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MODERN PEDAGOGICAL APPROACHES TO THE DEVELOPMENT OF
CREATIVITY AND SELF-PRESENTATION IN THE DIGITAL SPACE

In today’s digital environment, the development of creativity and effective self-
presentation is becoming increasingly important, especially for students of
philology. Teachers of higher education institutions should use innovative methods
that contribute to the development of these skills, which are necessary for the
successful professional realisation of graduates. This article discusses modern
pedagogical approaches to the development of students’ creativity and self-
presentation in the digital space with examples of application in philological
disciplines.

Project-Based Learning (PBL)

Project-based learning is an effective way to develop creative thinking and self-
presentation, as it is based on active problem-solving. It involves comprehensive
training that includes research, analysis, idea generation, development of an
implementation plan and presentation of results. Students learn how to work with
information, use modern digital tools and present their developments to an audience.
Project-based learning promotes deeper learning and the development of critical
thinking skills [2]. It helps students to develop skills of cooperation and effective
communication in a team. In philological disciplines, this method can be used to
create interactive language courses, multimedia presentations, or develop electronic
dictionaries. For example, students of a translation studies course can develop a
bilingual glossary using online platforms (Lexonomy, Sketch Engine). In linguistic
disciplines, you can organise the creation of a mapping of the dialectal features of a
region using digital maps (Google My Maps). In literary studies, a possible project
IS to create a virtual museum of a writer or an interactive presentation of his or her
career (Prezi, Canva). Project activities help students build a portfolio that will be
useful for employment.

Digital Storytelling

Digital storytelling is a method that combines traditional storytelling with
multimedia technologies. It develops not only communication skills but also the
creative potential of students, encouraging them to experiment with different
content formats. In the process of digital storytelling, students create video stories,
Interactive presentations, podcasts or animations. This allows them to develop skills
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in scriptwriting, editing, working with graphic editors and sound design. The
method promotes the integration of different types of art and technology, which
makes learning more interesting and effective [5]. For example, in a course on the
history of literature, students can create video essays about the lives and works of
writers. In linguistics, interactive illustrated stories can be developed to explain
linguistic phenomena (StoryJumper, Book Creator). In audiovisual translation,
students can work on creating subtitles for training videos. In addition, digital
storytelling contributes to a better understanding of intercultural communication, as
students can explore the cultural aspects of the language environment. This
approach allows not only to develop creativity but also to learn effective self-
expression.

Gamification in the educational process

Gamification uses game elements to increase student motivation. This can
include a system of rewards, levels, competitions, or interactive tasks that make
learning more fun [3]. Through the use of gamification, students are more actively
engaged in the learning process as competition and game elements increase their
interest. Instructors can use gamified quiz platforms such as Kahoot or Quizizz to
allow students to answer questions in a game-like environment. For example, in
stylistics courses, language battles can be organised where students have to find the
best translation of a certain text. In literary studies, you can use role-playing games
where students play the roles of characters and analyse their motives. A system of
badges and certificates for successful completion of tasks in foreign language
courses is also effective. Gamification creates an additional incentive to learn,
forming a positive attitude towards the educational process in students.

Media literacy and digital rhetoric

Media literacy involves the ability to analyse, evaluate and create information
content in the digital environment. It is an important skill for philology students
who work with texts and media resources. It allows them to be critical of
information, recognise manipulation and fake news, and use media effectively in
their professional work [1]. Digital rhetoric covers the art of effective
communication through digital platforms, which helps students develop
persuasiveness and argumentation. For example, in a course on media linguistics,
you can analyse manipulative strategies in the media, create your own information
products and evaluate their impact.

Philological disciplines can integrate this approach through:
— Analysing media texts in stylistics courses.
— Writing blogs and social posts as part of the curriculum (WordPress, Medium).
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— Analysing visual rhetoric (analysing advertising texts, political campaigning,
etc.).

These skills help students to consciously create content and work with
information in the digital environment.

Collaborative learning

Collaborative learning promotes the development of social and communication
skills through group work on joint projects. This method helps students learn to
work together, think critically and exchange ideas. For example, in translation
courses, students can work together to adapt texts in teams using cloud-based
technologies.

Formation of a personal brand

Personal brand building is the process of creating a unique image that reflects
the student’s professional competencies, skills and values. This is especially
important in the digital age, when self-presentation plays a key role in career
development. Students can use social media, personal blogs and portfolios to
showcase their achievements. For example, in journalism courses, they can write
opinion columns, and in translation studies, they can create professional case studies
with translated texts and analysis. Building a brand helps develop independence,
confidence and effective communication skills.

The development of students’ creativity and self-presentation in the digital
space is a key task of modern pedagogy. The use of project-based learning, digital
storytelling, gamification, media literacy, collaborative learning, and personal
branding allows students not only to acquire the necessary knowledge but also to
develop important skills for their future professional activities. The integration of
digital technologies into the educational process helps students adapt to the modern
labour market and increases their competitiveness.
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