
   
 

 
 
 

                        ISSN: 2776-1010        Volume 4, Issue 4, April, 2023 
 

 

291 
  
  

GAME TECHNOLOGIES AS A TYPE OF PEDAGOGICAL TECHNOLOGIES 

Ismatullaeva Gulshoda Ergashevna 

Senior Lecturer of the Department of Pre-School, Primary and Special Education Methods 

Fargona Region National Center for Training Pedagogues in New Methods 

 

Abstract 

This work contains theoretical material on innovative gaming technologies for preschool children. The 

features of the use of interactive gaming technologies in preschool educational institutions are singled 

out and described. 
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In the pedagogical and psychological literature, the concept of “technology” is often found, which came 

to us along with the development of computer technology and the introduction of new computer 

technologies. [12, p.13] . 

At present, the concept of pedagogical technology has firmly entered the pedagogical lexicon. First of 

all, let's find out what technology is in general:  

In the explanatory dictionary, technology is defined as a set of techniques used in any business, skill, 

art. ("Dictionary"); [6, p.5] . According to Shepel V.M. technology is an art, skill, skill, a set of processing 

methods, changes in state. [12, p.13] 

While, Likhachev D.S. speaks of pedagogical technology as a set of psychological and pedagogical 

attitudes that determine a special set and arrangement of forms, methods, methods, teaching methods, 

educational means; that it is an organizational and methodological tool of the pedagogical process. [6, 

p.26] 

Pedagogical technology according to Bespalko V.P. is a meaningful technique for the implementation 

of the educational process. 

Volkov I.P. sees pedagogical technology as a description of the process of achieving the planned learning 

outcomes. 

Academician, Corresponding Member of the Russian Academy of Education Monakhov V.M. 

understands by pedagogical technology a model of joint pedagogical activity thought out in all details 

to design, organize and conduct the educational process with the unconditional provision of 

comfortable conditions for students and teachers. [12, p.13] 

Analysis of the above definitions shows that many researchers identically interpret the essence of the 

concept of pedagogical technology. The only difference between them is how broadly this concept is 

revealed. 

In this study, preference is given to the definition of pedagogical technologies by B.T. Likhachev . 

Having defined the concept of pedagogical technology, I would like to know its structure. 

In the textbook of pedagogy, ed. Pidkasistogo P.I. we find that the structure of pedagogical technology 

includes: 
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▪ organization of the educational process; 

▪ methods and forms of educational activity of students; 

▪ the activity of the teacher in managing the process of assimilation of the material; 

▪ diagnostics of the educational process. 

Like any technology, pedagogical technology is a process in which there is a qualitative change in the 

impact on the student. Pedagogical technology can be represented by the following formula: 

PT \u003d goals + tasks + content + methods (techniques, means) + forms of education . 

An essential component of pedagogical technologies are teaching methods - methods of orderly 

interconnected activities of the teacher and students. In the pedagogical literature there is no consensus 

on the role and definition of the concept of "teaching method". So, Babansky Yu.K. believes that "a 

method of teaching is a way of ordered interconnected activities of a teacher and students, aimed at 

solving the problems of education" . Ilyina T.A. understands the teaching method as "a way of 

organizing the cognitive activity of students" . 

The game turns into a learning method under the following conditions: 

- filling the technology with a certain content; 

- giving the content didactic meaning; 

- the presence of trainees' motivation; 

- establishing didactic links with other teaching methods 

According to the classification of G.K. Selevko , pedagogical technologies according to the prevailing 

(dominant) method differ in: 

• Gaming 

• dogmatic, reproductive 

• Explanatory and illustrative 

• Developmental learning 

• Problematic, search 

• Programmed learning 

• Dialogic 

• Creative 

• Self-developmental learning 

• Information (computer) 

M. Novik, distinguishes non-imitation and imitation and forms (types) of employment.  

A characteristic feature of non-imitation classes is the absence of a model of the process or activity being 

studied. Activation of learning is carried out through the establishment of direct and feedback links 

between the teacher and students .  

A distinctive feature of simulation classes is the presence of a model of the process being studied 

(imitation of individual or collective professional activity). A feature of simulation methods is their 

division into game and non-game methods. Methods, in the implementation of which the trainees must 

play certain roles, are related to the game. 
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M. Novik points to their high effect in the assimilation of the material, since a significant approximation 

of the educational material to a specific practical or professional activity is achieved. At the same time, 

the motivation and activity of learning are significantly increased. 

Prutchenkov A.S. defined game technology as a certain sequence of actions of a teacher for the selection, 

development, preparation of games, the inclusion of children in game activities, the implementation of 

the game itself, summing up, the results of game activity. 

Game technologies have the means to activate and intensify the activity of students. 

A game is a type of activity in situations aimed at recreating and assimilating social experience, in which 

self-management of behavior is formed and improved. 

The concept of "game pedagogical technologies" includes a rather extensive group of methods and 

techniques for organizing the pedagogical process in the form of various pedagogical games. 

The structure of the game as a process includes: 

• the roles assumed by the players; 

• game actions as a means of realizing these roles; 

• playful use of objects, i.e. replacement of real things with game, conditional ones; 

• real relationships between the players; 

• plot (content) - the area of reality, conditionally reproduced in the game. 

The pedagogical game has a clearly defined learning goal and a corresponding pedagogical result, which 

are characterized by an educational and cognitive orientation. It is used to solve complex problems of 

mastering new material, the formation of general educational skills, and the development of creative 

abilities. [2] 

Pedagogical technology is a tool for the professional activity of a teacher and fixed sequential actions 

that guarantee a given result. It contains an algorithm for solving the tasks. Its use is based on the idea 

of complete controllability of training and reproducibility of educational cycles. 

Based on the above definitions and classifications, we can conclude that gaming technologies are an 

integral part of pedagogical technologies. Thus, pedagogical technology, in which the dominant 

teaching method is a game, is a game technology. 

 

List of Used Literature: 

1. Abobakirova, O. (2020). INTERPRETATION OF THE PERIOD AND HEROES IN UZBEK 

CHILDREN’S STORIES. Theoretical & Applied Science, (5), 821-825. 

2. Gafurova, M. (2021). Intellectual and Cognitive Activities of School Pupils. The American Journal 

of Social Science and Education Innovations, 3(2), 447-450. 

3. Gafurova, M. A. (2021). Developing Cognitive Activities of Primary School Students based on an 

Innovative Approach. International Journal of Multicultural and Multireligious 

Understanding, 8(10), 236-242. 

4. Gafurova, M. A. (2023). Development of Cognitive Activity of Elementary School Students in 

Mathematics Lessons. Global Scientific Review, 14, 35-39. 



   
 

 
 
 

                        ISSN: 2776-1010        Volume 4, Issue 4, April, 2023 
 

 

294 
  
  

5. GULRUXSOR,    X.    (2020). KREATIV    PEDAGOGIKANING    ENG    MUHIM JIHATLARI  VA  

YUTUQLARI. “ЯНГИЛАНАЁТГАН  ЎЗБЕКИСТОНДА  ФАН, ТАЪЛИМ ВА ИННОВAЦИЯ 

УЙҒУНЛИГИ”, 348-350. 

6. Jo‘rayev, V. T. (2019). The advantage of distance learning courses in the process of education. 

Scientific and Technical Journal of Namangan Institute of Engineering and Technology, 1(9), 220-

224. 

7. Joʻrayev, V. T. (2020). The role and advantages of distance courses in the innovative educational 

system. The American Journal of Social Science and Education Innovations, 2(10), 434-439. 

8. Jurayev, V. T. (2020). PEDAGOGICAL SOFTWARE IN THE PREPARATION OF FUTURE 

TEACHERS OF INFORMATICS IN AN INNOVATIVE ENVIRONMENT. Theoretical & Applied 

Science, (4), 182-185. 

9. Khusanova,   G.   T.   K.   (2021).   VERBAL   CALCULATION   AND   MENTAL ARITHMETIC    IN    

PRIMARY    SCHOOL.    Oriental    renaissance:    Innovative, educational, natural and social 

sciences, 1(11), 34-37. 

10. Mukhtoraliyevna, Z. S. (2022). INFORMATION TECHNOLOGIES IN 

EDUCATION. BARQARORLIK VA YETAKCHI TADQIQOTLAR ONLAYN ILMIY JURNALI, 162-

165. 

11. Mukhtoraliyevna, Z. S., & Odilovna, B. R. (2023). AGE AND PSYCHOLOGICAL AND 

PEDAGOGICAL BASES OF SPEECH DEVELOPMENT OF PRESCHOOL CHILDREN. Open Access 

Repository, 4(2), 763-767. 

12. Mukhtoraliyevna, Z. S., & Salimovna, R. M. (2022). HISTORY OF UZBEK FOLK 

GAMES. Innovative Technologica: Methodical Research Journal, 3(10), 191-198. 

13. Mukhtoraliyevna, Z. S., & Tavakkalovna, A. G. (2022). History of Information Technologies in 

Education. Spanish Journal of Innovation and Integrity, 6, 359-363. 

14. Muxtoraliyevna, Z. S., & Odilovna, B. R. (2023). MAKTABGACHA YOSHDAGI BOLALARDA 

MULOQOT MADANIYATINI RIVOJLANTIRISHNING ASOSIY TUSHUNCHALARI VA 

XUSUSIYATLARI. BARQARORLIK VA YETAKCHI TADQIQOTLAR ONLAYN ILMIY 

JURNALI, 3(4), 147-152. 

15. Nilufar, Olimova. "XALQ OG ‘ZAKI IJODI VOSITASIDA BOSHLANG ‘ICH SINF O 

‘QUVCHILARINING TALAFFUZI VA NUTQINI O ‘STIRISH TEXNOLOGIYASI." BARQARORLIK 

VA YETAKCHI TADQIQOTLAR ONLAYN ILMIY JURNALI 2.11 (2022): 416-423. 

16. Ortikova, Z. (2019). TO DEVELOP STUDENTSCREATIVE THINKING. Scientific and Technical 

Journal of Namangan Institute of Engineering and Technology, 1(9), 224-229. 

17. Ortikova, Z. (2020). MECHANISMS OF PREPARING ADOLESCENTS FOR SOCIAL RELATIONS 

IN THE ERA OF GLOBALIZATION. Theoretical & Applied Science, (2), 661-664. 

18. Qizi, Olimova Nilufar Kasimjon, and Maftuna Alijonova Mahammadjon Qizi. "The interest of junior 

school age students and their impact on speech performance." ACADEMICIA: An International 

Multidisciplinary Research Journal 11.10 (2021): 1861-1864. 



   
 

 
 
 

                        ISSN: 2776-1010        Volume 4, Issue 4, April, 2023 
 

 

295 
  
  

19. Qizi, Olimova Nilufar Qosimjon. "Ways To Work with Difficult Sounds in The Pronunciation of 

Younger Students." Journal of Pedagogical Inventions and Practices 1.1 (2021): 91-93. 

20. Urinboyevna,  E.  Y.  (2021).  Classification  of  Integrative  Education.  International Journal of 

Culture and Modernity, 11, 162-164. 23. 

21. Urinboyevna,  E.  Y.  (2021).  Theoretical  Bases  of  Integration  of  Educational  Process. 

International  Journal  of  Innovative  Analyses  and  Emerging  Technology,  1(7),  57-61. 24.  

22. Urinboyevna, E. Y., &Shahruza, R. (2021). About Gender Equality and the Process of Ensuring  It.  

International  Journal of  Innovative  Analyses  and  Emerging  Technology, 1(7), 54-56. 25. 

23. Valijonovna, K. I. (2022). THE CONCEPT OF ENVIRONMENTAL COMPETENCE AND ITS 

STRUCTURE. Gospodarka i Innowacje., 22, 29-35. 

24. Valijonovna, K. I. (2022). UZBEK LANGUAGE GENERONIES ASSOCIATION. Modern Journal of 

Social Sciences and Humanities, 4, 397-400. 

25. Valijonovna, K. I., Rakhmatjonovich, T. D., & Mukhtoraliyevna, Z. S. (2022). Informational 

Technology at Education. Spanish Journal of Innovation and Integrity, 6, 262-266. 

26. Valijonovna, X. I. (2022). Improving of Motivation for Studying in Primary School. European 

Multidisciplinary Journal of Modern Science, 6, 131-137. 

27. Zanjabila, A. (2022). FEATURES OF MOTIVATION TO LEARNING ACTIVITY IN JUNIOR 

SCHOOL CHILDREN. Gospodarka i Innowacje., 22, 20-24. 

28. Zokirov, M. T., Zokirova, S. M., & Dadabayeva, S. S. (2021). About The Influence Of The Uzbek 

Language In Rishtan Tajik Dialects Of Ferghana Region. Turkish Online Journal of Qualitative 

Inquiry, 12(4). 

29. Абобакирова, О. (2014). Особенности развития речи у дошкольников. Актуальные проблемы 

гуманитарных и естественных наук, (6-2), 76-78. 

30. Абобакирова, О. Н. (2016). Особенности наглядно-образного мышления у детей с общим 

недоразвитием речи. Молодой ученый, (4), 734-736. 

31. Абобакирова, О. Н. (2018). Формирование у старших дошкольников эстетических чувств 

средствами кукольного театра. Молодой ученый, (18), 148-150. 

32. Гафурова, М. А. (2022). МЕТОДЫ И ФОРМЫ ОРГАНИЗАЦИИ ДЕЯТЕЛЬНОСТИ 

УЧАЩИХСЯ НА УРОКЕ МАТЕМАТИКИ В НАЧАЛЬНОМ КЛАССЕ. Scientific Impulse, 1(5), 

598-602. 

33. Ортиқова, Z. N. (2019). ОИЛАДА БОЛАЛАРНИНГ ИЖТИМОИЙ-АХЛОҚИЙ 

СИФАТЛАРИНИ ШАКЛЛАНТИРИШ ОМИЛЛАРИ. Scientific Bulletin of Namangan State 

University, 1(12), 395-397. 

34. Ортиқова, З. Н. (2019). SOCIO-ECONOMIC QUESTIONS OF CHILDREN IN THE FAMILY 

Factors for making statements. Scientific Bulletin of Namangan State University, 1(11), 335-337. 

35. Хусанова,  Г.  (2022).  Kichik  maktab  yoshidagi  o  ‘quvchilar  so  ‘z  boyligini oshirishning 

pedagogik-psixologik asoslari. Современные   тенденции инновационного развития науки и 

образования в глобальном мире, 1(4), 232-235. 

 


