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In the global trend of the XXI century, the education system, especially preschool, functions on the basis
of a strictly defined competency-based approach. At the end of the last century, UNESCO defined a set of
competencies within its mandate that will bring the expected results in the education system of the third
millennium.

The competence-based approach to education is aimed at creating a modernized educational model that
prepares the child for life, expands the possibilities of independent thinking and acquires basic knowledge
and skills.

The competent learning model is not an entirely new phenomenon of educational content, but a set of new
interactive teaching methods and techniques. Educators and psychologists of the world community V.V.
Davydov, V. Kraevsky, 1. Lerner, M. Skatkin, G. Shedrovitsky's views - on the ways of developing
cognitive skills.

The conceptual model of education was developed by A.L. Andreev, A. Belkin, E.F. Zeyero, I. Zimney, D.
Ivanov, K. Mitrofanov, J. Voron, V. Serikov, O. developed by Sokolov [1].

The competence-based model of education “... means the paradigm of gradual orientation of teachers and
students to dominant knowledge, mainly to the transfer and development of knowledge, the creation of
conditions for acquiring a set of competencies, skills and abilities of the individual. Contributing to the
formation of multifactorial socio-political, market-economic conditions, a place rich in information and
communications “’[2].

Analysis of the pedagogical and psychological literature showed that the competence-based model of
education is not a set of learned data about learning and results, but a person's ability to act in various
problem situations.

For a long time, the concepts of “competence” and “competence” have existed in the literature. In foreign
language dictionaries, “competence” is defined as the authority, rights and obligations, as well as the
knowledge and experience of any organization or official. In the same dictionary, “competence” is a concept
derived from the word “competent”, which means worthy, capable.
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According to the authors of psychological and pedagogical literature, competence is a combination of
capabilities and skills. In his opinion, Raven defines competence as a motivating ability.

The study of the problems of the competence-based approach in general education was introduced by
A.V.Khutorskiy , who introduced the concept of educational competence. Khutorsky argued that “semantic
orientations are based on knowledge, skills and real life experience of a student within a certain object” [2].
According to the author, educational competence is based solely on the study of the student's personality-
activity approach, since the student acts on the knowledge and skills acquired in the process of performing
complex tasks.

Currently, the preparation of primary schoolchildren in our country is based on a competent approach. The
state curriculum for preschool education “First Step”, approved in 2018, was created with the technical
assistance of the United Nations Children's Fund (UNICEF) in Uzbekistan. The program provides that
preschool education should be based on a competency-based approach. The program includes a competent
approach to the upbringing of preschoolers, preparing the personality of a growing child for life, acquiring
moral values and values necessary for solving vital issues, communicating with other people, preparing the
for the formation of methods associated with the construction of a self- image.

As emphasized in the program, the main important competences require the holistic development of the
child as a subject of activity and morality. Competence is the totality of a child's knowledge, skills, abilities
and values. Primary competencies, regardless of the area of development, are the basis for the development
of the child's personality.

Article 3.1 of the program lists the most important general competencies of a preschooler (6-7 years old):
communicative competence - the ability to use means of communication in various situations;

play competence is the creative use of experience, knowledge and skills in the play process of a child and
his organization. This is the foundation of the educational process;

social competence - the ability to behave in accordance with the rules and norms of ethics when
communicating with adults and peers in life situations;

Cognitive competence is a conscious perception of the surrounding world and the use of acquired
knowledge, skills, competencies and values for learning and practical tasks [3].

The article is devoted to the formation and development of play and cognitive competencies of children
using software.

One of the priorities of modern society is to inform education. Efforts are being made to equip schools with
computers, improve ICT teacher qualifications and more. But the preschool education system lags far
behind. If you look at the world community, the use of computers in preschool education opened the first
complex of computer games in kindergarten. In the early 1990s, the first computer programs for children
were developed, and a network of preschool institutions equipped with special computer play complexes
began to develop. However, in general, the process of informatization in preschool institutions is developing
slowly [4].

One of the priority directions of the process of informatization of modern society is the informatization of
education - the development of modern new software tools aimed at achieving the psychological and
pedagogical goals of education and their optimal use in the field of education. ... This process begins with:
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Improving the management of the education system based on the use of automated databases of scientific
and pedagogical data, information and methodological materials, as well as communication networks;
Improving the methodology and strategy of teaching, the choice of content, methods and organizational
forms of education in accordance with the tasks of personal development in the context of modern
informatization of society;

creation of methodological training systems aimed at the development of the intellectual potential of the
individual, the formation of skills for the independent acquisition of knowledge, information processing,
experimental and various types of independent processing of research activities;

creation and widespread use of software tools for use in the learning process, diagnostics, methods of
monitoring and assessing the level of knowledge of the child. President of the Republic Shavkat Mirziyoyev
pays special attention to educating a harmoniously developed generation, realizing the intellectual potential
of young people, educating them as a comprehensively developed personality.

Adoption of the Decree of the President of the Republic of Uzbekistan No. PF-5198 "On the radical
improvement of the management of the preschool education system" on September 30, 2017 and the
creation of the Ministry of preschool education on December 16, 2019. The Law of the Republic of
Uzbekistan "On preschool education and upbringing" and the Decree of the President of the Republic of
Uzbekistan dated November 6, 2020 "Measures for the development of education and science in a new
period of development of Uzbekistan" measures to further improve the education system ", adopted on
November 6, 2020.

Modern digital technologies provide new tools for the development of all educational institutions around
the world. Digitization creates opportunities for people to learn more and make better decisions in their
daily lives, creating opportunities to share lessons and knowledge. In the near future, great changes will
take place in the digital environment of the educational environment.

The e-learning system creates new opportunities and new challenges. Key opportunities include solving
educational problems, expanding the choice of forms of education and increasing the means of transferring
knowledge. The need to understand the place and role of digital technologies in modern education should
be reflected in modern research in the field of methodology and didactics of preschool and primary
education. The problems of using digital technologies in the integration of preschool and primary education
today will lead to research on the choice of future strategies and directions of development.

In order to move to a competitive model of education and research in the future, it is necessary to develop
a digital transformation program.

E-learning problems can be divided into two classes: current (transient) and immanent.

Today, the rapid penetration of digital technologies into the education system provides the basis for serious
analysis and pedagogical substantiation of many problems presented in the information space.

The purpose of this article is to determine the priorities of the digital development of the educational
process, based on their advantages and threats, and to analyze the need for scientifically based
implementation of digital technologies in preschool and primary education.

Digitization of the educational environment can take many forms:

- Translation of existing teaching materials, including lectures, presentations, textbooks, assignments for
independent work and electronic knowledge management tools;
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- creation of an interactive electronic environment for interaction between a teacher and a child, including
the creation of electronic classes for teachers, webinars, discussion forums, etc.;

- Development of new types of teaching aids: electronic textbooks, electronic problem books, video
lectures, a database of electronic tasks, computer games;

- Creation of fundamentally new forms of education using the capabilities of the electronic environment -
expanding the range of imaginary information transfer, modeling various situations in the process of role-
playing games, imitation of competitive games, etc.;

- The introduction of artificial intelligence into the educational process.

Today, in most educational institutions, digitalization of education is taking the first form.

This will make it easier for learners to access learning materials, reduce the teaching load that is not related
to society, and simplify control over the academic discipline and content of the educational process. In
addition, this process allows for significant expansion of remote control. However, following this trend,
sooner or later someone may lose their place in the education system (educational services market). It is
impossible to disagree with Johan Wissem's thesis that “e-learning is a destructive innovation that inevitably
weeds out ineffective educational institutions, after which a relatively small number of winning educational
institutions will benefit from this new technology” [7].

This is a new type of e-learning. At the moment, it is much lower than the offline learning features that are
important to consumers. However, educational institutions and software developers who can take their place
in the online education market and offer the market more and better quality related services have the
opportunity to remain in the educational space in the future.

Benefits of e-learning:

1) Solve the problem of access to education: eliminate regional barriers to access to education, remove time
restrictions - access at a convenient time for the user, create fractional access through dividing classes into
blocks and use the knowledge of highly qualified teachers.

2) expanding choice: the ability to choose a teacher and the way of presenting material - focus on logic,
images (associations) or practice (situations, tasks);

Possibility of choosing the method of assimilating the material:

through auditory, visual, motor skills, or interactive participation;

the ability to choose the depth of assimilation of the material - a wide range of courses;

the ability to choose a convenient way to manage knowledge: tests, assignments, free essays, projects,
interactive conversations with artificial intelligence, etc.

3) Expansion of forms and tools for the transfer of knowledge: traditional lectures, speeches and seminars,
as well as the use of project work, group discussions, role-playing and competitive games, including with
virtual participants, and much more.

4) Socio-economic benefits:

the possibility of forming social intelligent networks of interests;

relative cheapness (high investment and low operating costs).

Michael Polanyi divided knowledge into two categories: explicit (verbal) knowledge, which can be
transferred from one person to another using a system of codes, and hidden knowledge, which is inseparable
from a person, but can be transferred to another [8]. As David Bromwich points out, learning is not only
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the art of conveying facts, but also the art of intellectual search, which requires personal communication
with the reader [9].

Today, the introduction of information technologies into the education system of any level is one of the
most stable trends in the development of education in the world. The strongest and most developed
connection between all news channels is through software.

Multimedia software tools make learning more effective as they are emotional analyzers that help a child
to perceive information through multimedia. In today's developing information society, the need for an
objective study of computers in older children increases at an early age. Today in preschool organizations
there is a great need for a wider and more successful use of multimedia technologies.

The software tools provide new information that allows the child to develop cognitive abilities, sustainable
interests and ensure the most complete and successful development. They can be extremely effective
motivators as children learn to overcome all obstacles to learning through the media and use computer
technology effectively. This creates challenges and unprecedented learning opportunities. The interest of
children in learning activities will significantly increase, their level of assimilation and cognitive abilities
will develop more effectively.

The use of new, varied and unusual ways of explaining and reinforcing, as well as the way topics are
organized and explained in a more playful way, increase children's involuntary attention during the learning
process. Information technology provides personal orientation and increases the number of dating materials.
The widespread use of multimedia in preschool education helps children to successfully acquire all
knowledge and important areas, such as mathematics and computer science in primary school, as well as
develop an information culture.

There are many types of multimedia software available today for use in early childhood education. They
are created in programs such as Macromedia Flash, Action Script, Power Point, Scrach animator, Crazy
Talk Animator. A modern teacher can prepare didactic games and presentations using the simplest Power
Point program for each lesson. Sophisticated animation programs created by experts have a very user-
friendly interface that even our children can use on their own.

But the problem is that today in our country there are very few such multimedia products created in our
national language, Uzbek, and they do not fully cover the curriculum.

To solve these problems, much attention is paid to the development of preschool education in our country.
In particular, in accordance with the Decree of the President of the Republic of Uzbekistan dated November
6, 2020 No. PP-4884 "On measures to further improve the education system", the Ministry of Information
Technologies and Communications, Education, together with the State Inspectorate. The task of Quality
Control and other relevant ministries and departments is to introduce modern forms of education, new
pedagogical and information technologies into the preschool education system by January 1, 2022 [11].
Article 53 of the Law of the Republic of Uzbekistan dated December 16, 2019 "On preschool education
and upbringing" No. URQ-595, the introduction of advanced pedagogical and information technologies in
the educational process, Tasks for the development of educational materials and didactic materials. The
materials for preschool educational organizations conducting research in the field of preschool education
and upbringing have been identified [12].
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Foreign and local researchers studied S.L. Novoselova, 1. Pashility, G. Petko, B. Hunter, M.I. According to
Dzhumaeyv, studies of the use of computers in education not only suggest the possibility of using computer
technologies, but also play a special role in the development of the intellect and personality of a child, and
today the use of multimedia software in preschool education convincingly proves this. many
methodological innovations [13].

Supporting their point of view, it should be noted that multimedia software enhances the child's interest in
education, increases the volume of his thinking and intellectual potential and allows them to acquire
independent knowledge.

As aresult of scientific research in the field of preschool education, there is a great need for the development
of Uzbek-language software in accordance with state requirements, electronic manuals for use in the
educational process of MTT.

The software was developed on the basis of the State Curriculum "First Stage" of a preschool educational
institution, "State requirements for the development of children of younger and preschool age of the
Republic of Uzbekistan" and the Minister of Preschool Education of the Republic of Uzbekistan dated
March 27. 2020. Appendix 1 to Order No. 54 was formed in accordance with the requirements of the
variable program "The Way of Science" and electronic platforms have been created.

Solving pressing issues related to preparing a child for life, learning at school, assimilating national

and spiritual values and norms, forming mathematical concepts based on a competency-based approach in
preschool education. Electronic platforms for elementary mathematics lessons were created with the aim of
improving working methods.
In 2020, based on theoretical data, a software platform was created called "Practical program for teaching
mathematics in preschool education" and the program was certified by the Intellectual Property Agency
under the Ministry of Justice of the Republic of Uzbekistan No. DGU 08018. The electronic platform was
developed in accordance with the requirements of the State curriculum "First stage "of a preschool
educational institution contains videos in Uzbek, intended for children 5-7 years old to master" Elementary
Mathematical Skills ". It also has developing computer games, didactic materials and electronic teaching
aids for teachers.

Pt Tl T A L O S A R e S
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Picture 1
Figure 1 shows the created program windows. Window 1 is a window of lecture texts, which includes an
electronic version of all normative documents in the field of preschool education, lecture notes and
additional literature. Window 2 contains a set of electronic exhibitions by topic. Window 3 contains
educational videos in Uzbek, created in accordance with the topics of mathematics lessons. In fig. 4
developed and deployed educational computer games to enhance each theme. In computer games, tasks are
posed in stages, and for each correct answer the child is given a virtual stimulus, and for each wrong answer
the opportunity is given to think again. As a result, the child's self-confidence increases.

Figure 2.

The images in Figure 2 show themed video clips. The videos cover five basic concepts of elementary
mathematics and are aimed at developing a child's basic knowledge of numbers, spatial orientation,
geometric shapes, large and small, and time.

In order to test the software in practice and study the results, a training seminar “Improving the computer
literacy of MTM teachers” was held with the participation of MTM teachers from the city of Kagan and the
Kagan district of the Bukhara region. Search, download and use methods are explained. At the end of the
training seminar, based on the conditions created in the MTC, the potential of educators, it was decided to
conduct experimental mathematics lessons on the basis of this electronic program in large and preparatory
groups of preschool institutions # 14 in the city of Kagan and #4 in the Kagan district.
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Figure 3. Training workshops.

- The purpose of pedagogical experiments is to prove the validity of the hypothesis put forward in scientific
research. This process is conventionally divided into several stages.

- The first stage of preparation is planned for 2019-2020, during which the following works were performed:
- the main directions of research have been determined;

- studied the theoretical and practical state of the problem;

- Conducted surveys of preschool educators;

- Analysis and study of educational and regulatory documents;

- selected basic preschool educational institutions that have a material and technical, scientific and
methodological base and pedagogical conditions for conducting experiments;

- Prepared and provided materials necessary for experimental work;

- Seminars and trainings were organized to prepare basic preschool educational institutions and their
educators for pilot work.

In 2019-2020, the first stage of this experimental work was carried out, and when the initial results were
summed up, it was proved that the results of educational processes based on electronic software are far
superior to traditional learning processes. Electronic software is also very effectively used today in distance
learning and has been met with great interest from parents who say that their children are very interested in
acquiring mathematical knowledge on a voluntary basis. At the end of the academic year, the results of the
first stage of the experiment were summed up and qualitative efficiency was achieved.

In 2021, within the framework of the first program, formed on the basis of the State Curriculum of the
Preschool Educational Institution "First Stage", "State Requirements for the Development of Junior and
Preschool Institutions of the Republic of Uzbekistan", elementary mathematics will be started. Taught. The
program "Merry Mathematics" was created. The program consists of a complete set of elementary
mathematics lessons with separate sections dedicated to the age of the child. Each section consists of
thematic animation videos in Uzbek and a set of interactive computer games to enhance the theme. The
program includes over a hundred animated videos and computer games. The length of the video depends
on the age of the child, and the game tasks include more than a dozen tasks to strengthen each topic.
Computer games are designed to be interactive and allow the child to independently interact with the
computer.
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This software tool was also provided to the polygons and used in the educational process.

The program divides subjects into preschool groups of 1-2 characters by means of a set of thematic
animation videos, logical and didactic games that stimulate logical thinking, mathematical fairy tales, a set
of tasks for the age of mathematical concepts for preschoolers. find “one” and “many” in the environment,
arrange objects in size, get acquainted with geometric shapes and distinguish them, compare sets,
understand the concepts of short and long, “morning”, understand the meaning of the words “evening”,
“day”, “ night ", know the concepts of" half "," half ", understand the relationship between arithmetic and
arithmetic, mechanically adjust the requirements of age and counting, find objects with similar geometric
shapes, establishing quantitative relationships, knowing the quantitative composition of a number," more
"M"less", "Total", "so much" in mathematics to be able to use the concept of a vertical, to know the sequence
of numbers in order, to compare the concepts of "more", "less", "equal", to determine their place in space,
to understand the whole and its parts, length, width objects, compare their thickness, height, use
mathematical terms in communication, perform mathematical operations, compare the number and quantity
of objects, understand the importance of numbers and numbers in life, know the importance of conventional
units of measurement and their application in life serves to form knowledge, skills and competencies related

to.

Figure 3
Kagan City 14-MTT Elementary Math Lesson Processes
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In order to determine the effectiveness of using software in the educational process of preschool education
and testing the developed software in 2019-2021, experimental work was carried out in preschool
educational institutions, which, based on the results of the study, determined that digital technologies are
an integral part of education, especially as a necessary tool in the organization of classes in the preschool
education system.
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As a result of the experiment, it was noticed that in the experimental years 2019-2021 in MTT No. 4 of the
Kagansky District, the quality of teaching children increased by an average of 11.8% compared to previous
years, when elementary mathematics lessons were conducted. conducted on the basis of electronic training
resources.

At MTT No. 14 in Kagan in the 2019-2021 experimental year, when the lessons of elementary mathematics
were conducted on the basis of electronic learning resources, an increase in the quality of teaching children
was observed by an average of 12.5%. compared to previous years.

These results show that research conducted in experimental groups is effective. Statistical methods proved
that the average efficiency is 1.14 times higher than in the control group.

While there has been a lot of research on the development of multimedia software and its use in the
educational process, it is not enough to focus on early childhood education.

The principle of comprehensibility of the educational material is based on the fact that the corresponding
materials created by the computer are displayed on the monitor screen. When developing an electronic
learning resource, the programmer should pay special attention to the principle of making the educational
material understandable for the child in the learning process. It should be noted that the selected educational
material should not be difficult, but implemented in stages, from simple to complex.

Considering that long-term use of a computer can negatively affect a child's bodyi, it is important to monitor
how a child uses a computer. In the eLearning resources that you create, the timing of each session is created
in a set order, but the subsequent use of the next session is in the hands of the user. The use of modern
computer animation software is a modern tool that allows the third child of the Renaissance to acquire
knowledge in accordance with modern requirements, form independent thinking, increase the volume of
thinking, become a computer literate, and increase mental abilities.

Modernization of the preschool education system in the Republic of Uzbekistan also requires the
importance of creating opportunities for preschool education and the development of alternative and scarce
models of preparing children for school. The early development of a child is critical to his or her future
development as a person. The process of cognitive and creative development of children is important in
education to increase interest in learning based on a competency-based approach, knowledge of numbers,
arithmetic and their application in life, development of mathematical ideas about space, form and time.
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A competency-based approach in preschool education is necessary to prepare a growing child's personality
for life, including learning at school, to address vital issues related to the acquisition of spiritual values and
norms in it, the ways in which activities will be carried out. Modernization changes in preschool education
provide teachers with the freedom to choose methods and forms of teaching preschoolers. The main result
of modern learning is the degree to which a child has learned something that can help him or her develop
developmental skills in real life situations. The forms of education chosen by the teacher should contribute
to the formation of intellectual processes, create conditions for creative problem solving, teach
independence and responsibility, and also teach children to manage their behavior. Preschool education is
the main link in lifelong learning. The process of cognition and creative development of children increases
interest in learning based on a competence-based approach to learning, knowledge of numbers, arithmetic
and their application in life, the formation of mathematical ideas about space, form and time contribute to
the formation of a healthy and developed personality of the child. preparing for systematic learning and to
stimulate the desire to learn in it.

In conclusion, multimedia software not only increases the level of a child's skill, but also contributes to the
development of processes such as attention, memory, thinking, imagination, speech, develops color,
compositional feelings, participates in the intellectual, emotional and moral development of children.

The novelty of computers and interactive devices is reflected in the expansion and enrichment of
knowledge, skills and abilities of the child, the intensification of the creation of an intellectual and
motivational-emotional nature, a change in the dynamics of mental development.
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