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PHILOSOPHICAL APPROACHES AND FORMATION OF SCIENTIFIC
KNOWLEDGE IN TEACHING THE SUBJECT "INFORMATION
TECHNOLOGIES IN PRIMARY GRADES" THROUGH AN ELECTRONIC
LEARNING ENVIRONMENT

Abdullayev Mamayusup Kasimovich
Teacher of Termiz State University

Abstract: In the modern world, there is a fairly large amount of information flow
that surrounds us everywhere and we are faced with the need for early learning of
information technologies and computer science from the initial stage of training. Every
teacher should use all opportunities to ensure that children learn with interest,
understand and experience the attractive aspects of computer science, its possibilities
in improving mental abilities, in overcoming difficulties. The use of non-traditional,
non-standard forms of education, in particular game technologies, has a beneficial
effect on the educational process.
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ONJIIOCODPCKHUE IMOAXOAbl U POPMUPOBAHUE HAYYHbBIX
3HAHUI TPU ITPENIOJJABAHUU TPEIMETA «MH®OPMAIIMOHHBIE
TEXHOJIOI'NN B HAYAJIBHBIX KJIACCAX» YEPE3 9JIEKTPOHHYIO

CPEAY OBYYEHUA

AHHOTaumMsi: B coBpeMEHHOM MHpE JOCTAaTOYHO OOJBIION  00BEM
WH()OPMAITMOHHOTO TIOTOKA, KOTOPBIA OKpYKaeT HAac TOBCIONYy W TIEpel HaMH
CTaHOBUTCA H606XOIII/IMOCTB PAaHHCTO H3YUCHUA I/IH(i)OpMaHI/IOHHBIX TEXHOJIOTUH U
uH(popMaTHKe yXKe HauMHas C HavyajJbHOM cTyneHu oOydenus. Kaxaomy mnenarory
HGO6XOI[HMO HCITIOJB30BATh BCC BO3MOKHOCTH IJIA TOTO, I-IT06I;-I ACTHU YUYUIIHNCH C
HHTCPCCOM, OCO3HAJIM M HCIBITAIN IPUTATATCIBHBIC CTOPOHBI I/IH(bOpMaTI/IKe, €cC
BO3MOKHOCTH B COBCPIICHCTBOBAHWN YMCTBCHHBIX CHOCOGHOCTGI;’I, B IIPCOJOJICHHUU
TpyaHocteil. [IpuMmeHeHrne HeTpaguIMOHHBIX, HECTaHAAPTHBIX (opM OOydeHUs u
dbunocopckuit MOAXOJ TPU JUCTAHIMOHHOM OOYYEHUH, B YAaCTHOCTU UTPOBBIX

TEXHOJIOTU, OJAaroTBOPHO CKa3biBaeTCsd Ha ydeOHOM mporiecce. B manHOW crabe

JVL‘ 'bd'. F a%n :,ﬁw‘ als. ’)\)@ ‘ ' &%
V@ Bog® JNQK OE IS esie V@ Bpst 8»,\,8 Cr€,

SCIENCE RESEARCH ......ccvcvvnvncons



https://journalseeker.researchbib.com/view/issn/2181-4570

)"L\ bd a -’g
Bt Bt B8 THED

ISSN (E): 2181-4570 ResearchBib Impact Factor: 6,4 / 2023 SJIF(2023)-3,778 Volume-1, issue-10

paccMOTpeHbl (puiIoco(CcKre MOAXOAbl M (POPMUPOBAHHE HAYYHBIX 3HAHUI MpHU
IMpcrogaBaHun IMpcamMeTa «I/IH(bOpMaIII/IOHHLIC TEXHOJIOTMU B HAYAJIBHBIX KJIaCCaxX)
yepes AIEKTPOHHYIO Cpeay 00yUeHHUsI

KiroueBble c1oBa: urpa, TeXHOJOTHHM, MHOOPMATHKA, MJIAIIINN MIKOJIbHHUK,
METO/, 06yquI/ISI, MBIIIIJICHUEC, ITaMATh.

Introduce

The main activity of primary school age is play. The memorization process is
most strongly associated with the predominance of visual-figurative thinking of the
younger child, which requires many “bright” and emotionally charged teaching
techniques and methods. Gaming technology can be such a means.

Gaming technology refers to activities organized during the learning process, the
purpose of which is the development of cognitive interest through the emotional
coloring of gaming actions based on imitative or symbolic modeling of the objects
being studied. Gaming technology contributes to the emergence of interest not only in
the acquisition of certain knowledge, but also in its independent acquisition, causing in
younger schoolchildren the need for self-education and self-improvement; gaming
technologies can be considered as a means of developing the cognitive activity of
schoolchildren.

Teachers teaching computer science and ICT need to possess not only knowledge
from their subject area, but also gaming technologies, which in turn will help increase
the efficiency and productivity of the lesson. For example, when studying the topic
“Algorithm and Performers,” you can offer a game with a fairy tale character or a robot
who needs help (making tea for guests, ironing a shirt, etc.)

You can also offer travel lessons, treasure hunting, or take the plot of the popular
TV show “Where is the logic?”, “Smart Men and Clever Girls,” competition lessons.
To enhance the emotional component of the lesson, you can invite fairy-tale or cartoon
characters, receive letters, video messages, etc.

Every teacher strives to structure his lesson in such a way that the student is
interested throughout the lesson.

If we consider the subject of computer science, we will notice that at first glance
it is in @ more advantageous position than other disciplines, since modern children are
attracted to computers, children view them as something entertaining that does not
require the use of any skills to perform practical tasks. lesson objectives.
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It is worth noting that in a computer science lesson you have to not only perform
practical work on a computer, but also absorb theoretical knowledge. Therefore, | was
faced with the question of how to make teaching computer science for primary schools
the most interesting and interesting and at the same time, so that productive learning
takes place in the lesson.

To do this, | studied the psychological, pedagogical and methodological literature
of primary school age and came to the conclusion that at primary school age the leading
activity is a game, and in a computer science lesson, game technologies can be used to
obtain the highest degree of assimilation of the material.

The educational standard of the new generation identifies the objective need to
prepare primary school students for life and activities in the information society, and
emphasizes the importance of the informatization process in the domestic education
system [4]. Informatization of primary education is a complex dynamic process, the
tasks of which at this moment are: increasing the efficiency of the learning process for
younger schoolchildren based on the use of electronic educational resources while
respecting the age and psychological and pedagogical characteristics of children of this
age; the formation of computer literacy among primary school students as a necessary
component of the educational, cognitive and educational process of school education;
the use of ICT as a leading tool for universal educational activities [3]; creation in
primary school of methodological conditions for students to master information literacy
and elements of information culture, the formation and effective use of the information
and educational environment by each participant in the educational process [5].

The solution to all of the above problems of informatization of primary education
falls on the shoulders of the primary school teacher. If previously there were discussions
about who should carry out the systematic process of developing computer literacy
among primary school students - a computer science teacher or a primary school
teacher, now, with the transition to a new educational standard (2009), this issue has
been completely removed. Only a primary school teacher, using an arsenal of all
educational subjects, carrying out interdisciplinary and multifunctional activities, has
the opportunity to implement the requirements of the standard and use ICT as a tool for
developing universal educational actions (cognitive, regulatory and communicative) in
younger schoolchildren, provided for by the second generation standard, ensuring
mastery of key competencies that form the basis of the ability to learn.
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When incorporating gaming technologies into the educational process, it is
necessary to take into account the following methodological recommendations: first of
all, decide on the goal that we want to achieve. It is also important to determine what
skill or skill will be developed during the game. Which stage of the game should you
focus on? Next, you need to ask the following question: how many students will take
part in the game?

After preliminary preparation, one should proceed to the material and technical
support of gaming technology; if didactic material is needed for the game, it is
necessary to consider its use and method of production.

* Most often, most inexperienced teachers make the mistake of spending too
much time familiarizing themselves with the rules of the game or the rules are too
complex for students.

* You should also think through and discuss clearer time frames, since children
most often have a desire to return to the game several times.

* Next, you should think about at what stage you need to use the game. This need
will manifest itself primarily based on didactic and pedagogical goals.

* Due to the age characteristics of children of primary school age, it is necessary
to involve all children in the class.

* You should also consider possible adjustments to the game during the lesson,
so as not to “lose” the interest and activity of the children.

* For better results, you need to think through the main part of the game, and then
you can use the same game to explain other material.

* The conclusion should be clearly and with commentary on the results of the
game.

» The most important thing is to think about what conclusion the students will
draw for themselves at the end of the game.

Proficiency in gaming technologies for a teacher teaching computer science in
elementary school is simply necessary, since in elementary school lessons some
structural components of the lesson are replaced by gaming technologies, they can even
be applied not only in lessons explaining new material, consolidating, but also in
lessons for correcting knowledge and even in control class.
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Conclusion

When using gaming technologies in computer science lessons and other lessons,
the teacher should be most careful in selecting the material so that every student,
regardless of his level of preparedness, takes an active part in the educational process.
This is necessary so that he becomes interested in the subject and unexpectedly notices
that during the game he learns and applies the acquired knowledge in an unusual
situation.

Also, using gaming technologies, the student can develop -curiosity,
concentration, and contribute to the formation of independent mental activity.
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