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Annotatsiya

KIRISH: texnologiya va o'gitish usullarining rivojlanishi tufayli ta'lim yanada xilma-xil,
qulay holatda o’rganilmoqda. Onlayn o'quv platformalari, interfaol vositalar va virtual
sinflarning paydo bo'lishi o'quvchilarning ma'lumot bilan shug'ullanishi va ularni
o'zlashtirishi uchun asosiy imkoniyat yaratmoqda. Ta'lim bugungi kunda talabalarni tez
o'zgaruvchan dunyoda muvaffagiyatga erishish uchun zarur ko'nikmalar bilan jihozlashni
magsad gilgan.

Elektron doskalar, proyektorlar, kompyuterlar va noutbuklar kabi texnologik yutuglar
zamonaviy maktablarning kundalik hayotining bir gismiga aylandi. Hozirgi kunda
zamonaviy axborot texnologiyalari nafagat o‘qituvchi va o'quvchilarni bo‘lajak darsga
tayyorlashda, balki bevosita dars jarayonida ham qo‘llaniimoqda[2].

Hozirgi kunda ko'plab bolalar boshlang'ich maktab bosqichida elektron qurilmalardan
foydalanishni yaxshi bilishadi. Shuni ta'kidlash kerakki, bugungi kunda aksariyat gadjetlar
nafagat o'yin-kulgi yoki muayyan funktsional operatsiyalarni bajarish, balki mashg'ulotiar
uchun ham ishlatilishi mumkin. Ta'limda kompyuterlar va boshqga texnik vositalardan
foydalanish fanni o'zlashtirishda katta imkoniyatlar ochib bermogda. Zamonaviy
texnologiyalardan foydalanish darsni turli ko'rgazmali o’zgartirishlar gilish, uni yanada
gizigarli va esda qolarli gilish imkonini beradi.

Ragamli platformalardan matematika darslarida foydalanish ularning o‘gitish va
o‘rganishda ko'p sonli afzalliklari tufayli muhim ahamiyat kasb etmoqda. Ragamli
platformalar ko'pincha matematikani o'rganishni yanada qizigarli qiladigan interfaol
vositalar, o'yinlar va simulyatsiyalardan foydalanadi. Vizualizatsiya, animatsiya va zudlik
bilan fikr-mulohaza bildirish kabi xususiyatlar o‘quvchilarni motivatsiya qiladi va ularga
yordam beradi. Bu platformalardan foydalanishda hisoblash yoki ma'lumotlarni
vizualizatsiya qilish kabi murakkab g'oyalarni dinamik modellashtirish orgali yaxshiroq
tushunish mumkin. Ko'pgina platformalarda muammolarni hamkorlikda hal gilish, jamoaviy
ishlarni rag'batlantirish imkoniyati mavjud. Umumiy doskalar yoki munozara forumlari kabi
vositalar tengdoshlarni  o'rganish va o'gituvchi va talaba o'zaro munosabatini
osonlashtiradi.
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Ragamli platformalar o'quv qo'llanmalari, amaliyot mashglari, videolar va
matematikaning amaliy ilovalari kabi keng ko'lamli resurslarni taklif etadi. O'qituvchilar
darslarni yaxshilash va go'shimcha ta'minlash uchun multimedia kontentini birlashtirishi
mumkin.

MAQSAD: darslarda zamonaviy elektron ta'lim resurslaridan foydalanish ta’lim
jarayonini takomillashtirishga katta yordam bermogda. Taqdidotni olib borishda o'quv
jarayonida Kahoot, Quizizz, Pprodigy kabi platformalardan foydalanib matematika
darslarini tashkil etish jarayonida fanni o’zlashtirish sifati, talabalarni darsdagi faol ishtiroki
tahlil qilib chiqildi. Ushbu platformalar shaxsiy mashqlar va topshiriglarni taklif gilish orgali
individual gadamlar va o'rganish uslublariga moslasha olishi tabagalashtiriigan ta'lim
uchun imkoniyatlar yaratadi, o'gituvchilarga talabalarning turli ehtiyojlarini qondirishga
imkon beradi. O'’rganishlar natijasida ushbu platformalar o'zining analoglari bilan
solishtirganda foydalanish uchun eng oson ekanligi, testlar, viktorinalar va baholashlarni
yaratish yoki tayyorlash mumkinligi bilan ajralib turadi.

Kahoot - bu onlayn viktorinalar, testlar va so'rovlar yaratish uchun nisbatan yangi
xizmat turi bo’lib hisoblanadi. Kahoot orqgali o‘gitishda yangi axborot texnologiyalaridan
foydalanish o'quv jarayonini takomillashtirishning muhim jihatlaridan biri bo'lib, uning
amaliy yo'nalishini oshiradi, o‘quvchilarning intellektual va ijodiy qobiliyatlarini rivojlantiradi
va 0'quv jarayonida o‘quvchilarning ishtiyoqini oshirishga yordam beradi.

Kahoot, quizizz platformalari juda rang-barang, buning natijasida gog'ozdagi
topshiriglarni odatiy bajarish o'yinga aylanadi, bu esa dars davomida talabaning psixologik
stressini kamaytiradi. Vazifalarga rasmlar, grafiklar, formulalar go'shish mumkin. Har bir
topshiriq uchun bir nechta javob variantlari taklif etiladi.

Dars davomida quizizz platformasida ishni tugatgandan so'ng, o'gituvchi jarayonni
nazorat qilish va har bir o'quvchi tomonidan topshiriglarni bajarishini nazorat qilish
imkoniyatiga ega. Agar kerak bo'lsa, barcha natijalar Excel jadvaliga eksport qilinishi
mumkin. Bu platformalarni matematika darslaridq qo’llanilish o’quvchilarga matematik
tushunchalar va formulalarni tez o’rganish va masalalarni mantigan yechishga yordam
beradi.

MATERIALLAR VA METODLAR: a) mavzu doirasidagi o’rganishlar natijasida F.S.
Abdullayeva, Sh.M. Fayzullayev va I.B. Salovlyovaning shu mavzudagi iimiy maqolalari
tahlil qilib chiqildi. Bunda asosiy e'tibot platformadan matematika darslarini tashkil etish
jarayonlariga qaratildi. Platformalar o'yin rejimida talabalarni baholashni tashkil gilish
imkoniyatini beradi. Shu sababli guruhlarga bo’lingan holda darsda foydalanish imkoniyati
qulayroq ekanligi ta’kidlab o'tilgan.

Kahoot-dan foydalanishning ta'siri bo'yicha 93 ta tadgiqotning adabiyot sharhi 2020
yilda “Computers & Education” jurnalida nashr etilgan. Bu Kahootning sinfda o'rganishga
ganday ta'sir gilishiga oid ko'plab nashr etilgan tadgiqotlarni (tajribalar, amaliy tadgiqotlar,
so'rovlar va boshqalar) o'rganadigan birinchi adabiyot sharhidir [1].

b) Kahoot.com ta'lim platformasi darsni talabalar uchun qizigarli qilishiga yordam
beradi. O’'rganishlar natijasida bu platformalarda har ganday mavzu bo'yicha ko'p tanlovli
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viktorina yaratish va talabalarga kirishni ta'minlash, hamkorlikda ishlash mumkinligi
kuzatishlar natijasida tekshirib chiqildi. Musobaqga elementi darsni yanada qizigarli giladi
va bilimlarni baholashga yordam berishi o’rganib chiqildi. Maktab o’quvhcilari uchun
tuzilgan topshiriglar natijalari tahli gilindi.

Quizizz.com Kahoot-dan ko'ra ko'proq xususiyatlarga ega bo'lgan o'yinga
asoslangan o'rganish uchun yana bir manba. Bu erda o'gituvchilar savollarning turli
shakllaridan foydalangan holda testlar yaratishlari mumkin: moslashish, tartiblash
variantlari, hagigat va yolg'onni aniglash. Bundan tashqari, resurs test topshiriglarini
birlashtirish mumkin bo'lgan slaydlar bilan interfaol darslarni yaratishga imkon beradi. Turli
yosh xususiyatli o’'quvchilar guruhi tanlanib, topshiriglar Kahoot, Quizizz, Prodigy
yordamida tshkil etildi va natijalar tahlil qilib chiqildi.

MUHOKAMA VA NATIJALAR: platformalarni o’rganish jarayoni tadgiqot natijasi
shuni ko'rsatadiki, matematika darslarida ishlatiladigan ushbu platformalar vaqtdan tejash,
ragamli platformalar ko'pincha matematikani o'rganishni yanada qizigarli giladigan interfaol
vositalar, o'yinlar va simulyatsiyalardan foydalanadi. Vizualizatsiya, animatsiya va zudlik
bilan fikr-mulohaza bildirish kabi xususiyatlar o‘quvchilarni rag‘batlantiradi va
faollashtiradi.Dars jarayonida ushbu platformalardan foydalanishning bir nechta usullari
ishlab chigildi. Sinf 0’quvchilarining o’zlashtirish darajalari tahlil gilib chigildi.

XULOSA: dars jarayonlarini tashkil etishda interaktiv o'yinlarning  ta'siri,
o'quvchilarning fanga bo’lgan gizigishini oshirish va bilim darajasini oshirishda muhim o’rin
egallaydi.

1. Motivatsiyani oshirish.

- Qizigarli noodaiy muhit: Interaktiv o'yinlar yordamida darslar ko’ngilochar vagizigarli
o'tadi, bu esa o'quvchilarning darsni tushunishini osonlashtiradi va qizigishini oshiradi;

- Magsadga erishish: o'quvchilar magsadli vazifalarni o'yinlar orgali bajarganligi
uchun ham ruhan ham jismonan ijobiy energiyalari oshadi.

- O’'quvchilar orasida ragqgobat ruhini shakllantirish: Interaktiv o'yinlarda raqqobat ruhi
mavjud bo'lib, sinfda o'quvchilar yanada faol holatda drsda ishtirok etadilar.

2. O’quvchilarning bilim darajasini oshirish.

-Interaktiv o'yinlar orqali berilgan nazariy bilimlarni amaliyotda qo'llash mumkin, bu
esa olingan bilimlarni yanada yaxshi tushunishga va esda saglash qobiliyatini
rivojlantirishga yordam beradi.

Tezkor fikrlash oshirish: Turli xil o'yinlar tezkor fikrlash va tez qaror gabul qilishni
talab giladi.

- O'gituvchilar interaktiv o'yinlardan foydalanish orgali, dars jarayonida turli xil
usullarni sinovdan o’tkazib ko'rishlari mumkin, bu esa dars jarayonini yanada tushunarli va
samarali giladi.

3. Hamkorlikda ishlash.

- Guruhlarda ishlash: Bir gancha interaktiv o'yinlar guruhlarga bo’lingan holda
ishlanadi. Bu esa o’quvchilar orasida guruh bo'lib ishlash va hamijihat bo’lib ishlashga
o’rgatadi.
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Interaktiv o'yinlar fagatgina dars jarayonini gizigarli qilibgina qolmay, balki
o'quvchilarning bilim darajasini oshirishga, nazorat qgilishga ham katta hissa qo'shadi. Bu
kabi o'yinlar yordamida dars jarayonini yanada samarali gilish mumkin.

2024, Ne10
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AHHOTaUms

BBEJEHUE: bnarogaps pa3suTuio TEXHONOrMM 1 METOA0B 0ByyeHns obpa3oBaHue
n3yyaetcs B bonee pasHoobpasHom M KomdgopTHOM cpefe. [losiBrieHne nnathopm
OHIalH-00y4eHNs, UHTEPAKTUBHbLIX MHCTPYMEHTOB U BUPTYanbHbIX KNAacCcoB CO3AaeT Al
yyawmxcst 6onblune BO3MOXHOCTU AN B3aUMOAENCTBUS M YCBOEHUS WHOpPMaLMK.
CerogHsiluHee 06pa3oBaHWe HanpaBreHo Ha TO, YTOObl BOOPYXWUTb  yyalLMXcs
HeobXoaMMbIMK HaBbIKaMW A1t AOCTUXKEHNS ycnexa B BbICTPO MEHSIIOLLEMCS MUpE.

TexHomornyeckne AOCTWKEHMS, TakMe KaK 3MeKTPOHHble [OCKW, MPOEKTOpbI,
KOMMbIOTEPbI U HOYTOYKMW, CTammM YacTblo NOBCEAHEBHON XW3HW COBPEMEHHbIX LKon. B
HacTosilee BpeMS COBPEMEHHbIE MH(IOPMALMOHHbIE TEXHOMOMMMU WCMONb3YTCA He
TONbKO NPW NOATOTOBKE YUMUTENEN 1 yHaLLMXCs K NPeacTosALEMY YPOKY, HO U B XO4e Ypoka

[2].

B HacToslee BpeMs MHOMMEe AeTi 3HAKOMbl C UCMOMb30BAHWEM 3NEKTPOHHbIX
YCTPOMCTB €Lle Ha YPOBHE HayanbHOW LWKoMbl. CnegyeT OTMETUTb, YTO CErofHs
BOMbLUMHCTBO TraKETOB MOXHO WCMOMb30BaTb He TOMbKO [AMNS pasBhneyeHus unu
BbINMOSIHEHWA TE€X MMM MHbIX (PYHKUMOHAMbHLIX Onepauun, HO M ans obyyeHus.
cnonb3oBaHne KOMNbIOTEPOB W APYTX TEXHUYECKUX CPEACTB B 06pa3oBaHMmM OTKpbIBaeT
Borblume BO3MOXHOCTM B OCBOEHWUM Hayku. MCnonb3oBaHWE COBPEMEHHBIX TEXHOMOMIA
[aeT BO3MOXHOCTb BHOCWTb B YPOK pasfiMyHble BU3yamnbHble M3MEHEHUS, Aenas ero
Bornee UHTEPECHBIM M 3aNOMUHAOLLMMCS.

Mcnonb3oBaHne UMPOBbLIX NnatopMm B MaTEMATUYECKOM 0Opa3oBaHMK
npuobpetaer Bce 6OMblUee 3HAYEHWE U3-32 MX MHOMOYUCHEHHbIX MPEUMYLLECTB B
npenogasaHy 1 06yveHnn. Lincposble nnaTgopmbl YacTo UCMOMb3YIOT MHTEPAKTUBHbLIE
WHCTPYMEHTbI, Mrpbl U CUMYNSALMKM, KOTOPble AeNnalT W3yyeHne maTtematvku bonee
yBnekaTesbHbIM. Takue yHKLMK, Kak BU3yanu3aums, aHuMaLums 1 MrHoBeHHas obpatHas
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CBS3b, MOTMBMPYIOT W NOALEPKMBAIOT yyalmxcs. [pu ncnonb3oBaHuy 3TMX NiaTgopm
CMNOXHbIE UAEW, Takue Kak BbIYUCIIEHNS U BU3Yannu3aLms AaHHbIX, MOXHO Ny4Lle NOHATb
C NOMOLLBK ANHAMUYECKOTO MoAenupoBaHus. MHorve nnatgopMbl UMEKT BO3MOXHOCTb
pewwatb npobnemMbl COBMECTHO, NOOLLPSASt KOMAHAHYK paboTy. Takme MHCTPYMEHTI, Kak
06LLEeCTBEHHbIE COBETHI UMM ANUCKYCCUMOHHBIE POPYMbI, 065IEr4aoT B3auMHOE 0By4eHune U
B3aIMOLENCTBIE YYUTENEN U YYEHNKOB.

Lincoposble nnatdopmbl npeanaratdT LUMPOKUM CMEKTP PecypcoB, TakuMx Kak
y4ebHble nocobus, NpakTUYeckne ynpaxHeHus, BULEO W NpakTUYeckne NpUMEHEHUs
MaTeMaTUKL. YUnTens MoryT MHTErpupoBaTb MyNbTUMEONNHBIA KOHTEHT AN YAYyULWEHUs
W [ONONHEHNS YPOKOB.

LIENb: ncnonb3oBaHWe COBPEMEHHbIX 3MEKTPOHHLIX 0Bpa3oBaTenbHbIX PecypcoB
Ha ypoKax BO MHOTOM MOMOraeT ynyyLumTs y4ebHbIn npouecc. B xoge npeseHtaumm bbino
NpOaHan3MpoBaHO Ka4yecTBO OCBOEHUS MPeAMETa W akTUBHOE yyacTue yyalmxcs B
YPOKe B MNpOLEecce OpraHWM3auum YpPOKOB MaTemaTtuku C WCMOoMNb30BaHWMEM  TakuX
nnatcpop™m, kak Kahoot, Quizizz, Pprodigy. CnocobHocTb 3TUX nnatopm
afanTMpoBaTbCi K MHAMBMAYanNbHOMY Temny M CTUno  obBydeHus, npegnaras
NepCcoHanu3npoBaHHble  YNpaXHEHMs W 3adaHusd, CO3[4aeT  BO3MOXHOCTM  ANS
anddepeHUmMpoBaHHOro 0By4eHns, NO3BOMSAS YYUTENAM YA0BNETBOPSATL pasHoobpasHble
noTpebHOCTK yyawmxcs. Mccnenosanus nokasanu, YTo 3TM NnathopMbl NPOLLE BCErO
ncnonb30BaTb, CO34aBaThb UM FOTOBUTbL TECTbI, BUKTOPUHBI W OLIEHKM MO CPABHEHUIO C WX
aHanoramu.

Kahoot — OTHOCUTENbHO HOBbLIA BUA CepBuUCa NS CO3AAHWUS OHMANH-BUKTOPUH,
TECTOB M OMNpOCOB. MCnonb30BaHMe HOBbIX MHPOPMALMOHHBIX TEXHOMOMI B 0By4eHUM
yepes Kahoot £BNAeTCA OOHMM M3  BaXHbIX aCMEKTOB COBEPLUEHCTBOBAHMUS
obpa3oBaTenbHOr0 npouecca M MOBbIlWAET €ero MpakTUYEeCKyl HanpaBneHHOCTb Y
yyalmxcsi.  cnocobHocTen M cnocoBCTBYET MOBBILEHWO SHTY3MasMa yyawmxcs B
npouecce 0byyeHus.

K cnosy, nnatopmbl BUKTOPUH O4EHb pa3HO0bpasHkl, B pe3ynbTaTe Yero 0bblvHoe
BbINOSTHEHWE 3aaHni Ha Bymare NpeBpaLlaeTCs B Urpy, YTO CHUKAET NCUXONOTMYECKOE
HanpsxeHWe y4YeHuKa BO BpeMst ypoka. K 3agadam MOXHO A06aBnsTb KapTUHKK, rpaduky,
opmynbl. K Kaxaomy safaHuio npegaraeTcs HECKONbKO BapuaHToOB OTBETA.

Mocne 3aBepleHus paboTbl Ha nnaTtopme BUKTOPUHbI BO BPEMS Yypoka
npenogaeateslb MMeeT BO3MOXHOCTb KOHTPOSMPOBATb MPOLECC U KOHTPONIMPOBaTh
BbINOSTHEHWE 3aaHNN KaXabIM y4eHnKkom. [pn HeobxoamumocTu Bce pesyrbTaTbl MOXHO
akcnopTupoBatb B Tabnuuyy Excel. Mcnonb3oBaHue 3TuX nnatgopM Ha ypokax
MaTEMaTUKW NOMOraeT y4awumcs ObICTpo ycBaWBaTb MaTeMaTU4yeckue MOHATUS W
(hOpPMYIIbl U NOTUYECKK peLlaTb 3agadu.

MATEPWAIIbI U METO[bI: a) B pesynbtate uccregoBaHuin no teme Obinu
npoaHanuanposaHbl HayyHble ctatbn ®.C.A6gynnaesoin, L.M.dansynnaesa n W.b.
CanoBneso no fAaHHoW Teme. OCHOBHOe BHWUMaHWE ObINO yAeneHo npoueccam
OpraHu3aLunM ypoKOB MartemaTtuku C nnatgopmbl. [1natgopmel  npegocTaBnsoT
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BO3MOXHOCTb OpraHWM30BaTb OLiEHMBaHWE YYaluxcs B WUrpoBOM pexume. [loatomy
OTMEYaeTCs, YTo UX yaobHee UCMob30BaTh Ha YPOKe, KOr4a OHU pasfdeneHbl Ha rpynmbl.

O630p nutepatypbl 93 nccnegoBaHMn NOCNEACTBUIA MCNONb3oBaHWs Kahoot 3a
2020 rog 6bin onybnukosaH B xypHane Computers & Education. 310 nepsbin 0630p
nuTepaTtypbl, B KOTOPOM paccMaTpuBaloTCAd  MHOrOYMCIEHHbIe  OnyBrmKoBaHHbIe
NCCrenoBaHus (3KCNEPUMEHTbI, TEMaTUYEeCKE NCCRefoBaHNs, ONPOCkl U T. 4.) O TOM, KaK
Kahoot BnusieT Ha 0by4yeHue B knacce [1].

6) obpasosarenbHas nnatopma Kahoot.com nomoraet caenarb YPOoK MHTEPECHBIM
Ons yyawmxcs. B pesynbtate uccnefosaHuin bbina npoBepeHa BO3MOXHOCTb CO3AaHMS
BUKTOPWUH C HECKOSbKMMMW BapuaHTamu OTBETOB Ha Mtobyld TeMy W NpefocTaBneHns
[0CTYyNa K HAM CTy[leHTam, COBMECTHO paboTaroLyym Ha aTux nnatgopmax. M3yyeHo, 4to
9NEMEHT COPEBHOBaHWUS [enaeT YPOK WHTEPECHee W MOMOraeT OUEHUTb 3HaHMS.
[poaHanuanpoBaHbl pe3ynbTaTbl BbINOMHEHWNS 3a[aHNiA LLKOSTbHUKAM.

Quizizz.com — elle oauH pecypc Ans UrpoBoro obyveHus, umetowmin Honblue
BO3MOXHOCTeN, YeM Kahoot. 34eck yuntens MoryT cosgasatb TECTbI, UCMOMb3YS pasHble
(hOpMbI BOMPOCOB: Ha COOTBETCTBUE, BapuaHTbl COPTUPOBKM, OBHApYXeHWe UCTUHbI U
xn. Kpome TOro, pecypc no3BofsieT Co3AaBaTb WHTEPAKTUBHBLIE YPOKW CO Criangamu,
KOTOPble MOXHO COBMeLLaTb C TECTOBbIMM 3aaHnamMu. beina otobpaHa rpynna y4eHnKkos
C pasHbIMK BO3PaCTHbIMM OCODEHHOCTSMM, OpraHWM30BaHbl 3aaHus ¢ noMoLLbio Kahoot,
Quizizz, Prodigy # npoaHan1anMpoBaHbl pe3ynbTarthl.

OBCYXOAEHUE W PE3YJIbTATbI: pesynbtathl uMccnenoBaHus npouecca
0ByyeHus nnaTopM MOKa3bIBAKT, YTO 3TU NAAT(OPMbI, UCMONb3YEMbIE Ha YpOKax
MaTEMATUKW, 9SKOHOMST  BpeMS, LMPOBble  MNaTgopMbl  4acTo  MCMOMb3YHT
WHTEPAKTUBHbIE WHCTPYMEHTbLI, MMPbl M CUMYNSUMM, KOTOpble AenatT U3yyveHue
MaTeMaTukn Gonee MHTEPECHbIM. Takue (DYHKUMM, Kak BU3yanu3auus, aHUMauus W
MrHOBEHHast obpaTHas CB3b, MOTMBMPYIOT U NPUBREKatOT yyalmxcst. bbino paspabotaHo
HEeCKOINbKO METOO0B MCMOMb30BaHMSA ATUX NnaTdopmM B knacce. bbin npoaHanusnposaH
YPOBEHb 0BYYEHMS CTYAEHTOB.

3AKITKOYEHMUE: BnnsiHne MHTEPaKTUBHbLIX Urp B OpraHn3aLmm y4ebHoro npowecca
UrpaeT BaXHYI0 POSib B NOBbILLEHWN MHTEPECA YYALLMXCS K HAYKe W NOBbILLEHWN WX YPOBHS
3HaHWN.

1. lNoBbICbTE MOTMBALMIO.

- WHTepecHas HeobblyHas 0OCTAHOBKA: C MOMOLLb MHTEPAKTUBHBIX MMP YPOKM
NPOXOAAT BECENO W MO-HACTOsLEeMY, YTO obnervyaeT NMOHMMaHWE ypoka yyalMMucs
NOBbILIAET UX MHTEPEC.

- [oCTXEHMe Uenu: no Mepe BbINOMHEHNUS Y4yalWwuMKCs LeneBblX 3agad
NOCPEACTBOM WUFP WX MOMOXMTENbHAs 3HEPTUS YBENMUYMBAETCA KaK YMCTBEHHO, TaK W
(OM3NYECKN.

- GopmMupoBaHME [yxa COMEpPHUYECTBa Y yyalmxcs: B MHTEpaKTWBHbIX Mrpax
NPUCYTCTBYET AYX COMEPHNYECTBA, a Ha ypokax yyalmecs 6onee akTUBHO y4acTBYIOT B
YpOKax.
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2. 'oBbILUEHME YPOBHS 3HAHUI YYaLLMXCS.

- TeopeTnyeckne 3HaHWS, NOSTyYEeHHbIE NOCPEACTBOM UHTEPAKTUBHBIX UMP, MOXHO
NPUMEHUTb Ha NPaKTUKE, YTO MOMOraeT fnyylle MOHATb NOMNYyYeHHbIE 3HaHWS U PasBUTb
CMOCOBHOCTb K 3aNOMUHAHMIO.

YnyywuTe BbICTPOTY MbilneHust. PasnuyHble urpbl TpebytoT GbICTPOro MbilLEHUS
W BbICTPOro NPUHATUS PELLEHMN.

- Micnonb3ays MHTepaKTVBHbIE MIPbl, YYUTENS MOTYT BO BPeMsi ypoka anpobuposaThb
pasfnyHble MeToAbl, YTO AeNaeT nNpoLecc ypoka bonee NOHATHLIM U 3PGEKTUBHBIM.

3. Pabora B napTHepcTBe.

- Pabota B rpynnax: B rpynnax paboTatoT HECKOIbKO MHTEPAKTUBHBIX UrP. 3TO YUuT
yyalmxcs pabotate B rpynne 1 paboTaTtb BMeCTe.

/HTEpaKTUBHbIE UrPbl HE TOMBKO AeNarT npouecc 0By4eHUs MHTEPECHBIM, HO U BO
MHOTOM CMOCOBCTBYIOT COBEPLLEHCTBOBAHUIO 3HAHWI U KOHTPONS ydaLmxcs. C noMoLLbio
TaKUX Urp MOXHO caenatb npouecc obyyeHns 6onee apgheKTUBHBIM.

KnioueBble cnoBa: obnayHas nnatdpopma, pesynbtatel 00ydveHusi, Kahoot,
Quizizz, Prodigy, TexHonorus, urpa, TeCT, BONPOCHI U BUKTOPUHbI.

Ona uutupoBanusa: Typguesa [.C., PysumeBa [.P. WHTepecHble MeToabl
OpraHn3aLmu ypoKoB MaTeMaTWKuM C MCrorb3oBaHWeM nnatopm Takux kahoot,
quizizz, prodigy. // Inter education & global study. 2024. Ne10. C. 243-255.

INTERESTING METHODS OF ORGANIZING MATHEMATICS LESSONS USING
PLATFORMS SUCH AS KAHOOT, QUIZIZZ, PRODIGY

© Gavhar S. Turdieva'™, Gulchiroy R. Ruzieva?™

'Bukhara State University, Bukhara, Uzbekistan

2Bukhara State University, Bukhara, Uzbekistan

Annotation

INTRODUCTION: with the development of technology and teaching methods,
education is studied in a more diverse and comfortable environment. The emergence of
online learning platforms, interactive tools and virtual classrooms creates greater
opportunities for students to interact and absorb information. Today's education is aimed
at equipping students with the necessary skills to succeed in a rapidly changing world.

Technological advances such as electronic boards, projectors, computers and
laptops have become part of the daily life of modern schools. Nowadays, modern
information technologies are used not only in preparing teachers and students for the
upcoming lesson, but also during the lesson [2].

At present, many children are familiar with the use of electronic devices even at the
elementary school level. It should be noted that today most gadgets can be used not only
for entertainment or performing certain functional operations, but also for learning. The use
of computers and other technical means in education opens up great opportunities in
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mastering science. The use of modern technology provides the opportunity to introduce
various visual changes to the lesson, making it more interesting and memorable.

The use of digital platforms in mathematics education is becoming increasingly
important due to their many benefits in teaching and learning. Digital platforms often use
interactive tools, games, and simulations that make learning mathematics more fun.
Features such as visualizations, animations, and instant feedback motivate and support
students. When using these platforms, complex ideas such as calculations or data
visualization can be better understood through dynamic simulations. Many platforms have
the ability to solve problems collaboratively, encouraging teamwork. Tools such as
community boards or discussion forums facilitate peer learning and interaction between
teachers and students.

Digital platforms offer a wide range of resources such as tutorials, practice
exercises, videos, and practical applications of mathematics. Teachers can integrate
multimedia content to enhance and complement lessons.

AIM: the use of modern electronic educational resources in the classroom helps to
improve the learning process in many ways. During the presentation, the quality of
mastering the subject and active participation of students in the lesson were analyzed in
the process of organizing mathematics lessons using platforms such as Kahoot, Quizizz,
Pprodigy. The ability of these platforms to adapt to the individual pace and style of learning,
offering personalized exercises and tasks, creates opportunities for differentiated learning,
allowing teachers to meet the diverse needs of students. Research has shown that these
platforms are the easiest to use, create or prepare tests, quizzes and assessments
compared to their counterparts.

Kahoot is a relatively new type of service for creating online quizzes, tests and
surveys. The use of new information technologies in teaching through Kahoot is one of the
important aspects of improving the educational process and increases its practical focus
in students. abilities and contributes to increasing the enthusiasm of students in the
learning process. By the way, quiz platforms are very diverse, as a result of which the usual
completion of tasks on paper turns into a game, which reduces the psychological stress of
the student during the lesson. Pictures, graphs, formulas can be added to the tasks.
Several answer options are offered for each task.

After completing the work on the quiz platform during the lesson, the teacher has
the opportunity to control the process and monitor the completion of tasks by each student.
If necessary, all results can be exported to an Excel table. Using these platforms in
mathematics lessons helps students quickly learn mathematical concepts and formulas
and logically solve problems.

MATERIALS AND METHODS: a) as a result of research on the topic, scientific
articles by F.S. Abdullaeva, Sh.M. Faizullaev and |.B. Salovleva on this topic were
analyzed. The main attention was paid to the processes of organizing mathematics lessons
from the platform. The platforms provide an opportunity to organize the assessment of
students in a game mode. Therefore, it is noted that they are more convenient to use in
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the lesson when they are divided into groups. A literature review of 93 studies on the effects
of Kahoot in 2020 was published in the journal Computers & Education. This is the first
literature review to examine multiple published studies (experiments, case studies,
surveys, etc.) on how Kahoot impacts classroom learning[1].

b) The Kahoot.com educational platform helps make lessons interesting for
students. The research tested the possibility of creating multiple-choice quizzes on any
topic and making them available to students working together on these platforms. It was
found that the element of competition makes the lesson more interesting and helps assess
knowledge. The results of students' assignments were analyzed.

Quizizz.com is another resource for game-based learning that has more features
than Kahoot. Here, teachers can create tests using different question forms: matching,
sorting options, detecting truth and lies. In addition, the resource allows you to create
interactive lessons with slides that can be combined with test tasks. A group of students
with different age characteristics was selected, tasks were organized using Kahoot,
Quizizz, Prodigy and the results were analyzed.

DISCUSSION AND RESULTS: the results of the study on the learning process of
platforms show that these platforms used in mathematics lessons save time, digital
platforms often use interactive tools, games and simulations that make learning
mathematics more interesting. Features such as visualization, animation and instant
feedback motivate and engage students. Several methods were developed to use these
platforms in the classroom. The learning level of students was analyzed.

CONCLUSION: the influence of interactive games in the organization of the
learning process plays an important role in increasing students' interest in science and
improving their knowledge level.

1. Increase motivation.

- Interesting unusual environment: With the help of interactive games, lessons are
fun and real, which makes it easier for students to understand the lesson and increases
their interest.

- Goal achievement: As students achieve the target tasks through games, their
positive energy increases both mentally and physically.

- Develop a competitive spirit among students: Interactive games have a
competitive spirit, and students are more active in lessons.

2. Improve students' knowledge.

- The theoretical knowledge gained through interactive games can be applied in
practice, which helps to better understand the knowledge gained and develop the ability to
remember.

Improve quick thinking. Various games require quick thinking and quick decision-
making.

- By using interactive games, teachers can try out different methods during the
lesson, which makes the lesson process more understandable and effective.

3. Work in partnership.

2024, Ne10
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- Group work: Several interactive games work in groups. This teaches students to
work in a group and work together.

Interactive games not only make the learning process interesting, but also greatly
contribute to the improvement of students' knowledge and control. With the help of such
games, the learning process can be made more effective.

Keywords: Cloud platform, learning outcomes, Kahoot, Quizizz, Prodigy,
technology, game, test, questions and quizzes.

For citation: Gavhar S. Turdieva, Gulchiroy R. Ruzieva. (2024) ‘Interesting methods

of organizing mathematics lessons using platforms such as kahoot, quizizz, prodigy’,
Inter education & global study, (10), pp. 243-255. (In Uzbek).

2024, Ne10

Oquvchilarga matematika darslarini yaxshi va gizigarli ilib tushuntirishda interaktiv
o'yinlarning o’rni katta. Interaktiv o’yinlar nafagat o'quvchilarning gizigishlarini oshirishda,
balki ularning olgan bilimlarini mustahkamlash va o'rganish jarayonini yanada zavqli va
samarali qilishga yordam beradi. Va eng asosiysi sinfda raqobat ruhini oshiradi va
o'quvchilarni faol ishtirok etishga undaydi.

Kahoot — bu onlayn platforma. Bu platforma orqali o’qituvchilar testlar va viktorinalar
yaratishlari mumkin. O'quvchilar bu sinovlarga mobil qurilmalar yoki kompyuterlar orgali
ishtirok etadilar. Bu platforma orgali savollarni tez berish va javoblarni real vaqt rejimida
ko'rish imkoniyati mavjud, bu esa dars davomida o’quvchilarning gizigishini va
interaktivlikni oshiradi.

Quizizz — bu interaktiv ta'lim platformalaridan biri bo'lib, o’gituvchilarga testlar tuzish
imkoniyatini beradi. Quizizz platformasi orgali o'quvchilar test savollariga tez va oson javob
berishlari mumkin. Quizizzning yana bir afzalligi turli xil grafikalardan foydalanish mumkin
va test savollariga ovozli javoblar berish mumkin. O'qgituvchilar test natijalarni ko'rib chiqib,
har bir o'quvchining bilim darajalarini aniglashlari mumkin.

Prodigy — bu matematika fanini o'rganishda gamifikatsiya asosidagi platformadir.
O'quvchilar bu platforma orqali turli tuman gizigarli sarguzashtli o’yinlarda gatnashadilar va
matematik misol masalalarni yechish orqali turli giyinlardan o'tadilar. Bu platforma
o’'quvchilarga matematikani fanini turli o'yinlar orqali o'rganishga ko’maklashadi,
shuningdek, bolalarni individual tafakkurlarini rivojlantirishga hissa qo'shadi.

Hech kimga sir emaski ko’pchilik o’quvchilar matematika fanini giyin va zerikarli deb
hisoblashadi, ammo interaktiv o’yinlar yordamida matematika fanini ham gizigarli va oson
usulda tushuntirish mumkin. Prodigy, Kahoot va Quizizz kabi platformalar orgali fagatgina
bolaning olgan bilimlarini mustahkamlashga yordam beribgina qolmay, balki dars
jarayonini yana ham qizigarli mazmunli va samarali giladi.

Kahoot platformasida o'yin yaratish uchun quyidagi bosgichlarni amalga oshirish
mumkin:

Yangi o'yin yaratish: kahoot platformasida ro’yxatdan o'tish: kahoot.com saytiga
kirish orqgali, yangi hisob yaratiladi. agar oldin ro’yxatdan o'tiigan bo’lsa mavjud hisobga
kiriladi; o'yin savollari va topshiriglarini tayyorlash: "create" - yaratish tugmasini bosish
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orgali, yangi kahoot oynasini yarating; savollar va topshiriglarni hamda javob variantlarini
qo'shing. javob variantlaridan to'g'ri javobni belgilang; savollarni har kim 0'zi istagan
formatda (multiple choice, true/false va boshqalar) tayyorlashi mumkin; o'yin parametrlarini
sozlash: o'yinga nom bering va gisqacha tavsifini kiriting; o'yinning vaqti chegarasi
davomiyligi va boshga parametrlarni belgilang; o'yinga start berish: o'yinni
boshlasnmasdan oldinrogq, o'quvchilarni o'yin bilan tanishtiring, ularga shartlarni
tushuntiring. o’quvchilar smartfon, planshet yoki kompyuterlar yordamida kahoot.it
platformasiga kirishi va berilgan kod yordamida o’yinga gatnashishlari mumkin.

Q’yin Jarayoni: o’quvchilarni o’yinga taklif gilish: o'quvchilarga o’qituvchi tomonidan
QR kod yoki 0’yin kodi beriladi, 0’yinda ishtirok etmoqchi bo’lgan ishtirokchilar bu kod orgali
o'yinga qo’shilishi mumkin; savollarni ko'rsatish: o'quvchiga har bir savolni monitor orqgali
ko'rsatib bering va o'quvchilar javob berishi uchun vaqt bering; sinov natijalarini bilish: har
safar berilgan javoblarning to’g’ri yoki xatoligini ko’rsatib boring, bu o’quvchilar orasida
ragobatini kuchaytiradi.

Ishtirokchilarni rag'batlantirish: ball berish orgali rag’batlantirish: har bir to'g'ri javob
uchun ma’lum bir ball beriladi, o'yin oxirida esa yig'ilgan ballar go’shilib eng ko'p ball
to’plagan o’quvchilar g’olib deb €’lon gilinadi; mukofotlar tagdim etish: eng yuqori ballarni
qo’lga kiritgan o’quvchilarga mukofotlar (kitob, sertifikatlar, o’quv qurollari, shirinliklar yoki
boshqa sovg'alar) beriladi; gizigarli mavzulamni tanlash: o’yin mavzulari ganchalik gizigarli
bo'lsa o'yin ham shunchalik zavqli bo'ladi; guruhlarga bo'lib ishlash: o’'quvchilarni
guruhlarga Dbo'lish orgali, ularni hamkorlikda ishlashga o'rgatish; o'yin hagida
o’quvchilarning fikrlarini bilish: o’yin tugagandan so’ng o’quvchilar fikrlari bilan tarnishing,
bu kelgusi o'yinlarni yanada gizigarli gilishingiz uchun kerak bo’ladi.

Kahoot platformasi yordamida o’quv jarayonini yanada maroqli, gizigarli va zavqli
qilish mumkin. Quizzizz platformasi yordamida mustagil o'rganishga mo'ljallangan testlar
tayyorlashingiz va test natijalarni tahlil gilish jarayonini quyidagi bosgichlar orgali amalga
oshira olasiz:

1. Testlarni tayyorlash: eng birinchi o'quvchilarga qiziq bo’lgan va o'quv
dasturlaridan chetga chigmagan holatda bir mavzuni tanlashingiz lozim; test savollarini
yozishda har bir savol uchun to'g'ri va noto'g'ri javob variantlarini kiritishingiz kerak bo’ladi.
savollarni turli xil formatlarda (ko'p tanlovli, to'g'ri yoki noto'g'ri javobli, ochiq javobli)
yozishingiz ham mumkin; savollarni tartiblashda, ularni soddadan murakkabga qarab
joylashtirish, shunda o'quvchilarning bilimlarini bosgichma-bosgich sinovdan o'tkazish
mumkin.

2. Yangi testlar yaratish: quizzizz platformasiga kiring: shaxsiy hisobingizga kiring
yoki yangi hisob yaratib kirsangiz ham bo’ladi; bu yerdan test yaratish ya'ni "create”
tugmasini bosing va oldindan tayyorlab qo’yilgan savollarni qo'shish mumkin; platformadan
o'yin rejimini tanlash uchun o'yin rejasini (masalan, siz o’yinni individual tashkil
etmoqchimisiz yoki guruh uchun tashkil gilmoqchimisiz?) tanlash va testning davomiyligi
vaqtini belgilash mumkin.

2024, Ne10
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3. Javoblarni ko'rish va natijalarni tahlil qilish: javoblarni ko'rish: Test tugagandan
so’ng, o'quvchilarning natijalarini bilan tanishib chiging. Quizzizz platformasi sizga har bir
savolning to'g'ri va noto'g'ri javoblarni ko'rsatadi; statistikani tahlil gilishda esa o’quvchilar
orasidagi umumiy natijalarni tahlil qiling, qaysi savollar eng ko'p xato qilingan bo’lsa, demak
shu mavzularda tushunmovchiliklar borligini ko’rishingiz mumkin; o’quvchilarga ko’p xato
gilingan mavzularni yanada yaxshiroq tushunishga yordam beradigan qo'shimcha
resurslar, kitoblar yoki mashglarni tavsiya eting.

4. Takroriy testlar o'tkazish: bir necha kundan so’'ng takroriy testlar o'tkazing:
O’quvchilarning dastlabki natijalarini va yangi natijalarini solishtiring. Takroriy testlar
o'tkazish o'quvchilarning bilimlarini mustahkamlashga yordam beradi.

O’quvchilar bilan individual shug’ullanish va ularning bilim darajalarini nazorat qilib
borishda Quizzizz platformasidan samarali foylanishingiz mumkin. Prodigy — bu platform
o'quvchilarga matematikani fanini gizigarli, sarguzashtlarga boy o'yinlar orgali o'rganishga
yordam beradigan interaktiv platformadir. Bu platformadan darslarni gizigarli tashkil
etishda va o’quvchilarni sarguzashtli o'yinlar yordamida matematik masalalarini yechishga
undashda, dars jarayonini qgizigarli va samarali gilishda foydalanish mumkin.

1. Prodigy platformasida darslarni tashkil etish: har bir dars uchun aniqg magsad
qo'yish kerak; o'yin yordamida o'qitish usullari: prodigy platformasida tashkillashtirilgan
o'yindagi to'siglar ya’'ni matematik masalalarni o’quvchilar hal qilishlari kerak bo'ladi, bu
o’'quvchilarning fanga bo’lgan qizigishini oshiradi, diggatini jalb qiladi; o’'quvchilarni
guruhlarga bo’lish va o'zaro hamkorlik gilish: o'quvchilarni guruhlarga bo'lish orgali ularni
hamijihatlikka va birgalikda ishlashga o’rgatish, berilgan masalalarni birgalikda guruh bilan
hal etishga o’rgatish. bu o’quvchilarda jamoa bilan ishlash ko'nikmalarini rivojlantiradi.

2. Sarguzashtli o'yinlardan foydalanish: gizigarli va zavqli topshiriglar tayyorlash:
prodigy platformasidagi sarguzashtlar bilan bog'liq vazifalar yordamida matematik
masalalarni yechish. o’yin davomida har bir topshiriq yoki masalani yechish uchun noodatiy
strategiyalar ishlab chigish mumkin; o'yin jarayonida turli giyinlik darajasidagi masalalarni
taklif etadi, bu bilan har bir o'quvchining bilim darajasini bilib olish mumkin; natijalarni
kuzatib borish: o'yin tugagandan so’ng, o’quvchilarning natijalarni tahlil gilish va ularning
kuchli va zaif tomonlarini aniglash mumkin.

3. Natijalarni tahlil qgilish va o’quvchilarni baholash: individual yondashuv: Prodigy
platformasi o’gituvchiga individual ravishda har bir o’quvchining xatolarini va yutuglarini
kuzatib borish imkonini beradi; platformaning o'gituvchilarga taqdim etadigan hisobotlari
yordamida har bir o’quvchining yutuglari hagida ma’lumot olish imkoni mavjud.

4. Rag’batlantirish: o’quvchilarni rag’batlantirish usullari: o‘quvchilarga qo’lga kiritgan
yutuglari uchun mukofotlar berish orqali ularning fanga bo’lgan qizigishlarini oshiring
(masalan, virtual pullar, tangalar yoki maxsus sovrinlar); qizigarli sarguzashtlar va
hikoyalar tashkil etish: matematik masala va misollar bilan bog'liq bo’lgan holatdagi
qizigarli vaziyatlar yoki hikoyalardan foydalanish mumkin.

Prodigy platformasi orqali darslarni tashkil etish nafagat zavqli, balki juda samarali
ham. Matematikani darsini sarguzashtga aylantirish yo'li bilan har ganday o’quvchining
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diggatini darsga qaratish va ularni matematika faniga bo’lgan gizigishlarini yanayam
oshirish mumkin.
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