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BOSHLANG‘ICH SINF MATEMATIKA DARSLARIDA DIDAKTIK
O‘YINLARNING KOGNITIV SAMARADORLIGI

Turmanova Kaljan Bazarbayevna
Chimboy tumani 19-sonli maktab filiali boshlang’ich sinf o’qituvchisi
Chimboy tumani, Qaraqolpag‘iston

Annotatsiya: Ushbu ilmiy maqola boshlang‘ich ta’lim tizimida, xususan, 2, 4-
sinf o‘quvchilarining matematika darslariga bo‘lgan qiziqishini oshirish va kognitiv
faolligini rivojlantirishda didaktik o‘yinlarning ahamiyatini tadqiq etishga
bag‘ishlangan. Zamonaviy ta’lim paradigmasida o‘quvchini passiv tinglovchidan faol
tadqiqotchiga aylantirish dolzarb masala bo‘lib, bu jarayonda o‘yin texnologiyalari
ko‘p funksiyali vosita sifatida namoyon bo‘ladi.

Tadgigotning amaliy gismida 14 nafar 2- va 4-sinf o‘quvchisi ishtirok etdi.
Tajriba jarayonida matematik amallar, mantigiy misollar va geometrik tushunchalarni
o‘rgatishda an’anaviy dars usullari hamda interfaol didaktik o‘yinlar ("Matematik
labirint", "Zanjir usuli", ) samaradorligi o‘zaro qiyoslandi. Tadqiqot metodologiyasi
sifat va miqdor tahliliga asoslangan bo‘lib, unda o‘quvchilarning darsdagi diqqat
barqarorligi, topshiriglarni bajarish tezligi va emotsional motivatsiyasi o‘rganildi.

Natijalar shuni ko‘rsatdiki, didaktik o‘yinlar qo‘llanilgan darslarda
o‘quvchilarning kognitiv faolligi an’anaviy darslarga nisbatan 42% ga oshgan.
Aynigsa, o‘quvchilarda matematik "qo‘rquv" to‘sig‘ining pasayishi va mustaqil garor
qabul qilish ko‘nikmasining shakllanishi kuzatildi. Maqola yakunida boshlang‘ich sinf
o‘qituvchilari uchun dars jarayoniga o‘yin elementlarini tizimli ravishda kiritish
bo‘yicha metodik tavsiyalar ishlab chiqilgan.

Kalit so‘zlar: Boshlang‘ich ta’lim, matematika o‘qitish metodikasi, didaktik
o‘yinlar, kognitiv faollik, mantiqiy tafakkur, 2, 4-sinf psixologiyasi, interfaol metodlar,
0‘quv motivatsiyasi.

AnHoTanusi: JlaHHas Hay4Has CTaThsl MOCBSINECHA HUCCICIOBAHUIO 3HAYCHUS
TUAAKTHYCCKUX WP B TIOBBINICHUWM WHTEpPEcCa W PA3BUTUM ITO3HABATEIHHOU
AKTUBHOCTH YYaIlIUXCs 3-X KJIACCOB Ha YpOKaxX MaTEMAaTHKH B CUCTEME HAYaJIbHOTO
obOpazoBaHus. B coBpemeHHOI 00pa3oBaTebHOM MapaaurMe akTyaJlbHOW 3ajadeit
sgeTcsl TpeBpalleHue Yy4YeHUMKa U3 TMACCUBHOIO CJyIlIaTelass B AaKTUBHOIO
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HCCIICOAOBATCIsI, W B OTOM IIPOHCCCC HUIPOBLIC TCXHOJIOTHMH BBICTYIIAOT KakK
MHOTO(YHKITHOHATHHBIA HHCTPYMEHT.

B mpakTudeckoit yacTu ucciaenoBaHus MPUHAIN ydactue 14 ydammuxes 2-4-1o
kimacca. B xome oskcmepuMeHTa cpaBHUBanach 3(PGEKTUBHOCTh TPaIUIIMOHHBIX
METOAOB O6yLI€HI/ISI N HNHTCPAKTHBHBIX IUIAKTHYCCKUX HIP («MaTeMaTI/ILIeCKI/II\/'I
JIa6I/IpI/IHT», «MGTOI[ HGHO‘{KI/I») IIpu O6yLIeHHI/I MATCMAaTUYCCKUM OIICpaAlIUsiIM,
JJOTHUYCCKUM IIpUMCPaAM U I'COMCTPHUYCCKHUM ITOHATHUAM. MGTOILOJIOFI/IH HUCCICAOBAHUA
OCHOBAHa Ha KAYCCTBCHHOM U KOJIMYCCTBCHHOM aHAJIN3C, B XOAC KOTOPOT'O N3YYAJINCh
YCTOfIqHBOCTB BHUMAHUS ydyalniuxcs, CKOpPOCTh BBIITOJTHCHU S 3aI[aHI/Iﬁ nu
OMOIHOHAJIbHAA MOTHUBAILIUA.

P€3y.HBT aThbl IIOKa3aJii, 4TO Ha YpOKax C MCIIOJb30BAHUCM JUJIAKTHUYCCKHX UIP
IIO3HAaBATCJIbHAA AKTHUBHOCTL YYallUXCA YBCIMYHIIACH HaA 42% 10 CPaBHCHHIO C
TPpaIUOIUOHHBIMH YPOKaMH. B YaCTHOCTH, Ha6JIIOI[aJIOCI> CHHUKCHUC 6apbepa
«MaTeMaTHYECKOM TPCBOXHOCTH» U d)OpMPIpOBaHI/Ie HAaBBIKOB CaMOCTOATCIBHOI'O
NpUHATUSL  pelieHuid. B 3aBepiieHue cTaThu  pa3pabOTaHbl  METOJAMYECKHE
PEKOMCHAAIUKU IJIsA quTeJIef/'I HadaJIbHBIX KJIAaCCOB IIO CUCTCMHOMY BHCIPCHHUIO
WUTPOBBIX JIEMEHTOB B YUeOHBIHN Tpoliecc.

KuawueBbie cioBa: HauanbHoe oOpa3oBaHue, METOAMKA MpErnojaBaHUs
MaT€MaTuKu, JUAAKTUYCCKUC HUI'Pbl, KOIHUTHUBHAA AaKTHBHOCTbL, JIOTHYCCKOC
MBIIIUICHUE, TICUXOJorus 2-4-ro  Kjacca, HWHTEPAKTUBHBIC METONBI, ydcOHas
MOTHUBaIus.

Abstract: This scientific article is devoted to the study of the importance of
didactic games in increasing the interest and developing the cognitive activity of 2-4rd-
grade students in mathematics lessons within the primary education system. In the
modern educational paradigm, transforming the student from a passive listener into an
active researcher is a topical issue, and in this process, game technologies emerge as a
multi-functional tool.

The practical part of the study involved 14 students of the 2-4rd grade. During
the experiment, the effectiveness of traditional teaching methods and interactive
didactic games ("Mathematical Labyrinth", "Chain Method") was compared in
teaching mathematical operations, logical examples, and geometric concepts. The
research methodology is based on qualitative and quantitative analysis, examining
dents' attention stability, task completion speed, and emotional motivation.
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The results showed that in lessons where didactic games were used, students'
cognitive activity increased by 42% compared to traditional lessons. In particular, a
decrease in the barrier of mathematical "anxiety" and the formation of independent
decision-making skills were observed. At the end of the article, methodical
recommendations were developed for primary school teachers on the systematic
introduction of game elements into the educational process.

Keywords: Primary education, mathematics teaching methodology, didactic
games, cognitive activity, logical thinking, 2-4rd-grade psychology, interactive
methods, learning motivation.

Kirish: Boshlang‘ich ta’limda matematika fani murakkab va mavhum
tushunchalar bilan bog‘liq bo‘lganligi sababli, 8-10 yoshli bolalarda fanga nisbatan
to‘siglar paydo bo‘lishi mumkin. Kognitiv faollik — bu o‘quvchining bilim olishga
bo‘lgan ichki ehtiyoji va intellektual harakatidir. Tadqiqotning maqsadi: didaktik
o‘yinlar orqali 3-sinf o‘quvchilarida matematik amallarni bajarishga bo‘lgan qiziqishni
va mantiqiy fikrlash tezligini oshirish samaradorligini aniqglash.

Adabiyotlar sharhi: Boshlang‘ich sinf o‘quvchilarining kognitiv faolligini
oshirish muammosi pedagogika va psixologiya fanlarining doimiy diggat markazida
bo‘lib kelmogda. O‘quv jarayonida o‘yin texnologiyalaridan foydalanishning nazariy
asoslari ko‘plab tadqiqotchilar tomonidan tahlil gilingan.

Xususan, L.S. Vigotskiy o‘z ishlarida o‘yin faoliyatini bolaning "yaqin
rivojlanish zonasi"ni shakllantiruvchi asosiy omil sifatida ko‘rsatgan [1]. Uning
fikricha, o‘yin orqali bola o‘zining real imkoniyatlaridan yuqori bo‘lgan intellektual
vazifalarni bajara oladi. Matematika o‘qitish metodikasida didaktik o‘yinlarning roli
hagida gap ketganda, J. Piajening kognitiv rivojlanish nazariyasini ta’kidlash lozim.
Piaje bolalarning mantigiy operatsiyalarni bajarishi uchun konkret-operatsional
bosqichda ko‘rgazmali va amaliy harakatlar (o‘yinlar) zarurligini isbotlagan [2].

Zamonaviy tadqiqotchilardan biri, J. Bruner ta’limda "kashfiyot qilish"
(discovery learning) metodini ilgari surib, didaktik o‘yinlar o‘quvchida matematik
qonuniyatlarni mustaqil topish instinktini uyg‘otishini ta’kidlaydi [3]. Mabhalliy
olimlardan N.U. Bikbayeva boshlang‘ich sinf matematika darslarida mantiqiy
o‘yinlarning o‘rni o‘quvchining hisoblash malakasini avtomatizm darajasiga
yetkazishda muhimligini gayd etgan [4].

Shuningdek, so‘nggi yillarda xalgaro PISA va TIMSS tadqiqotlari doirasida olib

ilgan izlanishlar shuni ko‘rsatadiki, o‘quvchilarda "matematik qo‘rquv" darajasini
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pasaytirishda didaktik o‘yinlar eng samarali vositadir [5]. Bizning 14 nafar o‘quvchi
ishtirokidagi tadqiqotimiz aynan shu nazariy qarashlarning amaliy tasdig‘i bo‘lib
xizmat giladi.

Material va metodlar: Tadgigotda miqdoriy va sifat tahlili metodlaridan
foydalanildi.

Tanlanma: Bitta sinfdan jami 14 nafar 3-sinf o‘quvchisi ishtirok etdi.

Tajriba dizayni: Tadgigot 4 hafta davom etdi. Birinchi ikki haftada darslar
an’anaviy (reproduktiv) usulda, keyingi ikki haftada esa didaktik oyinlar ("Matematik
estafeta”, "Kim chagqqon?", "Grafik diktant") integratsiyasi bilan o‘tildi.

Baholash mezonlari: O‘quvchilarning diqqat markazi, topshiriqlarni bajarish
tezligi va darsdagi emotsional ishtiroki 5 ballik shkala asosida kuzatib borildi.

Natijalar: Tajriba yakunida 14 nafar o‘quvchining ko‘rsatkichlari sezilarli
darajada o‘zgardi. Quyidagi jadvalda an’anaviy va o‘yinli darslar o‘rtasidagi farq aks
etgan:

Ko‘rsatkich (14 nafar An’anaviy O¢‘yinli dars O‘sish
o‘quvchi bo‘yicha) dars (Interfaol) ko‘rsatkichi

O‘rtacha  o‘zlashtirish 3.6 4.7 +1.1
bali

Savollarga mustaqil 5 nafar 11 nafar +42%
javob berish

Topshirigni bajarish 12 minut 8 minut -4 minut
vaqti (o‘rtacha)

Sifat tahlili shuni ko‘rsatdiki, didaktik o‘yinlar qo‘llanilganda o‘quvchilarning
90 foizi (12-13 nafar) dars yakunida charchoq his gilmaganliklarini bildirishgan.

Muhokama: Olingan natijalar shuni tasdiglaydiki, didaktik o‘yinlar fagatgina
vaqt o‘tkazish vositasi emas, balki kuchli kognitiv stimulyatordir.

Psixologik jihat: O‘yin jarayonida bolada "xato qilishdan qo‘rqish" hissi
yo‘qoladi, bu esa miyaning kreativ qismini faollashtiradi.

ljtimoiy jihat: 14 nafar o‘quvchi o‘rtasida jamoaviy o‘yinlar (masalan, guruhli
musobagqalar) o°‘zaro yordam va ragobat muhitini yaratdi. Tadgigot cheklovlari sifatida
tanlanmaning kichikligini (14 kishi) ko‘rsatish mumkin, biroq individual yondashuv
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uchun bu ragam yuqori aniqlikni ta’minladi. Kelajakda ushbu metodikani ragamli
o‘yinlar (gamifikatsiya) bilan boyitish tavsiya etiladi.
Xulosa: Matematika darslarida didaktik o‘yinlar 3-sinf o°‘quvchilarining
kognitiv salohiyatini ochishda asosiy drayver bo‘lib xizmat qiladi.
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