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The paper considers the importance of project-research based activity as an effective
approach of teaching and learning. The aim of the study is to define the reason of poor project-
research based activities of students and suggest the way out from this situation. The article also
shows the development process of students’ project-research based activity by their participation
in startup projects. The stages of startup projects realization have been analyzed. The diagnostic
survey shows that the majority of students does not know the basis of project and research making.
But many of them want to participate in startup projects competitions. Supporting motivation is
the other discovered problem. As a result of the study the interface of mobile application has been
represented for developing students’ project and research-based activity. For creating it the
Design-Thinking method was used. And the necessity of integrating startup projects into
educational process has been founded.

Key words: startup, project-research based activity, entrepreneurial skills, creative
thinking, integration.

Introduction

Project-research based activities are an integral part of the modern educational process. Its
successful implementation in not only universities but primary schools as well depends on the
level of teacher training. Future teachers must have knowledge, skills and abilities that will allow
them to organize and direct students’ project and research work. The purpose of this article is to
determine the main components of training future teachers for project-research based activities
and suggest ways to integrate them into educational programs of pedagogical universities.

Startup projects in educational settings serve as a pivotal mechanism for teaching students’
essential entrepreneurial skills and fostering a culture of innovation. These projects are designed
to bridge the gap between theoretical knowledge and practical application, enabling students to
engage in real-world entrepreneurial activities. The integration of startup projects into educational
curricula has been shown to enhance various competencies among students, including critical
thinking, problem-solving, and teamwork, which are vital for their future careers. Modern
education demands innovative approaches to students’ training, which provide their successful
adaptation in fast-paced world. One of the effective ways of solving this problem is students’
taking part in startup projects. It integrates their research, project and entrepreneur skills. Startups
help students to apply their theoretical knowledge in practice, develop teambuilding skills, create
innovative, and demanded on market products.

Research indicates that entrepreneurial projects significantly impact students' career-choice
readiness and metacognitive skills. For instance, Brausch-Boger highlights that engaging in
entrepreneurial projects fosters a growth mindset and enhances students' ability to reflect on their
learning processes, thereby preparing them for future career decisions [1]. Similarly, the
Coworking Startup Project at Universidad Politécnica Salesiana emphasizes the importance of
experiential learning through entrepreneurship, where students apply their academic knowledge in
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practical settings, thus promoting the integration of skills necessary for successful entrepreneurial
ventures [2]. Moreover, university startup accelerators have emerged as effective platforms for
experiential learning, providing students with opportunities to engage directly with the startup
ecosystem. Metcalf et al. note that these programs not only facilitate the launch of new ventures
but also serve as vital educational tools that connect students with industry practices and
entrepreneurial networks [3]. This experiential learning approach is further supported by the
findings of Chanin et al.,, who advocate for collaborative teaching methods that leverage
multidisciplinary teams to reduce startup failure rates [4].

The role of experiential learning in entrepreneurship education is underscored by various
studies that emphasize the importance of hands-on experiences in developing both technical and
soft skills. Cico discusses how capstone courses and industry-driven projects enable students to
prototype their ideas, thereby enhancing their innovation capabilities [5]. Additionally, the concept
of Challenge Based Startup Learning combines practical challenges with theoretical frameworks,
allowing students to develop relevant solutions while gaining insights into the startup process.

Furthermore, the impact of entrepreneurship education extends beyond individual skill
development; it also contributes to the broader economic landscape. Shenkoya argues that
universities play a crucial role in fostering startup ecosystems that drive employment and
economic growth [6]. This is echoed by Muscio et al., who highlight the significance of Ph.D.
graduates engaging in startup activities, demonstrating how academic training can translate into
entrepreneurial success [7]. So, as it has been mentioned above startups are innovative projects
aimed at creating new knowledge and products. In educational environment startup become a
platform for developing students’ project thinking, market analysis, working with innovations, and
adopting to true conditions of business.

Materials and methods

The survey has been taken for diagnosis of students’ project-research based activities.
Participants were students of educational program 6B01301 — «Pedagogy and methodology of
primary education» (bachelor's degree):

2" year course - 40 students;

3d year course — 33 students.

The survey had been conducted at Zhetysu state university named after I.Zhansugurov.

1. How often do you participate in project-research based activities as part of your
academic program?

* a) always

* b) often

* ¢) rarely

* d) never

2. What are the most common problems you encounter during project-research based
activities?

* a) don’t know how to do a project

* b) don’t know how to do research

* ¢) don’t have time

* d) not interested

3. What project competitions have you heard of?

+ a) University Startup Competition

* b) Regional Startup Competition

» ¢) Digital Jetysu “Pizza Pitch”

* d) Other

4. Have you ever taken part in a startup competition?

* a) yes, once

* b) yes, several times
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* ¢) no, but Id like to

* d) no, ’'m not interested

5. What competitions have you participated in?

* a) University Startup Competition

* b) Regional Startup Competition

* ¢) Digital Jetysu “Pizza Pitch”

* d) Other

6. What motivated you to participate?

* a) the opportunity to win a cash prize

* b) developing the necessary skills and gaining experience

* ¢) personal desire to try something new

+ d) Other

7. What functions of a mobile application designed for project-based research activities do
you consider the most useful?

* a) educational information

* b) feedback

* ¢) submit an application for participation in the competition

* d) useful links

8. How likely are you to use a mobile application to solve project-based and research-based
learning problems?

« a) will always use

* b) will often use

* ¢) will rarely use

* d) will not use

9. What else would you like to learn or learn through a mobile application?

* a) types of research

* b) how to write an article

* ¢) types of projects

* d) availability of tender documentation for projects

10. What additional function would you like to see in a mobile application to improve work
on projects and research?

Also, Design-Thinking method is used for creating layout of mobile application aimed at
teaching and learning project-research based activities. Above mentioned method let integrating
innovative ideas into educational process. Besides, several universities use IGA for monitoring
students’ project-research based activities. Design-Thinking method helped students to use
external solutions and develop solutions for solving the problem.

The main stages of it:

Empathy. The aim of this stage is to study the needs of students.

Define. Problems students face during project-research based activities.

Ideas. Students brainstorm ideas.

Prototype. Students create the model of mobile application.

Test. Trying the solutions students go back to some stages and make changes.

Main part

Project-research based activities of students are a powerful tool allowing not only widening
the educational horizons but developing social and communicative competences. We tried to
classify the principles of project-research based activities:

1. Active participation of students / Student-centered learning.

This fundamental principle allows to take into consideration the students’ interests. It leads
to active engagement. As noted by Mamuaja, project-based education encourages students to
explore and apply concepts in real-life contexts, enhancing their engagement and motivation [8].
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This principle aligns with the findings of Zhou, who emphasizes that real-life projects help
students relate basic principles to practical problems, thereby improving their understanding and
creativity [9].

2. Collaboration / Integration of knowledge.

Project work unites knowledge from various spheres, it gives general imagination of the
problem. Project-research based activities promote collaboration among students, which is crucial
for developing social skills and teamwork. Geng highlights that project-based learning enhances
creativity and encourages research, as students work together to define problems and seek
solutions [10]. This collaborative aspect is further supported by the work of Hu, who discusses
how project-based learning fosters inquiry and cooperative learning, essential for developing
transferable skills [11].

3. Real world relevance.

Project topics should be connected with real life; it increases the topicality and motivation
of students, making learning more relevant and impactful. Pazmino’s study on creating a magnetic
safe box illustrates how project-based learning can enhance students’ problem-solving skills by
engaging them in practical applications of scientific concepts [12]. This principle is crucial for
helping students understand the significance of their learning in broader contexts.

4. Reflection and assessment.

A critical component of project-research based activities is the emphasis on reflection and
assessment. Students should be encouraged to reflect on their learning experiences and the
processes they engaged in during their projects. Fernandez-Cabezas discusses the importance of
continuous assessment and feedback in project-based learning, which helps students evaluate their
performance and that of their peers [13]. This reflective practice is essential for fostering a growth
mindset and enhancing learning outcomes.

In summary, the principles of project-research based activities encompass student-centered
learning, collaboration, integration of technology, real-world relevance, reflection, and an
interdisciplinary approach. These principles collectively contribute to creating an engaging and
effective learning environment that fosters critical thinking and creativity among students.

Results and discussion
According to the results of the survey it is clearly seen that only 11% of students are
constantly involved in projects and research. 9% often, 12% rarely, and 78% never do that.

30
25
20
15

m 2d year students

m 3d year students

yes, once yes, several  no, but I'd like  no, I'm not
times to interested

Figure 1 — Participation of students in startup competitions

Figure 1 shows that students have desire to participate in startup projects. They need support
during the whole process. There are some students to work with, who do not have motivation.

Positive fact is students know the kinds and names of competitions conducted at university
and in the city.
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Problems during project-research
based activities

® | don't know how to
do a project

® | don't know how to
do research

| don't have time

m | am not interested

Figure 2 — Problems students encounter during project-research based activities

Figure 2 exhibits that students face with organization challenges of the activity. If 29% of students
are away from research whereas 42% do not know the algorithm of project work. Nowadays, students at
our university do not write diploma work, but there are Master’s and PhD degrees which require thesis
writing. Obviously, without published articles students cannot defense their theses.

Notwithstanding the cash prize for startup competition winners, the number of demotivated
students predominates.

For this reason, we discovered that students need mobile application for learning how to
do project and research. And suggest the interface of app ProResearchLab.

ProResearchLab is a place for obtaining necessary skills, increasing IGPA, inter-regional
and national collaboration because of joined startup projects.

It consists of five main components:

Articles;

Projects;

Research;

Scientific activities;

Life hacks.

Pressing on each of these tabs leads to other tabs. For example, “Article” takes you to
IMRAD structure of the article, and every part is explained to write the successful article. Types
and definitions of scientific methods are done; you can go directly to the homepages of the
scientific journals with the help of provided links to their websites.

“Scientific activities” means project competitions like, for instance, “Jas Galym”,
conferences, and regional scientific competitions for students. This tab provides with downloaded
regulations of the competitions, and submission of applications.

Of course, every component has got assignments and feedback.

Conclusion

Project-research based activities of students are an important tool for developing students’
key competencies, their motivation and interest in learning. This approach allows creating
conditions for a deep understanding of the material, developing self-confidence and broadening
children’s horizons. Implementing projects helps students understand the importance of
cooperation, learn to better organize their time and focus on results. In addition, project-research
based activities contribute to the formation of such qualities as responsibility, determination and
the ability to work with information. It is important to note that the success of project work largely
depends on the teacher’s willingness to be flexible and find an individual approach to each student.
The use of modern technologies and tools, such as online resources, presentation programs and
collaboration platforms, makes the learning process more exciting and interactive. The teacher,
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supporting the initiative and creativity of children, forms a positive attitude towards learning that
remains with them throughout their lives. In the future, project-research based research activities
can become an integral part of the educational process, helping to prepare students for the
challenges of the modern world. The success of this integration requires close cooperation between
teachers, parents and educational institutions to ensure maximum benefit from the implementation
of project-research based learning methods. Thus, project-research based research activities not
only develop students’ cognitive and personal qualities, but also strengthen their motivation for
learning, opening the door to further achievements in education and life.
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CTAPTAII CTYAEHTTEPAIH ) KOBAJIAY-3EPTTEY KbI3BMETIH JAMbITY
KYPAJIbI PETIH/IE

Ecumbexosa A., Kaxunbexosa C., [lemkxosa U.

1. JKancyeipos amvinoaswr JKemicy ynusepcumemi, Kazaxcman Pecnyonuxacwl, Tanovikopean K
Abati amvinoazvl Kazax yimmulk nedazocuxkanvlk yrusepcumemi, Kazaxcmarn Pecnyonuxacul,
Anmamei
Cogus ynusepcumemi « Cm. Knumenm Opxuockuy, boreapus, Coghus
*e-mail: assylsoul@mail.ru

Maxkanaoa oxvimy MmeH OKYObly mMuimMOi MmMYpevbicbl peminde dcobanay-3zepmmey
KbI3MEMIHIY ~— MAHbI30bLIbIEbL KAPACMBIPLLIAOLL. 3epmmeyoiy MaKcamvl — CMyoOeHmmepoiy
Jrcobanay-3epmmey Kbl3Meminiy aaciz30icin, cebenmepin anblKmay HCaHe OCbl HCA20AUOAH UbIEY
Jrconoapvin  yeviHy. Makanaoa, conviven xamap, cmyoeHmmepOiy cmapman codanapaa
KamulCybl apKblibl dHcobanay-zepmmey oamvlmy oamwvimy npoyeci xopcemineen. Cmapman
Hc00anapobl Jcyszeze acvlpy Kezeyoepi mandanovl. JuacHocmukanvly sepmme)y cmyoenmmepoiy
KOnwinieiniy dcodanay-zepmmey Kbl3MemiHiH He2i30epin Olimeuminin kopcemmi. Jlecenmen,
onapovly Kenwiiniei cmapman dtcooanap 6auKayiapvlna KamvlcKbicol Keneoi. AnblKkmanean magvl
Oip macene — cmyoenmmepoi YHeMi MOMUBAYUALA)Y. 3epmme)y Hamudicecinoe cmyoenmmepoin
Jrcobanay-zepmmey  Kbl3MemiH OaMblmyed apHanIaH MoOuib0i KOCLIMWAHBIY UuHmepgelci
yevinvinean. Ousl Kypy yulin «/Juzavn-ounayy» aici Konoauwliowl. binim 6epy yoepicine cmapman
arcobanapowl eneizy Kasxcemminiei 0aa1e10eHol.

KinTt ce3nep: cmapman, sxcobanay ocone zepmmey Kbvizmemi, KICINKepliK 0az0wlLiap,
UBIRAPMAUBLIBIK, OUNAY, UHMESPAYUSL.

CTAPTAIl KAK HHCTPYMEHT PA3BUTHSI NPOEKTHO-
NCCIEJOBATEJIBCKOU JEATEJBHOCTHU CTYAEHTOB

Ecumberosa A., ’Kaxunoexosa C., Ilemkosa H.

Kemvicyckuil ynusepcumem um. U. JKanyeyposa, Pecnybnuxa Kazaxcman, 2. Tanovikopean
Kaszaxckuii nayuonanvhwiti nedazocuueckuti ynusepcumem um. Abas, Pecnybnuxa Kazaxcmatn,
2. Anmamol
Codguiickuti ynusepcumem « Cesimou Knumenm Opxuockuiiy, boneapus, 2. Cogus
*e-mail: assylsoul@mail.ru

B cmamve paccmampueaemcs 8axcHocmb RpoeKmuo-uUccie008amenbCcKoll 0esimenbHoCmu
Kak a¢pexmusnoco nooxooa xk npenooasanuro u obyuenuro. Llenvto ucciedosanus sensiemcs
onpedenenue NPUUUHbL CIAOOU NPOEKMHO-UCCIE008AMENbCKOU OeAMeNbHOCMU CMYOeHmos U
npeonodicerue nymeli b1xo0da uz a3mou cumyayuu. B cmamoe maxoice nokasan npoyecc pazeumus
NPOEKMHO-UCCIe008AMENbCKOU OesIMENbHOCMU CMYOeHmo8 nymem ux yu4acmus 6 cmapman-
npoexmax. Ilpoananuzupoeansvl >3manvl peanuzayuu CmMapman-npoexmos. Jluaznocmuueckoe
uccnedoganue nNoKasaio, umo OONLUWUHCINEO CMYOEHMO8 He 3HAIOM OCHO8 NPOEKMHO-
uccnedosamenvckoll oessmenvHocmu. OOHAKO MHO2UE U3 HUX XOMSAM Y4ACMBO8AMb 8 KOHKYPCAX
cmapman-npoekmos. Jlpyeas obuapyscenHas npobiema — noodoepicka momusayuu. B
pe3yivmame UCCie008anusi NpeoCmaesieH uHmep@pelc MooUIbHO20 NPULONHCEHUSL 0Nl PA3BUMUSL
NPOEKMHO-UCCIe008AMENbCKOU  0esIMeNbHOCMU CMY0eHmos. [na e20 co30aHus UcCnonb308aH
memoo Design-Thinking. Ob6ocnosana neobxooumocms unmezpayuu cmapman-npoeKmos 6
0bpa3zoeamenvHblll npoyecc.

KawueBble ciaoBa: cmapman,  NpPOeKMHO-UCCLEO08AMENbCKASL — OesmeNbHOCb,
npeonpuHUMamenbCcKue HagblKU, MeopuecKoe MblulieHue, UHmMe2payusl.
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