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Annotatsiya 

texnologiyalaridan foydalanishning afzalliklari va ustuvor jihatlari ilmiy yondashuvlar asosida rganilgan. Mavzuni 
nalishi talabalarini kasbiy faoliyatga samarali tayyorlash orqali ularni 

hi 
lajak tarbiyachilarda mazkur kompetensiyani rivojlantirish orqali kelgusida bolalar 

faoliyatini tashkil etish b yicha samarali yondashuvlarni q llay olish k
Mazkur vazifalarni amalga oshirishda yin texnologiyalaridan foydalanish samarali natija k rsatadi. 
va aqliy z

nalishlari talabalari quv tizimida bu y nalishdan foydalanish mutaxassislik 
mazmunini tushunishda eng maqbul y l sanaladi. Tadqiqot natijalari shuni k
seminar) mash ulotlarida yinli texnologiyalardan foydalanish b
faoliyatga t laqonli tayyorlash imkonini bera oladi. Shuning uchun maqolada xulosa ulotlarni 

yinli texnologiyalari asosida tashkil qilish zaruriyati ustuvor vazifa sifatida beriladi. 
 

 
Abstract 

The article explores the benefits and priorities of using game technologies in the preparation of future educators 
studying in higher education institutions for professional activities on the basis of scientific approaches. The purpose of 
choosing a topic is to develop the ability of students of the preschool educational direction to organize quality education 
for children in the future by effectively preparing them for professional activities. The leading activity of a preschool child 
is considered as a game, focusing on the formation of the skills of future educators to be able to apply effective 
approaches to the organization of children's activities in the future through the development of this competence. The use 
of gaming technologies in the implementation of these tasks shows an effective result. Playful education is considered an 
activity that is fun and without mental strain. The use of this direction in the educational system of students of preschool 
educational directions, provided that little attention is paid to this approach of education in higher educational institutions, 
is considered the most optimal way in understanding the content of the specialty. The results of the study show that the 
use of gaming technologies in lesson (lecture, practical, seminar) classes can make it possible to fully prepare the future 
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preschool educator for professional activities. Therefore, instead of the conclusion in the article, the need to organize 
training in higher education on the basis of Game Technologies is given as a priority. 

 
Kalit s zlar: yinli faoliyatlar, texnologiya, tadbirkorlik yinlari, imitatsion, operatsion, sotsiodramma va 

didaktik yinlar, evristik yondashuv 
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