Ta’lim jarayonida integrativ yondashuv: nazariya va amaliyotasosida hayotiy
ko‘nikmalarni rivojlantirish
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AHHOTauA
B cmamve paccmampusaemcsi 803MOMCHOCMb UCNONb308AHUS YUPDPOBOU UHMEPAKMUBHOLL
naamgpopmur Kahoot! na ypoxax Bocnumanus 6 obweobpazoeamenvroli wkone. Pacckazvieaemces
ONbIM NPUMEHEHUs. USPOBLIX MEXHONI02ULL 8 Pa3HblX 8o3pacmuublx epynnax (7, 8, 11 kaaccwt). [lokazaro,
ymo  eeuMuukayus — CROCOOCMBYem  NOBLIUWEHUI) — MOMUBAYUU  VHAWUXCH,  PA3GUMUIO
KOMMYHUKAMUBHbIX HABLIKOG U  KPUMUYECKO20 MbIUIEHUs, YMO COOMBEmMCmayenm 3a0auam
uHmezpamusHo2o0 nooxooa 6 obpaszosanuu. Ilpusodsmces npumepvl 3a0anutl, AHATUIUPYIOMCS
pe3yibmamsl HaO0OeHULl U POPMYIUPYIOMCSL peKOMeHOayuu 071 nedaz2o208.
KawueBble ciaoBa: yugposvie mexnonoeuu, unmepaxmusrnoe obyuenue, “Kahoot!”, ypoxu
Bocnumanus, eetimughuxayus, iHuzHenHvle HABbIKU, UHMEZPAMUBHBLI HOOXO0O.

Abstract

The article discusses the possibility of using the digital interactive platform Kahoot! in the
lessons of "Education” in secondary schools. The author shares his experience of using gaming
technologies in different age groups (grades 4, 7, 8, 11). It is shown that gamification increases
students’ motivation, develops communication skills and critical thinking, which corresponds to the
tasks of an integrative approach in education. Examples of tasks are given, observation results are
analyzed, and recommendations for teachers are formulated.

Keywords: digital technologies, interactive learning, ‘“Kahoot!”, FEducation lessons,
gamification, life skills, integrative approach.

Annotatsiya

Magolada umumta’lim maktablarida “Tarbiya” darslarida “Kahoot!” raqamli interaktiv
platformasidan foydalanish imkoniyatlari ko ‘rib chigiladi. Muallif turli yosh guruhlarida (7, 8, 11-
sinflar) o ‘yin texnologiyalarini go ‘llash tajribasi bilan o ‘rtoglashadi. O ‘yinlashtirish o ‘quvchilarning
motivatsiyasini oshirishi, mulogot qobiliyatlari va tanqidiy fikrlashni rivojlantirishi, bu esa ta’limdagi
integrativ yondashuv vazifalariga mos Kkelishi ko ‘rsatilgan. Topshiriglarga misollar keltiriladi,
kuzatish natijalari tahlil gilinadi va o ‘gituvchilar uchun tavsiyalar beriladi.

Kalit so‘zlar: ragamli texnologiyalar, interaktiv ta’lim, ‘Kahoot!”, “Tarbiya
o ‘yinlashtirish, hayotiy ko ‘nikmalar, integrativ yondashuv.

2

darslari,

CoBpeMeHHOe o0Opa3oBaHue B Y30eKHCTaHE NEPeKHMBAET dTall aKTUBHOM LU(POBHU3ALUN U
obHoBnenus coaepxanus. B Ilocmanum Ilpesunenra PecnyOnmuku Y36ekuctan .M. Mup3uéena
Onuit Maxnucy ot 26 nexadpst 2025 roga noqué€pkHyTa HEOOX0AUMOCTh BHEAPEHUSI HHHOBAIIMOHHBIX
METOZOB OOydYeHHUs, HampaBICHHBIX Ha (OPMHPOBAHHWE Yy MOJOAEKH IKUIHEHHBIX HABBIKOB,
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HEOOXOMMMBIX IS YCIIEIIHOM colpanu3anun’. OXHAM W3 TAKHX METOJOB SBIISETCS HCIOIb30BAHHE
IU(PPOBBIX MHTEPAKTUBHBIX TEXHOJIOTHH, KOTOPHIE IMO3BOJISIIOT CHENaTh IMpolecc oOydeHus Ooinee
yBIIEKaTEJILHBIM U 3()(pEeKTUBHBIM.

[Ipeamer «Bocmuranue» 3aHuMaeT 0co0O€ MECTO B IIKOJBHOW MPOrpaMme, OH MPHU3BaH
¢bopMUpOBaTh y y4yallMXCs HPABCTBEHHBIE OPUEHTHUPBI, MAaTPUOTU3M, YBaXXEHUE K KYJIbTYpe U
TpaIuIusM, a TaKKe pa3BUBaTh HABBIKM OOIIEHUS, COTpyAHHUYECTBa M camoperyisaiuu. OmHako
TpaJUIIMOHHbIE (OPMBI TMPOBEIEHUs YpOKOB (Oeceidpl, JIEKIIMH) YacTO HE BBI3BIBAIOT JOJIKHOTO
MHTEpeca y IIKOJIBHUKOB, OCOOEHHO B CpPeJHEM U CTaplieM 3BeHe. B 3Toi cuTyanuu Ha MOMOIIb
MPUXOAAT U(POBbIE HHCTPYMEHTHI, OCHOBAHHBIE Ha UTPOBBIX MEXaHUKaX, — reiMuduxars. [3]

[Mnarpopma “Kahoot!” (kahoot.com) mpencraBnser coboit cepBUC Ui CO3JaHUS
MHTEPAaKTUBHBIX BUKTOPHUH, OIIPOCOB U UIP, B KOTOPBIX y4YalIUECs] OTBEYAIOT Ha BOIPOCHI C TOMOIIBIO
CBOMX CMapT(OHOB WU KOMIIBIOTEPOB.

brnaronapsi copeBHOBAaTEIbHOMY SJIEMEHTY, MTHOBEHHOW OOpaTHOM CBSI3W W BU3YalbHOU
npusiekatenbHocTd  Kahoot crocobeH 3HAYMTENbHO MOBBICUTH BOBJICYEHHOCTH  yYAIMXCA.
3apyOeKHble HMCCIEOBAHUS MOATBEPXKAAIOT, YTO MCIIOJIB30BAHHE MOAOOHBIX MIATPOPM YyIydIlaeT
3armoMHHaHKe MaTepuana u passusacet SOft skills.

Hcnons3oBanune Kahoot! Gasupyercs Ha cienyromux HeJarorndecKux KOHIEMIHAX: TEOPHs
UTPOBBIX TEXHOJNIOTHH B 00yueHuu (game-based learning) — oOydenue dvepe3 Urpy MOBBIIIACT
MOTHBAIUIO, CITOCOOCTBYET aKTHBH3AIIMK BHUMAHUS U yA€pKaHUIO HH(pOpMaIm;

teopusi KoHCTpykTuBU3Ma (K. Iluaxe, 5. BeiroTckuil) — yuamuecss KOHCTPYUPYIOT 3HAaHUE B
MPOLIECCE AKTUBHOTO B3aUMOJICHCTBUS, OOCYKACHUS U PELICHUs 3a7ay;

MOTHBaIMOHHAs Teopus camoomnpeneneHus (. [ecu, P. Paitan) — anmeMeHTBI coCTA3aTeIBHOCTH
Y MTHOBEHHOM 00paTHOM CBSA3HM YCHUJIMBAIOT BHYTPEHHIOIO MOTHUBAIIUIO K O0YUYEHHIO;

KOHLICTIIIUSL  COLlMalibHO-3MOIMoHabHOoro  oOyuenust  (SEL), paspaborannas CASEL,
MONUYEPKUBAET BAXXHOCTb PA3BUTHS Yy Y4YalUXCA TaKUX HABBIKOB, KAaK YIPABIECHUE SMOLMIMH,
SMIIATUA, COTPYAHUUYECTBO U OTBETCTBEHHOE MPUHSATHE petieHuid.[2], [4], [5]

Ms1 paccmarpuBaem uctosib3oBanue Kahoot! Ha ypokxax Bocnuranus noromy 4to, BUKTOPHHBI
U TECThl MOXXHO HCIOJIb30BaTh JJisi ONEPATHBHOIO KOHTPOJISI IOHUMAaHWsS Marepuana, HWIrpbl-
«Pa3MUHKHM» B HayaJie 3aHSITUN CIIOCOOCTBYIOT OBICTPOM BKIIOYEHHOCTH yYaIIUXCS B TEMY, B 3aHATHUS
kopoTkuii Kahoot! momokeT oueHUTH MOHMMaHHE M AMOLMOHAIBHOE BOCHIPUSATHE TEMBL. YUHUTENb
BOCIIUTaHMSI MOKET aJJallTUPOBATh BOIIPOCHI IO YPOBHIO CI0KHOCTH, POPMHUPOBATH MUHU-KOMAaH/IbI TIO
WHTEpEecaM WM MOJATOTOBKE, a COBMECTHOE YYacTHE IIKOJBHUKOB B WUIPOBBIX KBH3aX TPEHHUPYET
COLIMAJIbHBIE HABBIKM, CAMOPETYJSLMIO, YBAXXEHUE K JAPYTMM YYacTHMKaM U KOHCTPYKTHBHOE
B3auMoeiicTBue.[2]

Llens naHHOW CcTaTh — OOOONIMTH TMPAKTUYECKUI OMBIT TpuMeHeHuss Kahoot Ha ypokax
Bocnutanus B pa3HbIX BO3pacTHbIX rpymnmnax (4, 7, 8 u 11 kiacchl) 1 moka3aTth, Kak 3TOT HHCTPYMEHT
MOKET ObITh HHTETPUPOBAH B YU4E€OHBIN MpoIecC A AOCTHKEHHUS 1ieJiell MHTErPaTUBHOTO MOAX0/a —
COEIMHEHUS TEOPUU C IPAKTUKON U Pa3BUTHS KU3HEHHBIX HAaBBIKOB 00YUYaOIIUXCS.

HccnenoBanue mpoBOAMIOCH B TeueHHe nepBoro nomyroaus 2025-2026 ydye6Horo roja Ha 0aze
cpeaneit o0meodpazoBarenbHOM mkoel Ne71 ropona TamikeHTa. Y4acTHUKaMU CTally y4aruecs 7-ro
(13-14 ner), 8-ro (14-15 net) u 11-ro (17-18 snet) kinaccoB. Beero B 3KCIepUMEHTE MPUHSIO ydacTHE
okoy0 120 yenoBexk.

® Tlocnanue TMpesuzenta Pecry6mukn Y3bekucran Illaskata Mupsuéesa Ommii Makiicy u Hapony Y3Oekucrana. - 26 nekaGps 2025 rona.
[Dnexrponnslit pecypc]. - Pexxum noctymna: http://president.uz
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Ha ypokax Bocnuranusi mo Temam, NpeayCMOTPEHHBIM Y4eOHOW HpOrpaMMoi, HamMHu ObUIH
pa3paboTaHbl U TpoBeAeHBI BUKTOpUHBI B opmare Kahoot. ITpumepsr Tem: «Ycmex-3To pe3ynabTar
HAacCTOWYMBOCTHU U TeprieHus» (7 kiacc);

«YTpaBlIeHHE SMOIUSAMH B CIIOKHOM cUTyarum» (8 Kiacc);

«Kcenopoobus» (11 kmacc).

Jlns xaxmoro Bo3pacTta HoJ0MpaIich COOTBETCTBYIOIINE CI0KHOCTh BOIIPOCOB, BpEMsI Ha OTBET
1 oopMIICHHE.

[Tpornecc npoBeieHNs ypoKa BBITIIAAEI CISAYIOIINUM 00pa3oM:

1. Yuurens co3gaét BukTOopuHy Ha matdopme Kahoot u BHIBOAUT Ha SKpaH (MPOEKTOP WU
MHTEpaKTUBHAsI I0CKA) UTPOBOM KOJI.

2. Yyammuecs 3axo14T Ha caiit kahoot.it uiau B mpuiioxeHne, BBOIAT KOJ U CBOE UM (HUK).

3. Ha nkpaHe mnosBiIs€TCs BONPOC M BapUaHThl OTBETOB; YYEHHKHM HAaKMMAIOT Ha CBOUX
YCTPOMCTBAX COOTBETCTBYIOLIUN [IBETHOW 3HAYOK.

4. Tlocnme kaxaoro Bompoca oToOpaxaercs Tabnuia JUIAEPOB, YTO CTUMYIUPYET
COpPEBHOBATEIIbHBIN MHTEPEC.

5. Ilo OKOHYaHHUH UTPHI YUUTENb aHAIU3UPYET PEe3yIbTaThl, 00CYKAAET C KJIaCCOM IMPaBUIIbHbBIE
OTBETHI, aKIICHTUPYET BHUMAHUE HA CIIOKHBIX MOMEHTAX.

Kpome Toro, mocne KaxJaoro 3aHsTHsI MPOBOAMIOCH KOPOTKOE HAONIOAEHHE 3a IOBEIECHUEM
ydamuxcs, a Takke HedopMmanbHble Oecenpl ansi cOopa oOpaTHOM cBs3H. DHUKCHPOBAINCH TaKUe
napaMmeTpbl, KaKk aKTUBHOCTb, SMOIIMOHAIBHBIN OTKJIMK, KOJIMYECTBO YYacTBYIOIIUX, MPAaBUIbLHOCTh
OTBETOB.

B pesynbrare anpobauuu ObUIM TMONYYEHBI CIEAYIOUIME KAayeCTBEHHbIE U KOJIWYECTBEHHbIE
pe3yabTaThI:

1. IloBbllIeHMe MOTHMBALIMU M BOBJICUEHHOCTH yuamuxcs. Bo Bcex kiaccax Mbl  HaOI0Janu
BBICOKHMI MHTEpec K popmaTy urpel. B 7-8 knaccax naxxe 0ObIYHO MACCHUBHBIE YUEHUKH BKIIIOUMIIUCH B
nporiece, CTapaliuch MPUAYMBIBaTh KpeaTuBHble HUKH. B 11 kiacce, rae yyeOHas Harpyska BelMKa,
Kahoot no3Bomw1 cHATH HanpsKeHUE U pa3HOOOPa3UTh PYTUHY MOATOTOBKH K dK3aMEHaM.

2. Pa3BuTHE KOMMYHUKATHUBHBIX HaBbIKOB. llocie wurpel yuwamuecs oOCyXKJalnu BOMPOCHI,
CIIOPUJTH O TIPABMJIBHOCTH OTBETOB, MIOMOTAJIU APYT APYTY pa3o0paThCsa B TeME. DTO CIIOCOOCTBOBAIIO
Pa3BUTHUIO YMEHUS apIyMEHTHPOBATh CBOIO TOUKY 3PEHHS U CIIYIIATh IPYTHUX.

3. Ynyumenue ycBoeHuss Marepuana. CpaBHEHUE pE3yJIbTaTOB BUKTOPUH IO OJHOM M TOM Xke
TeMe, MPOBEIEHHBIX HAMU B Pa3HbIX Kiaccax (Tae ucnosb3oBancs Kahoot! u rae HET - KOHTpONbHBIE
KJIaCChI), TOKA3aJ10, YTO B AKCIEPUMEHTAIBHBIX IPYIIAX CPEIHUMN MPOLEHT NMPaBUIBHBIX OTBETOB OBLI
BhIle Ha 12-15%. Yyammecs Takxe JIydiine 3alIOMUHAINA JETaTH MPU MOCIEIYIONIEM YCTHOM OIPOCe.

4. Apanrtanus K BO3pacTHBIM OCOOEHHOCTSIM. BBICHMIIOCH, YTO B MIJIQJUIMX KJIaccax Ba)HO
OrpaHUYUBAThH BpeMs oTBeTa uyTh JInHHee (30-40 cexyHn), 4TOOBI 1€TH YCIEBaIM MPOYUTATh BOIIPOC.
B cpeaneii mkone xopomio pabOTaOT BOMPOCH HA JIOTUKY U «HepeBEPTHIIINY. CTaplieKkIacCHUKU
OLICHWJIM BO3MOXKHOCTh CO3/1aBaTh CBOM BHUKTOPHWHBI JUJIsl OJJHOKJIACCHUKOB (Kak JloMalllHee 3aJaHue),
YTO MO3BOJIUJIO UM MPOSIBUTH TBOPUECKUE CIIOCOOHOCTH.

5. BoiaBnenue npoGenoB B 3HaHusAX. OyHkius otuéroB Kahoot mo3Bomiser yuurento yBUIETb,
KaKHie BOINPOCHI BBI3BAIM 3aTPYAHEHUS Yy OOJIBIIMHCTBA. DTO JIAJI0 BO3MOXKHOCTb CKOPPEKTHPOBATh
JaJibHElIee 00bICHEHUE TEMBI.

[TosryueHHblE HaMU pe3yJbTaThl COIJACYIOTCA C JAHHBIMHU COBPEMEHHBIX HCCIIEJOBAHUN O
MOJIOKUTEITHFHOM BIIMSHUH FeMMU(UKAIIUN Ha y4eOHBIN Tpo1ecc.
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B konrtekcre ypokoB Bocnuranus ucnonszoBanue Kahoot okaszanock 0COOEHHO YMECTHBIM,
MOCKOJIBKY TIO3BOJISIET MOJICNIMPOBATh CHUTYallMd HPABCTBEHHOTO BHIOOpPA, OOCYXIaTh IIEHHOCTH B
MHTEPaKTHUBHOHN Qopme, He mpuderast K MOpaTu3aTOpCTBY.

Ha nammx 3anarusx ¢ Kahoot yueHuku He mpocto ycBauBad HH(OPMALMIO O TpaBUiIax
MOBEJCHUS WM TpaJuLMsIX, HO U YYWIUCh OBICTPO NPUHUMATh pPELICHHsA, paboTaTb B KOMaHJE,
CHPABJIATHCS C SMOLUSAMH IIPU MPOUTPHILIE — BCE ITO SIBISIETCA BaXKHBIMH KOMIIOHEHTAMU COIMANIbHO-
SMOLMOHAIBHOTO 00y4EHUs.

OpHako cymecTBYIOT U orpanuueHus. [l nposeaenus ypoka B popmate Kahoot Heobxoanumo
HaJIMYMe CTAaOMIBHOIO MHTEpPHETa, YCTPOMCTB y KaKJIOTO YYEHUKA MM XOTA Obl y mapbl (MOXHO
pabotate B rpynmnax). B ycnoBHSX HEKOTOpPBIX ILIKOJ 3TO MOXET ObITh mpobiemoi. Kpome Toro,
YUUTENb JOJIKEH 3aTPAaTUTh BPEMsI Ha OJATOTOBKY KaUECTBEHHON BUKTOPUHBI: BOIIPOCHI TOJIKHBI OBITH
IpaMOTHO C()OPMYJIMPOBAHBI, @ BADUAHTHI OTBETOB — UCKJIIOUYATh JJBYCMBICIEHHOCTb.

Ham npaktuueckuii onsIT ucnonb3oBanus miargopmsl Kahoot Ha ypokax Bocnuranus B 7, 8 u
11 knmaccax MOATBEP:KIAET, YTO LUGPOBbIE MHTEPAKTUBHBIE TEXHOJIOTUU SIBISIOTCS 3(PPEKTHUBHBIM
CPEACTBOM peajM3allud MHTErpaTUBHOrO MoJXojxa B oOpa3oBaHuM. OHU TO3BOJIAIOT IOBBICUTH
MOTHBAllMI0 M  [IO3HABATENbHBI HHTEpEC LIKOJbHUKOB, pa3BMBAaTh JKU3HEHHBbIE HABBIKU
(KOMMYHHUKaLUs, KpUTHYECKOE MBIIIJICHUE, CAMOPETYIISIH), 00eCIIeUnTh CBA3b TEOPHU C MPAKTUKOM
yepe3 UTPOBOE MOJEIMPOBAHME CUTyallMi, AudQepeHunpoBaTh 3adaHusi C y4ETOM BO3PACTHBIX
0COOEHHOCTEH.

Mpbl pekoMeHAyeM BKIIOYATh 3JIEMEHThl TelMudukanuu B cUCTEMY YpOKOB Bocnuranus,
coyeras MX C TPaJULUOHHBIMU METOJaMM, a TaKKe IMPOBOAUTH OOydEHHE MeAaroroB padbore ¢
uudpoBeiMu MIatdopmamu. JlaabHEHIIME HCCIEIOBAHUSA MOTYT OBITh HalpaBIEHbl Ha U3MEpEHUE
J0ArocpoYHbIX 3(PdexToB ucnosnb3oBanus Kahoot! Ha ¢dopmMupoBaHME LEHHOCTHBIX OpUEHTALUMN
y4Jalmxcs.
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