®dusuka cabakTapblHIa OWBIH OarjapiamanapblH THIMII
KOJIaHy OKYIIBLIAP/BIH TOHTE JCTCH KbI3BIFYIIBUIBIFBIH aAPTTBIPHIN, (PU3NKAIBIK
YFBIMAApABl MEHTepy JAeHTeHiH jKorapbuiaTaabl. OKyIIBUTApABIH JOTUKAIBIK Oiay,
IIBIFAPMAIIIBUIBIK KAOUIETI JKOHE ©3[IrHeH OUIIM aidy JaFapuiapbl JaMUbl, OKY
YAEPIiCiHIH camachl apTabl.

Otivin  6a20apaamanapvln  Koa0aHyoOvly MeopUsIblK  ACHeKmilepin manoay.
Of#ibIHFa HETI13/IENTeH OKBITY — OYJI O11iM Oepy Ma3MYHBIH OMBIH 3JIEMEHTTEP1 apKbLIbI
MEHrepTyre OaFbITTaFaH oJIC, OJ OKYIIBUIAPJBIH OKYy TIpolleciHe OesceH i
KaTBICYbIH KaMTaMachl3 €Telll JKOHE TaKBIPBINTHI TEPEeH TYCIHYIl KEHUIISTE/I].
KypbsutbIMABIK TEOpUsiFa ColKec, O171iM TeK OKBITYIIbIIaH OepiIMeii ii, 01 OKYIILIHBIH
03 ToxipubOeci apkKpUIbl KadbinTacansl. COHABIKTaH OWBIH OargapiiamManapbl
OKYIIBIIAPFa TEOPHSUIBIK MaTepUallbl MPAKTUKAIBIK OPEKET apKblUIbI MEHIrepyTe
MYMKIHJIIK Oepeil, )KaHa YFbIMIAPbl TOXKIPUOE apKbLIIbl TEKCEPYTE Kar1ai sKacan bl
[1].

OlipIH 2JIeMEHTTepl Kepl OaillaHbBICTBI KaMTaMachl3 €TeJll KoHE «Kayirci3
KaTeNliK» KaruJaThlH KOJJaHyFa MYMKIHIIK Oepeai. OKylIbuiap ©3 9peKeTTepiHIH
HOTHXKECIH KOPil, KaTEIIKTEePIH TY3€Ty apKbUIbl MaKcaTKa KETY/ll YHUpEeHeI.

3eprreynep KopceTKeH e, rTeMMuduKanms cabakTarbl OKYIIbIIAP IbIH 11K dKOHE
CBIPTKBI MOTHBAIIMACHIH apTThipaabl: Ratinho men Martins (2023) kyprizinren
3eprreyae 1-rpadux OOMBIHIIA MOTHBAIUSCHIHBIH aliKbIH ocyl OaiikanraH. Anaiia
y3aK Mep3iMJll MEepCHeKTHBaja MOTHUBAIUS TOMEHJICYl MYMKiH, COHJIIBIKTaH OWBIH
AJIEMEHTTEPIH YHEMI KaHAPTHIN OTHIPY KaxkeT [2].
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Publications by year

1-rpadux

Cannpik oiibiH HeriziHzeri okpiTy (Digital Game-Based Learning, DGBL)
OKYIIBUTIAP/IbIH IIBIFAPMAIIBUIBIK JKOHE ChIHM OWJIay KaOlJIeTTEpiH AaMBITyFa BIKIAT
ereni. OMbIHAAp KYpAeni TalnchlpManapabl KpeaTuBTI MICLIyTe YHPETIN, 3€pTTey MEH
TOXKIpUOE OKYPri3y JOaFabliapblH  KadbINTacThipajsl. COHBIMEH KaTap, OMBIH
aneMeHTTepl 21-FachIpiIbIK KY3bIPETTEpAl AaMbITyFa THIMIl: OEHHEIIK KEHICTIKTE
aKmaparThl 13/Iey JKOHE Tajjay apKbUIbl aHAJIUTHUKAIBIK OWjay, MIeNnM KaObuigay
YKOHE IIBIFApMAIIIbUIBIK KablIeTTep xKeTuiel [3].

OliplH  OarnapiaMaliapblHbIH = IM€JarOTUKAJIBIK ~TUIMAUINH — apTThIpy  YIIIH
oJIap/iblH ca0aKKa YHJIECIMIUIII MEH KYPbUIBIMbI MaHbI3Abl. OUBIHIBIK 3JIEMEHTTED
TeK KBI3BIKTHI Kypasl peTiHJe eMeC, COHbBIMEH KaTap OKy MakcaTTapbhlHa KETYHIH
TUIMII 9JICI PETiHAE KOJAAHBUTybl THIC. OCBI TOCUT OKYHIBIHBI OejceHAl OuTiM
TyIIbIFa aWHAIBIPBIN, TOHTE JIETE€H KbI3BIFYIIBUIBIKTH KOHE OKY MOTHBAIIMSICHIH
TYPAKTHI TYPJIE apTTHIPAIBI.

Qusuxka cabazviHOa OUbIH 0A0APIAMANAPLIH KOAOAHY MYMKiHOikmepi. OWbIH
OarmapiiamManapbl — OKbITY Ma3MYHBIH KBI3BIKTBI 9p1 KOJDKETIMIII hopMajia YChIHATHIH
THIMJ1 TIeIarOTUKAJIBIK Kypan. dusnka cabakTapbIHa ojap TEOPHSIBIK MaTEPHAIJIbI
TOXKIPUOENIK  OPEKEeTHeH  YWJEeCTIpin, OKYWIbUIAPABIH  JIOTHKAJBIK  OifJiay,
HIbIFapMAaIIbUIBIK JKOHE IpoOiemManapisl Hmenry KaOlIeTTepiH JaMbITyFa MYMKIHIIK
Oepeni.

Baamboozle — wHTepakTHBTI BUKTOpWHAIAD MEH CypakK-)Kayar ONBIHAApPBIH
yibpIMaacTeipyra apHanraH Iuiatgopma (l-cyper). MyHaa wmyframiMaep HaibiH
CypakTap/bl HeMece 63 TaKbIpbIObIHA caif BUKTOpUHAJIAPIBI )Kacarl, OKYIIbIIapIbIH
OUTIMIH  KBI3BIKTBI (opmama Tekcepe ananbl. I[lmatdopma cabakka Oesceni
KATBICY/Ibl BIHTAJIAHBIPAJIBI, KOMAH/IATBIK HEMECE KEKE KaphICTAp YIBIMIACTHIPYFa
MYMKIHIIK Oepeni, »oHe dopMyraiapabl KaTTay, TAKbIPHINITHIK TECTTEP HEMECe
KBUIJIBIM €CETI IIBIFapy TPEHUHTTEP1 YIIH THIMI [4].
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Umaigra — quIakTHKaIbIK OMBIHIAp KYPYFa apHAIFaH OHJIAWH-KOHCTPYKTOp (2-
cypet). Myranimzep naiiblH m1abaoH1ap bl aliJanaHbll HEMECE 03 TaKbIpbIObIHA caii
UHTEPAKTUBTI OWBIHIAp >Kacal, OKYIIbUIAPJAbIH ©3[irHeH OKYbIH bIHTaJIaHJbIpa
anazgpl. [Inardopma ¢pusuka cabakTapblHIa KBUIAMIBIK, KYII, OMTHKA XKOHE DIIEKTP
TOTHI TaKBIPBINTAPHl OOWBIHINA TMPAKTUKAIBIK TarcChipMaiap jkacayFa MYMKIHIIK
Ooepeni. ConbiMeH Karap, Umaigra OKyIIbUIApJbIH I[IBIFAPMAIIBUIBIK — KOHE
JIOTUKAJIBIK OMJIay KaOlJaeTiH, mpobieMaliap/ibl ISy JaFAblIapbiH 1aMbITaabl [S].

Genially — Bu3yanmel jkoHE WHTCPAKTUBTI KOHTCHT JKacayFa apHallFaH
mwiatrpopma (3-cyper). Mynna aHumMansuIbIK  uHGOTpaduka, BHUKTOpPHHAJIAD,
KpoccBopATap, «Escape room» tumingeri oibiHAap kacayra 6omaasr. Genially cabak
MaTepuaiblH KOPHEKI, WHTEPAKTHBTI »OHE KbI3bIKThl €TINl YCBIHAABL, Oy
OKYIIBUIAPJBIH TOHTe JIETeH KbI3BIFYIIBUIBIFBIH  apTTHIPAAbl  JKOHE  OJIap.IbIH
IIBIFAPMAIIBUIBIK KaOUIeTIH T1aMbITabl [6].
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Ocwel mmudpneik mnatdhopma Herizinae “CHUKBIpAbI OpMaH” aTThl OLTiM Oepy
OWBbIHBI JTaWbIHJANbl. ATanFaH OWBIH 4-CypeTTe KepceTUIreHAe Apxumen 3aHblH
MeHrepyre OarbITTajdfaH WHTEPAKTUBTI TUAAKTHUKAJIBIK Kypal OOJBIN TaObLIabl.
O¥bIH KYpBUIBIMBI TEK TECT TallChIpMajapbIMEH MIEKTEIMEH, OLTiM alyIlIbuIapAblH
TEOPUSAIBIK OUTIMIH >KaH-)KAaKThl TEKCEpyre »oHe OeKiTyre apHajJfaH KemTypii
TarceIpManap >KyHeciH KaMTHabI [7].

RoiwslEET

Cnkbipbl
opmaH

Apxumes 3aHbl

STFERT

4-cyper

Genially mardopMaceiHia TUAPABIMKANBIK MalllMHA TaKbIPhIObIHA apHAJIFaH
“Kymnust koa” MHTEPAKTUBTI OWbIHBI a3ipaeHl. OilblH OapbIChIHAA OLTIM amylibuiap
S-cyperTerifiel TEOpHsUIBIK CypakTapra IypbIic skayar Oepy apKbUIbl >KaChIPbIH
CUMBOJIIApAbl Ke3eH-Ke3eHIMeH aHbIKTaiabl. Tanceipmanap I[lackane 3aHbl MeEH
KBICBIMHBIH O€puTy TPUHIMUIIH TyciHyre, ¢dopMyianapisl caHaldbl KOJIJaHyFa
OarpITTaliFaH. MyHnaii oWbIH (QopMaThl JIOTHKAJIBIK OWJIAyAbl JAMBITHII, OKY
MOTHUBALIMACHIH apTThIpYyFa bIKnan oepeni [8].

MmapaBnUKanbiK MaWKWHAHBIH XYMbIC iCTey NPpUHUMNI Herisaenrex

Kynnsa koj 5

HbIOTOH 3aHs!
Ko&mz/ aHelkmati anacelH 6a? i

S5-cyper

Otivin 6az0apramanapsii Ko10anyobly apmulKULbLILIKMAPbL MEH UeKmeyJiepi.

OfibiH OarnmapiaMaliapblH KOJJIAHYIBIH HET13T1 apTHIKIIBUIBIKTAPBIHEIH O1p1 —
OKYIIBUIAPJBIH TOHTe JETeH KbI3BIFYIIBUIBIFBIH apTThIpybl. OWBIH 3JeMEHTTepi
cabaKTBhIH HMOLMOHAIIBIK 9CEpIH KYIICWTIN, OKYIIbUIApIAbIH calbakka OeJceHml
KATBICYybIHA BIKIIAJ €TEI1.

ExiHmn MaHpI3ABI apTHIKWIBUIBIK — OKY MaTepHUalblH  BHU3yalu3alusiay
mymkingiri. Kypaeni dopmynamap MeH 3aHmap Ko3fajibicTa, Tpa@UKTEp MEH
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MOJCNBACP apKbpUIBI KepceTuieni. bynm ocipece Bu3yanasl KaObuLIaybl OackiM
OKYIIbLJIAP YIIH THIM/II.

ConbIMeH KaTap, OWBIH OarjgapiamManapbl CHIHH Oilylay, 3epTTEyIIUIK >KOHE
HIBIFAPMAIIBUIBIK KaOlIeTTepAl AaMbITyFa MYMKIHIIK Oepeni. OKymibap Taxipuoe
Kacarl, HOTHKETIEP/Il CANIBICTBIPBIT, KOPBITHIH/IBI MIBIFapyFa YHpPEHEeI.

Anaiiga, oiipIH OarmapiaManapblH KoJaHyaa Oenrimi Oip miekteysep ae Oap.
bipiamigeHn, TexHUKaIbIK 0a3a  JKETKUIiKCi3  OonFaH — jKaFmaijga — OWBIH
OarmapiamanapblH TOJBIK MaifaliaHy MYMKiH Oonmaiinbl ExiHImineH, MyraaiMHIH
HU(QpIBIK cayaTTbUIbIFBI TOMEH 00Jica, OWbIH OaraapiamManapblHbIH MYMKIHIIKTEPI
TOJIBIK alllbUIMaN/Ibl.

Koca anranna, oWbIH 3JIEMEHTTEPIH IIaMaJaH ThIC KOJIJaHy OKBITY MaKCaTbIH
EKIHII1 OpbIHFa BIFbICYFa bl Kesiel. COHJIBIKTaH OMBIH Oaraapiamanapbl CaOaKThIH
Ma3MyHbIHa cail, HaKThl MEJaroruKalIbIK MAaKCaTThl KO3 OTBIPHII KOJAAHBLIYHI
THIC.

KopsbiThinabl. Makanaga 7-ceiHBINTa (u3nka MmoHIH OKpITyAa Genially
maTgopMacbiHaa Kypactbipblirad “CuKbIpibl opMaH” skoHe “Kynus xox” oWHbIH
cabakTapblHbIH O171iM Oepy yIepiCIHIET1 posil TalJaH bl 3epTTey OapbIChIHIA ONBIH
TEXHOJOTHUIaphl  OKYIIBUIAPABIH OKYy MOTHBALMACHIH AapTTBIPHIN, (DU3HKAIBIK
3aHJBUIBIKTAPJbl CAHAJIBI TYCIHYI'€ >KOHE OJaplbl TaKipuOeMeH OaliaHbICThIpa
MEHIrepyre bIKMajl eTeTiHl alKpiHaanabl. CoHbIMEH Oipre, OWbIH (DOpMaTBHIHIAFBI
KYMBIC OKYUIBUIAPJBIH OINay JaF/bUIapbiH, OIPJIECKEH OPEKETIH >KOHE IU(PIIBIK
KY3BIPETTUTITIH JaMBITYFa MYMKIHIIK OepeTiHi kepcetuini. KopbIThIHIbUIAN Kede,
OWBIH OarmapiaMaliapblH OMIICTEMENIIK TYPFbIJa MaKcaTKa cail KipikTipy ¢usmnka
ca0arbIHBIH CaMaChlH apTTHIPY/IBIH TUIM/II KYPaMbl €KE€HI TY KbIPhIMIATaIbI.
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6.Genially. MHTepakTHBTI KOHTEHT IE€H MNpe3CHTANUsIAp JKacayFa apHaJFaH
maTdopma.

/. CUKBIpJIBI OPMaH OMBIHBI:
https://view.genially.com/69584b07963dee4f07822bad/interactive-content-siyrly-
orman

8. Kymust ko1 OMBIHEI:
https://view.genially.com/69584c76930571d7cb908427/interactive-content-piya-kod

BO3MOKXHOCTHU UCITOJBb30OBAHUSA UT'POBBIX ITPOI'PAMM B
OBYYEHUU ®PU3UKE

Ecum A.b., Enemec /[.H.
Hay4nblii pykoBoauTenb: Paxames baksitranu KypManannyosi,

B cmamve paccmampusaiomcs nedazozuueckue 803MONCHOCHMU UCHOTb308AHUS
USPOBbIX NPOCPAMM 8 00yYeHuu pusuxe. Ananusupyemcs poib uspoevlx mexHoaA02uil
8 NoBblUleHUU NO3ZHABAMENbHOU AKMUBHOCMU U YYEOHOU MOMUSAyUU yuawuxcs, da
makdce 6 YnpouwjeHuu npoyecca yceoeHus gusuyeckux nowsmui. Kpome moeo,
NOKA3aHbl ~ 803MONCHOCMU — PA3BUMUSL  J02UYECKO20  MbIULIEHUs,  MEOPYECKOU
AKMuGHOCMU U UHmMepeca K npeomemy y YUAWUxcsi HOCPeOCHmBOM USPOBbIX
npocpamm.

KiroueBble c¢jioBa: UIrpoOBbIE MPOTrpaMMBbl, HWHTEPAKTUBHOE OOydYeHHE,
MEJarorn4ecKue TEXHOJOTHUH, TeMuduKaius, TMo3HaBaTeIbHAs AKTHUBHOCTD,
KOMITIETEHTHOCTHOE 00yUYeHHe, KaueCTBO 00pa30BaHMS.

POSSIBILITIES FOR USING GAME-BASED PROGRAMS IN
TEACHING PHYSICS

Yessim A.B., Yelemes D.N.
Scientific Supervisor: Rakhashev Bakytgali Kurmanaliuly

The article examines the pedagogical possibilities of using game-based
programs in teaching physics. It analyses the role of game technologies in enhancing
students’ cognitive activity and learning motivation, as well as facilitating the
understanding of physical concepts. Furthermore, it demonstrates how game—based
programs contribute to the development of students’ logical thinking, creativity, and
Interest in the subject.

57


https://app.genially.com/
https://view.genially.com/69584b07963dee4f07822bad/interactive-content-siyrly-orman
https://view.genially.com/69584b07963dee4f07822bad/interactive-content-siyrly-orman
https://view.genially.com/69584c76930571d7cb908427/interactive-content-piya-kod

https://gazagjournal.kz/ ISSN: 2959-1279
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REFERENCES

1.Montoli E. (2019). Renovatio Quest: Engaging students in mathematics and
physics video games. In: Proceedings of the 13th International Conference on
Education and New Learning Technologies (EDULEARN13) pp. 1-8.

2.Ratinho E, and Martins C (2023). The role of gamified motivation in high
school and higher education: A systematic review. Heliyon, 9(8), e19033.
https://doi.org/10.1016/j.heliyon.2023.e19033

3.Behnamnia N, Kamsin A, Ismail M.A.B, and Hayati A (2020). The effective
components of creativity in digital game-based learning among young children: A
case study. Children and Youth Services Review, 116, 105227.
https://doi.org/10.1016/j.childyouth.2020.105227

4.Baamboozle (2024). Online platform for interacnive quizzes and games.
Available at:https://www.baamboozle.com/

5.Umaigra (Ul) (2024). Internet platform for creating didactic games for
children. Available at:https://www.umaigra.com/

6.Genially (2024). Interactive content and presentation platform. Available
at:https://app.genially.com/

58


https://doi.org/10.1016/j.heliyon.2023.e19033
https://doi.org/10.1016/j.childyouth.2020.105227
https://www.baamboozle.com/
https://www.umaigra.com/
https://app.genially.com/

