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Kompyuter ilmlari va muhandislik texnologiyalari. Xalgaro ilmiy-texnik
anjuman materiallari to‘plami — Jizzax: O‘zMU Jizzax filiali, 2025-yil 26-27-sentabr.
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Xalgaro miqyosidagi ilmiy-texnik anjuman materiallarida zamonaviy
kompyuter ilmlari va muhandislik texnologiyalari sohasidagi innovatsion tadqiqotlar
aks etgan.

Globallashuv sharoitida davlatimizni yanada barqaror va jadal sur’atlar bilan
rivojlantirish bo‘yicha amalga oshirilayotgan islohotlar samarasini yaxshilash
sohasidagi ilmiy-tadqiqot ishlariga alohida e’tibor garatilgan. Zero iqtisodiyotning,
ijtimoiy sohalarni gqamrab olgan modernizatsiya jarayonlari, hayotning barcha
sohalarini liberallashtirishni talab gilmoqda.

Ushbu ilmiy ma’ruza tezislari to‘plamida mamlakatimiz va xorijlik turli
yo‘nalishlarda faoliyat olib borayotgan mutaxassislar, olimlar, professor-o‘qituvchilar,
ilmiy tadqiqot institutlari va markazlarining ilmiy xodimlari, tadgiqotchilari, magistr
va talabalarning ilmiy-tadqiqot ishlari natijalari mujassamlashgan.

Mas’ul muharrirlar: DSc.prof. Turakulov O.X., t.f.n., dots. Baboyev A.M.

Tahrir hay’ati a’zolari: p.f.d.(DSc), prof. Turakulov O.X., t.f.n., dots. Baboyev
AM., t.f.£.d.(PhD), prof. Abduraxmanov R.A., p.f.f.d.(PhD) Eshankulov B.S., p.f.n.,
dots. Alimov N.N., p.f.f.d.(PhD), dots. Alibayev S.X., Tt.f.f.d.(PhD), dots.
Abdumalikov A.A, p.f.f.d.(PhD) Hafizov E.A., f.f.f.d.(PhD), dots. Sindorov L.K.,
t.f.f.d.(PhD), dots. Nasirov B.U., b.f.f.d. (PhD) O‘ralov A.L., p.f.n., dots. Aliqulov S.T.,
t.f.f.d.(PhD) Kuvandikov J.T., i.f.n., dots. Tsoy M.P., Sharipova S.F., Jo‘rayev M.M.

Mazkur to‘plamga kiritilgan ma’ruza tezislarining mazmuni, undagi statistik
ma’lumotlar va me’yoriy hujjatlarning to‘g‘riligi hamda tanqidiy fikr-mulohazalar,
keltirilgan takliflarga mualliflarning o‘zlari mas’uldirlar.
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Annotation: The article is devoted to the implementation of the principals of
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goals.
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In today’s world, the reality is that a search is being conducted everywhere for
new, non-standard approaches to increasing efficiency in managing various
educational systems and processes. One of the latest technologies for organizing the
educational process is gamification. Gamification is a relatively new technique, and
therefore it has been partially developed. However, in the last decade, it has been
considered one of the most promising innovative technique in pedagogy thus
possessing considerable educational potential. The implementation of the principles of
gamification in the educational environment as one of the modern and effective
technologies contributes to the creation of an extraordinary atmosphere in the
educational process, increasing the student motivation and achieving real educational
goals.

Gamification is the use of game approaches to non-game processes and it allows
to increase the involvement of participants in solving applied problems, using service
products, enhancing customer loyalty, etc. However, the essence of this mechanism is
rather the consequences of such usage. Moreover, the most important aspect of
applying game approaches is often the process itself, which is modified and
transformed due to the emergence of a completely different vision of the system, and
the goal or final action becomes a pleasant bonus for paticipation.

When implementing this phenomenon in non-gaming systems, the following
occurs: the rules, mechanisms and purpose of work remain the same but the participant
wants to engage in activities on their own, without anyone’s instructions. This means
that the action itself remains the same but the angle of vision and perception become
different due to the introduction of principles that are non-standard for such activities.
In this case, we can say that gamification is the adaptation of game approaches to
various systems and processes [1]. In other words, the task is to make the new
mechanics intuitive and simple, as well as to find a way to apply it correctly to your
needs and purposes. If this rule is not well thought out, the so-called cargo cult appears
— thoughtless imitation that does not work and often leads to the failure of the entire
campaign. It is merely a poor copy that lacks the proper, specially adapted principles
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of operation. Thus, simply applying game mechanics in non-game processes may
worsen the situation due to the emergence of new incomprehensible rules and
solutions. That is why, when speaking of gamification it is better and more accurate to
use the term ‘adaptation’.

Thus, we come to the conclusion that gamification is an attempt to create a
friendly environment adapted to the needs of those within it. This product should
evolve over time without violating internal principles and goals. Gamification should
be a dynamic process, where the main elements are the process itself and the
subsequent result for the consumer. It can be argued that the primary goal is not to
obtain the final result, but to focus on the process itself and maximize participant
retention.

It should be noted that when implementing the principles of gamification in their
own systems, it is essential to understand the distinction between gamification and
badgefication. The concept of badging is mistakenly equated with gamification, which
is incorrect. The basis of badging is the so-called PBL — points, badges and
leaderboards. It is this system of awards that constitute the essence of badging, but is
not always used in gamification.

Let us dwell on the concept of PBL in more detail. It cannot be denied that these
are some of the most common elements of gamified systems. PBLs are idiosyncratic
ratings and incentive systems designed to motivate people during gameplay. This
system is far from mandatory in the context of gamification, and its application should
be approached with caution and purpose. It is also worth adding that the use of badges
in educational institutions at any level is one of the most challenging and even painful
experiences for students. The issues arise during the entry process (students sometimes
cannot understand why they are obliged to do this, do not grasp the rules, do not want
to earn points or be part of the ranking), in the participation itself (with the
encouragement of some students the rest of the group may feel that they have lost
leading to a loss of interest and motivation) and as well as in exit from the system (the
student may not fully understand why such a game was needed, those who ‘won’ may
not be satisfied with the prize while those who ‘lost’ could feel disappointed and angry
with the leader for attempting to manipulate them).

Nowadays education and training use gamification successfully because, first of
all, these fields deal with the younger generation, which directly constitutes an
audience interested in an unusual format and additional motivation. That is why
teachers borrow tools from board games, adapt classes for the younger generation in
order to correspond to the modern way of life and motivate, maintaining their focus.
Gamification helps to revise unclaimed knowledge or work formats because with its
help the goal of training is not the result in the form of assessments, but the process
itself. Moreover, many note an increase in the internal motivation of students of all
ages, rather than endless attempts to influence them externally.

Nevertheless, one should not confuse the various techniques used in the
educational process directly with gamification. For example, the difference between
gamification and game-based learning (GBL) is obvious. The first and most important
difference is that GBL does envolve remaking the system for the needs of the audience,
it only uses ready-made games for entertainment. In other words, when using
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gamification in training, only selected game elements and tools adapted to the
audience’s needs are used, but not whole, ready-made games created in advance.
Moreover, ready-made games and simulators cannot be equated with the concept of
gamification, but can be part of it.

To sum up, it is worth focusing on one more important point regarding the use
of gamification. Kevin Werbach, a professor at the University of Pennsylvania, argues
that in order to implement gamification, one must pay attention to the rule of six Ds,
which are as follows:

- Define — determine why you need to implement gamification;

- Delineate — describe the desired behaviour of the players;

- Describe — imagine and describe who your players are;

- Devise — develop activity cycles within the game;

- Don't forget — don’t forget to come up with an entertainment component;

- Deploy — select tools for your gamified system [3].
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AHHOTanusi: B paboTe paccMaTpUBAIOTCS BOMPOCH OOyuYeHUs OyIylIux
yuutesae nHQOPMaTUKU OCHOBaM MCKYCCTBEHHOTO MHTEJUIEKTA U OOJIBIINM JaHHBIM.
[TpuBOIATCS BO3MOXKHBIE CTPYKTYpHBbIE U3MEHEHUS B yUE€OHBIX IJIaHaX, IPU3BAHHBIE
JIMKBUAMPOBATh pPa3pblB MEXAY [ICKIAPUPYEMBIMU Ha TOCYAAPCTBEHHOM YPOBHE
LEJSIMU U PEATIbHBIM COAEPKAHUEM MOArOTOBKH MEIarOTHYECKUX KaIpoB.

Ki1roueBble c10Ba: UCKYCCTBEHHbBIN HHTEIIEKT; OOJIBLINE JAHHBIE; TOATOTOBKA
yuuTenst UHpOpMaTUKH; 3TUKA UCKYCCTBEHHOTO MHTEJIEKTA.

B nacrosmee Bpems uckycctBennbiit uaTerniekt (M) u 6onpmme nanusie (Big
Data) mepectanu OBITh Y3KOCIEIHUATU3UPOBAHHBIMU TEXHUYECKUMHU OOJIACTAMH H
TpaHC(HOPMHUPOBATUCH B (DyHIaMEHTaIbHBIE KOMIIOHEHTHI COBPEMEHHOU HU(pOBOI
IPaMOTHOCTH, a TaKX€ B KPUTHYECKH BaXXHbIE (DAKTOPHI, OIMPEACISIONIHEC
HKOHOMHUYECKYI0 KOHKYPEHTOCITOCOOHOCTh rocyaapcTB. CTpeMUTENLHBIN POCT Ynciia
pabounx MecCT, TPEOYIOIMNX BIIAJEHUS STUMU CKBO3HBIMHU MU POBHIMUA TEXHOJIOTHUSIMHU,
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