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Didactic games aimed at educational purposes occupy an important place
among modern psychological and pedagogical learning technologies. This
article provides information about the technologies of computer didactic
games based on information communication tools, their implementation of
functions and roles in the educational process.
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INTRODUCTION. The introduction of information
and communication technologies into education
created the basis for the emergence of new methods
and forms of education based on the transmission,
processing and use of information through electronic
means[1]. The use of various forms of didactic games
in the educational process gives the expected effect.
Didactic games aimed at educational goals are
important among modern  psychological and
pedagogical technologies of education. Didactic games
aimed at the purpose of education as a method began
to become widespread at the end of the 20th century.
Currently, depending on the field of application,
didactic games with various modifications have been
introduced into educational practice[7].

Didactic games (educational games) used in the
educational process differ from entertainment games
in their purpose-essence and method of orientation,
that is, educational games are specific the end of the
stage leads to the emergence of a new learning
problem. As long as this is the case, educational
games can be considered as a separate form of
educational  activity that provides for the
implementation of certain educational tasks. Based on
this, it can be said that a didactic game is an
educational activity that is interesting for the subject in
conditional situations[8]. Therefore, teaching is a
process of purposeful delivery of socio-historical
experience, creation of environment and conditions for
the formation of knowledge, skills, qualifications and
competencies. It should be said that the didactic game
is a conditional interactive activity aimed at the
formation of knowledge, skills, skills and competencies
of the subject .

ANALYSIS AND RESULTS. Didactic games can be
considered as a motivational tool to ensure that
learners concentrate at the necessary level during the

——

70

acquisition of new material, consolidation or
improvement of acquired knowledge[9]. Unfortunately,
at the moment, such approaches can be observed only
in general secondary schools. There is also the fact
that higher education institutions are also interested in
the practice of introducing didactic games: research
works on the topic of didactic computer games are
being conducted, scientific works, magazines,
collections of conference materials are being
published, which specialists are being trained[10].

In the modern education system, it has been widely
criticized for using verbal and rational methods and
tools of teaching and not taking into account the
emotional characteristics of the learner. Didactic
games summarize emotional and rational aspects of
cognitive activity .

Educational games perform 3 important functions:

1. Intermediate  (instrumental)  function:
formation of certain knowledge and skills.

2. Cognitive (gnostic) function : development
of thinking skills in learners .

3. skills in learners .

Each function is implemented through a specific form
of educational game: the instrumental (instrumental)
function is manifested in training games, the cognitive
(gnostic) function is manifested in didactic games, and
the third function is manifested in role-playing games.
It should be noted that training in educational games
does not consist only of playing games : group and
individual work is done during educational games ;
discussions and debates are organized, polls and tests
are conducted ; situations are created that require
role-playing. In other words, educational games
expand the possibility of harmoniously using such
methods as "brainstorming", development of critical
thinking with the help of reading and writing,
surveying, reflection[11].

In addition, the practice of educational games has
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some peculiarities in pedagogy. In the process of
teaching, the game is often used as an auxiliary
element - supplementing theoretical materials, and is
not considered as the main method of teaching. But on
the other hand, according to research studies, as a
result of the use of educational games, an average
increase of 3 times the effectiveness of education was
observed[12].

The organization of teaching and controlling games,
that is, the integration of information and
communication technologies and pedagogy in the
game, is a complex process.

Educational computer games develop logic, improve
concentration, focus on an important element, and the
ability to make decisive decisions in a short period of
time. In addition, computer games can be used at all
stages of mastering new educational material and in
control: whether it is an initial introduction to the
educational material or reinforcement of the learned
topic. It is desirable to use game-specific elements in
all forms of educational computer programs[13].

For example, in a knowledge sharpening game, tasks
can be of three levels of complexity and, accordingly,
provide three levels of knowledge acquisition:
1. Simple or simplified - the mastery
determined.

2. Somewhat complicated (mosaic tests, roulette,
maze and other similar games) and intellectual puzzle
games (chainword, crossword, cross-chainword,
sharada, allword, metagram, anagram, logograph,
palindrome, rebus, cryptogram ) is the level of focus
on increasing knowledge[14].
3. Very complex - the
productivity.

It is in the didactic games with the third level of
complexity that the acquisition of knowledge takes
place not only through learning, understanding and
transmission, but also at the level of skill and
perception. The development of such programs with
the third level of complexity is, of course, very difficult
compared to the development of programs consisting
of test tasks and questions[15].

Games developed on the basis of the TV game project
"Find the Music" can be cited as an example of games
that correspond to the oral teaching methodology.
Games of this type focus on students' ability to
distinguish musical pieces by sound and thereby
expand their perception of music. Games of this type
are especially useful for students who have a high
level of verbal mastery of the learning material.
Various words (crosswords, chainwords, scanwords,
allwords) can be included in the games typical of the
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printed text teaching method. Students are offered to
solve electronic crosswords of various complexity and
topics with the help of a computer. As a result of this,
the student (in case he cannot find the right answer)
develops the skills of searching for information and
purposeful use of Internet networks[16].

Computer games in visual education are a game in the
form of a mosaic, in which students are invited to
create a single and integrated image from separate
fragment images. This type of game is important in
studying historical genealogy, history of works of art,
historical monuments, activities of famous people.
Games based on the project of "Who wants to be a
millionaire?", "Zinama-zina", and "Zakovat" TV games
can be included in the types of games typical of the
practical method of teaching. Such games are focused
on the development of cognitive activity of students.
Another important aspect of the game is that the
questions gradually become more complex: this causes
the student to become more interested and motivated.
These types of games are a fun and reliable way to
reinforce and test learned material[17].

One such set of tasks is "Traditional Crossword". Its
software allows crossword puzzles to be completed on
a computer monitor rather than on paper. Unlike
crosswords on paper, keyboard and mouse are used as
the main learning tool, not a pencil. The use of
instrumental game tools to create, solve and develop
electronic crosswords increases the student's thinking,
forms the ability to express one's thoughts simply and
perfectly.

Also, when using didactic games on the computer:
-acceptance of presented assignments by students of a
certain audience and interest in it;

- when presenting the answer options for a specific
task, consider creating imagination in each student
based on educational processes;

- it is necessary to achieve that the structured tasks
and questions are within the scope of the student's
imagination, knowledge and understanding, and
similar factors should be taken into account.

CONCLUSION. So, using didactic games on the
computer shows that the knowledge, skills,
qualifications and competences acquired by future
teachers can be put into practice. Thus, it can be said
that the implementation of computer games in the
educational process allows solving the most important
issues of the field. That is, it plays an important role in
the development of student's motivation, formation of
reflection, increase of thinking ability, ability to apply
acquired knowledge and so on. To achieve more
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productivity of computer games, it is recommended to
use modeling programs.

REFERENCES:
1. bBanblkuHa, E.H. KomnbloTepHas
AnaakTnyeckass  Urpa  Kak  KOMMOHEHTa

10.

COBPEMEHHbIX MeaarorMyecknx TEXHONorun /
E.H. BanbikmHa, A.A. Mprboposny // PazsuTne
METOLO0TIOMMYECKNX nccneaoBaHum n
noAroToBKa KaZpoB UCTOPUKOB B Pecnybnuke
Benapyc, Poccuiickol depnepacum n
Pecnybnuke Monwa: cb. Hayuy.CT.; noa Hayu.
pea. npod. A.H. HeuyxpuHa. — 'pogHo: ply,
2012. - C. 303-

Turaeva, G. E. (2022, February). Some aspects
of educating students to become highly

qualified and  competitive  personnel.
In Conference Zone (pp. 163-165).
Turaeva, G. E. (2021). Improving the

efficiency of the educational process using
computer technology. ACADEMICIA: An
International Multidisciplinary Research
Journal, 11(8), 407-410.

Turaeva, G. E. (2021). The effectiveness of the
use of computer technology in the educational
process. Asian Journal of Multidimensional
Research, 10(8), 90-93.

Typaesa, I 3., & baganos, O. A. (2019).

VHHOBaUMOHHBIN ~ noaxon K obyyeHuio
reoMeTpUYeCcKnM Gurypam yyeHuKaM
HayasibHbIX KIaccoB. HayyHble ropusoHTbl, (5-
1), 320-323.

Ncmounos, B. T., baganos, . A., & TypaeBa,
. 3. (2019). NocTaHOBKa W pelleHue 3afauun:
HaiTW  nnowWagb  YETbIPEXYrofibHUKA MO
YeTblpEM CTOpoHaM. HayuyHble ropusoHThl, (5-
2), 43-47.

XUDOYQULOVA, S., & SAYDALIYEVA, M.
(2023). The Role of Parental Psychology in the
Formation of a Particular Religious Beliefs in A
Child. Eurasian Scientific Herald, 21, 54-58.

Sh, K. (2022). PSYCHOLOGICAL METHOD OF
DEVELOPING CHILDREN'S BEHAVIOR AND
EMOTION. Emergent: Journal of Educational
Discoveries and Lifelong Learning
(EJEDL), %12), 107-112.

XUDOYQULOVA, S., & SAYDALIYEVA, M.
(2023). The Role of Parental Psychology in the
Formation of a Particular Religious Beliefs in A
Child. Eurasian Scientific Herald, 21, 54-58.
XKymaesa, I'. T. (2019). ®OPMWPOBAHWE
NMPABOBOIO OBPA30OBAHMS B HAYAJIbHOM

——

72

11.

12.

13.

14.

15.

16.

17.

World Bulletin of Social Sciences (WBSS)
Available Online at: https://www.scholarexpress.net

LWKONE. In HAYYHBIE [AOCTUXKEHUA U
OTKPbITUA 2019 (pp. 188-190).

Xymaesa, . T. (2016). CoBpeMeHHble
TEXHONOormm obyueHuns
YYALUUXCSA. EBPAZMVICKM  HaYYHbIM — XKYpPHA/,
(6), 456-458.

XymaeBa, I'. T. (2019). OcHOBHble TEHAEHLMM
pa3BuTms neaarorm4yeckoro MacTepcTBa
yuntens. flegarormyeckoe  06paszoBaHne  u
Hayka, (5), 9-11.

Tursunpolatovna, J. G. (2021). The use of
innovative approach techniques in improving
the pedagogical skills of teachers. World
Bulletin of Social Sciences, 1(1), 18-20.
Tursunpulatovna, J. G. (2022). A model for the
development of the professional culture of
school teachers based on a competency-based
approach. Asian Journal of Research in Social
Sciences and Humanities, 125), 212-219.
Niyozaliyevna, K. 1., & Saitovna, T. K. (2022).
Using Interactive Methods In Learner-Centered
Lessons. Journal of Pedagogical Inventions
and Practices, 9, 68-70.

Tangirkulova, K. (2023). A CROSS-SECTIONAL
STUDY OF DRUG NAMES USED IN
THERAPEUTIC DISEASES IN ENGLISH AND
UZBEK LANGUAGES. EBpazmickmi  XXypHars
axkagemmuyeckux nccnegosarmd, X6), 180-184.

Tangirkulova Karomat Saitovna. (2023).
CREATION OF DRUGS AND THEIR
NAMES. Journal  of  Universal  Science

Research, 1(5), 1555-1560.

'



