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Abstract

This article studies the pedagogical aspects of gamification technologies in the
development of professional competencies in future oligophrenopedagogues.
Gamification is presented as an innovative approach to teaching in pedagogical
processes, through which the possibilities of increasing students' interest in the
activity, making the learning process interactive and interesting are shown. The
article considers the role of gamification in the formation of professional
competencies, its impact on the educational process in higher education and its
use as pedagogical technologies. Also, the methods of using gamification
methods in the educational process aimed at future oligophrenopedagogues, their
effectiveness and innovative solutions in teaching are analyzed.
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Introduction
GAMIFIKATSIYA ASOSIDA BO‘LAJAK
OLIGOFRENOPEDAGOGLARDA KASBIY KOMPETENSIYALARNI
RIVOJLANTIRISH TEXNOLOGIYALARINING PEDAGOGIK
JIXATLARI

90



https://omegajournals.org/

Omega Journal of Inclusive Education and Practice
ISSN (E): 3072-4694

Volume 01, Issue 02, May, 2026

Website: https://omegajournals.org

Licensed under a Creative Commons Attribution 4.0 International License.

Bozorboyev Javlon

Jizzax Davlat Pedagogika universituti

Maxsus pedagogika kafedrasi stajiyor o’qituvchisi
javlonbozorboyev8@gmail.com

Anotatsiya

Ushbu magolada, bo‘lajak oligofrenopedagoglarda kasbiy kompetensiyalarni
rivojlantirishda gamifikatsiya texnologiyalarining pedagogik jihatlari o‘rganiladi.
Gamifikatsiya pedagogik jarayonlarda o‘qitishning innovatsion yondoshuvi
sifatida taqdim etiladi, uning orqali o‘quvchilarning faoliyatga bo‘lgan
qiziqishini oshirish, o‘rganish jarayonini interaktiv va qiziqarli qilish
imkoniyatlari ko‘rsatiladi. Maqolada, kasbiy kompetensiyalarni shakllantirishda
gamifikatsiyaning o‘rni, uning oliy ta'limdagi o‘quv jarayoniga ta'siri va
pedagogik texnologiyalar sifatida qo‘llanilishi ko‘rib chiqiladi. Shuningdek,
bo‘lajak oligofrenopedagoglarga yo‘naltirilgan o‘quv jarayonida gamifikatsiya
metodlarini qo‘llash usullari, ularning samaradorligi va o‘qitishdagi innovatsion
yechimlar tahlil gilinadi.

Kalit so‘zlar: Gamifikatsiya, oligofrenopedagogika, kasbiy kompetensiyalar,
pedagogik texnologiyalar, innovatsion ta'lim, o‘quv jarayoni, pedagogik
metodlar.

reiMU(UKAIIMOHHBIX ~ TEXHOJIOTMM B Pa3BUTUU  MPOQPECCHOHATBHBIX
KOMIETEeHINN Oymynmx onurodpenonenaroros. ['eiimudukaius npeacrapieHa
KaK MHHOBAaLMOHHBIA MOAXOJA K OOYy4YeHMIO B IMEJAroru4yeckux Mporeccax,
JEMOHCTPUPYIOMIMKA BO3MO)XHOCTH TOBBIIIEHUS HHTEpeca CTYIEHTOB K
JEeSTEIIbHOCTH, TIOBBIIICHUSI WHTEPAKTUBHOCTH M HWHTEPECHOCTH Yy4eOHOTO
npoiiecca. B crarbe paccMmarpuBaeTcs posib reiMudpukanu B GOpMUPOBAHUU
npodeccruoHaNbHBIX KOMIIETEHITNH, €€ BIUsIHNE Ha 00pa30BaTeIbHBINA MPOIECC B
BbICIIEM O0Opa30BaHMM M €€ HCIOJb30BaHUE B KaueCTBE I€Jaroruyeckoin
TEXHOJIOTHH. Taxoxe aHAJIM3UPYIOTCS METObI UCIIOJIb30BaHUS

AHHOTAIUA: §
B  nmanHOM  crarbe = paccMarpuBarOTCS — MEJArOTMYECKUE  ACMEKThI

reiMupuKaImOHHBIX TEXHOJIOTUI B o0pa3oBaTeIbHOM po1ecce,
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OpUEHTHUPOBAHHOM Ha OyIYyIIUX OMUTOPpPEHONEeNaroroB, ux 3GpQexKTUBHOCTh U
MHHOBAIIMOHHBIE PEIICHUS B O0YUCHUH.

KioueBbie cjioBa: [eitmudukarus, onurodpeHonenaroruka,
npodeccruoHaibHbIe KOMITETCHIIHH, nearoruyecKue TEXHOJIOTHUH,
WHHOBAIMOHHOE 00pa3oBaHue, 0Opa3oBaTelIbHBIN MPOIIECC, MEeIaroru4ecKue
METO/IBL.

We believe that it is necessary to consider the professional competence of a
special educator with special needs as an important structural component of
professional competence based on gamification. Gamification competence serves
as a specific transformation of the field competence into the affective sphere
through the interaction of participants in the educational process.

The founders of special education in the countries of the Commonwealth of
Independent States, studying the psychological characteristics of children with
disabilities based on the laws, principles and directions of their development,
emphasize the importance of activities based on gamification elements, along
with the uniqueness and necessity of the educational process. They point to the
importance of a special educator who can use gamification in the special
education process, who takes into account the individual needs of children and
has stable professional qualities.

In their research, scientists emphasize that ““it is important for a special educator
to have love for the child, attention, patience, and pedagogical optimism, the
ability to solve educational tasks through game activities, deep, comprehensive,
and systematic knowledge inherent in the humanities, and the ability to make
quick and correct decisions in the gamification process” [41], [42], [44], [46],
[54], [58], [62], [73], [77].

In the process of studying research on the training of special educators, it can be
seen that many scientists consider the skills of effective use of gamification
technologies to be important, along with the knowledge, skills, qualifications, and
competencies that future special educators should acquire.

Studies conducted on the training of specialists in various areas of special
pedagogy have also revealed the possibilities of adapting gamification elements
to the educational process. In particular, in the field of oligophrenopedagogy, the
research conducted by L.R. Muminova, M.Y. Ayupova, Y.Y. Chicherina, D.A.
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Nurkeldiyeva, Y.E. Bondareva, L.R. Haitov, M. Mahmudova, T.B. Filicheva, O.P.
Pravdina, L.S. Volkova, S.N. Shakhovskaya, Y.N. Zhukatinskaya, N.K.
Kharchenko, O.V. Sapronova, A.A. Almazova, E.A. Zaytseva and others
highlighted the developmental value of game-based training.

In the field of oligophrenopedagogy, V.V. Voronkova, G.G. Korneva, A.lL
Meremyanina, T.A. Guzikova, L.A. Gladun, V.V. Bespalova, V.A. Borodina, R.G.
Aslayeva, G.M. Dulnev, X.S. Zamsky and others substantiated the role of
gamification in activating cognitive activity.

In the field of typhlopedagogy, the works of I.B. Kovalenko, A.S. Ganzhi, A.G.
Litvak, M.1. Zemtsova, N.G. Krachkovskaya, B.V. Sermeyev, A.l. Kaplan, V.A.
Feoktistova and others covered the issues of using demonstration and game
technologies.

In the field of surdopedagogy, V.I. Beltyukov, F.F. Rau, R.M. Boskis, T.A.
Vlasova, G.A. Zaytseva, N.M. Nazarova, E.V. Ryazanova, L.S. Dimskis, O.V.
Makarova, S.A. Kuzminova, G.Sh. Tufatulin, V.V. Oleshova, V.P. Timokhin, A.S.
Shafranova, D.B. Yakubzhanova and others have shown the communicative and
motivational significance of gamification elements.

Attempts to study the personal and professional characteristics of special
educators, including their activities based on gamification, began to be observed
from the second quarter of the 20th century. P.F. Kapterev, V.P. Kashenko at the
end of the 19th century were able to interpret the dynamic, suggestive and
humanistic forms of the special educator's personality, relying on the "general"
psychological qualities of the teacher's personality.

Based on the long-term scientific research of these scientists, the basic
professional characteristics that are important for special educators have been
identified, which remain relevant in the process of applying gamification in
modern conditions. In particular, such qualities as “self-development, strong will,
patience, the ability to maintain motivation even in conditions of low educational
results, composure, an individual approach to each student, the formation of a
team environment through game-based activities, love for students and a
responsible approach to one’s work, and a valuable attitude towards one’s
profession” are emphasized [73].

In the current pedagogical and psychological literature, the general professional
and personal qualities of a special educator and their manifestation in the
gamification process are discussed by D.B. Yakubzhanova [170], N.A. Strogova
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[145], L.A. Yastrebova [172], V.A. Genkina [48], L.A. Lisurenko [95], V.A.
Dianova [56], I.A. Filatova [154], N.M. Nazarova [110], L.F. Serbina [132], T.I.
Yandonova [171] and other scientists.

They argue that a special educator working with children with special educational
needs, including an oligophernopedagogue, using game technologies should first
of all accept each child as a person, regardless of his existing limitations. And this
can be achieved only through a special approach focused on individual qualities,
universal values, a broad worldview, and a humanistic and motivational approach.
The analysis of the studied literature shows the need to form the following
important professional and personal qualities in future oligophernopedagogues
on the basis of gamification:

* belief that every child, regardless of whether he has special educational needs
or 1s normally developed, should be valued, protected and educated;

« children's rights, opportunities and equality in education;

* implementation of a humanistic approach through game-based activities,
establishing effective communication, demonstrating optimism and an active life
position;

* perception and support of the child as a person in the educational process.
Many authors, along with the personal qualities of a special educator, recognize
the uniqueness of his activities related to gamification and the content of
professional activity [23], [47], [52], [81], [109], [141], [144], [145]. They
emphasize the infinity and diversity of the activities of a special educator,
showing that psychological, pedagogical and practical aspects are combined in it.
This activity is manifested in the following types: diagnostic, didactic, prognostic,
transformational (transition from a state of development to a new stage through
the game), educational, organizational, social, consultative, constructive
(practical), design, gnostic, communicative and motivational activities based on
gamification, etc.

The complexity and multifaceted nature of the work of an oligophernopedagogue
(medical, pedagogical, psychological) in modern conditions, enriched with
gamification elements, further expands the professional responsibilities of a
specialist in the educational process and gives his professional qualifications a
specific character as follows:
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* use of game elements in the process of screening and diagnosing children with
special educational needs, planning and organizing corrective and gamification
work;

» assisting children with special educational needs in adapting to life and society
through game-based activities;

* organizing consultation and cooperation with parents (guardians) and
participants in the educational process on the basis of gamification;

« promoting and implementing special pedagogical and gamification knowledge,
while maintaining a humane attitude towards children with special educational
needs, etc.

The breadth of the scope of professional activity indicates another important
aspect of the work of a special educator: the diversity of mechanisms of disruption
in the children whom the teacher teaches does not allow him to operate according
to a strict template even in the process of gamification. This is directly related to
the uniqueness of each child’s development, individual needs for game activities,
and the need for an individual approach to each child.

In the process of implementing professional activity, in particular, when
organizing education based on gamification, teachers, according to L.F. Isaev,
V.A. Slastenin and E.N. Shiyanov [157], are faced with the need to solve the
following group of pedagogical tasks in accordance with the logic of reality:
 analytical and reflexive (analysis of the gamified pedagogical process, its
components, emerging difficulties, awareness of the teacher’s own subjectivity,
evaluation of his own activities, review of experience in using game
technologies);

* constructive-prognostic (creation of a holistic pedagogical process based on
game elements, planning, forecasting the results and consequences of decisions
made);

 organizational and activity-based (implementation of various gamification
options of the educational process, combining various types of pedagogical and
game activities);

* evaluative and informational (collection, processing, storage and evaluation of
information about the state and development prospects of the gamified
pedagogical system);
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» corrective and regulatory (adjustment of the direction of the pedagogical process
based on the game, establishment of the necessary communication and incentive
links, their regulation and support).

The presented approach and the concept of contextual learning most accurately
reflect the features of the future professional activity of a special educator,
including a gamified educator.

According to the concept of contextual learning, as put forward by A.A. Verbitsky
[22; 23], the process of professional development of a specialist consists of the
sequential modeling of the subject and social content of professional activity
mastered by students using all forms, methods and means of education, including
games and interactive technologies. This process is carried out through three
types of interrelated models, which together form a dynamic model of the
transition of students from educational activities to professional activities based
on gamification.

* Person-centered education in the process of gamification allows each student to
express himself in educational and educational activities, relying on his
inclinations and interests, capabilities and abilities, value orientations and
subjective experience.

* Person-centered education is a process of development of personal qualities and
self-development based on universal human values. The individual approach is
the main principle of psychology, which requires taking into account the
uniqueness of the child in the educational process. It is this approach that
determines the place of the child in the educational process as an active subject
in the conditions of gamification and, as a result, leads to the formation of subject-
subject relations.

The theoretical foundations of the individual approach were developed by the
famous Russian psychologist S.L. Rubinstein. K.K. Platonov interpreted the
individual approach as an individual approach to the person, considering it a
system that determines all mental processes.

* V.P. Bespal'ko emphasizes the leading importance of the individual approach in
pedagogy, showing that this approach allows achieving effective results,
especially in the organization of game-based education.

* Many scientific works are devoted to the problems of training students in the
field of oligophrenopedagogy (P.O. Agavelian, .V. Galanova, A.V. Genkina, L.V.
Larionova, L.F. Serbina, S.M. Sokolova, N.A. Strogova, etc.). Analysis of these
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studies shows that they are aimed at preparing oligophrenopedagogical students
who are receiving education in the field of special pedagogy, including those who
are preparing to use gamification elements, for correctional and educational
activities.

* The issues of developing organizational forms of higher professional education
in the training of students in the field of oligophrenopedagogy are covered in the
works of P.O. Agavelian, S.D. Zabramnaya, Kh.S. Zamsky, V.A. Lapshin, N.M.
Nazarova, M.N. Perova, B.P. Puzanov, S.N. Shakhovskaya, E.D. Khudenko, [.M.
Yakovleva, etc. These studies also substantiate the pedagogical importance of
using game technologies and active methods.

* The activities of oligophrenopedagogues are carried out in complex conditions:
they must, along with solving general pedagogical problems, also take into
account the limited capabilities of the child. The insufficient development of
communication, behavior or other skills in mentally retarded students requires the
special educator to find special game-based methods, skillfully combine
traditional and gamified educational methods, as well as adapt educational
materials in conditions of impaired functions or in the prevention of secondary
developmental disorders. The educational process is carried out on the basis of
constant cooperation and interaction between the educator and the child, taking
into account the individual characteristics of the child's development.

The correctional and pedagogical work carried out by the oligophrenopedagogue
1s aimed at providing psychological and pedagogical assistance to children with
intellectual disabilities and their parents, in which game-based activities serve to
study the child's personal characteristics, ensure their harmonious development
and create favorable conditions for the effective correction of disorders. The
activity of the oligophrenopedagogue is aimed at ensuring the socialization of the
child, increasing his independence and developing moral qualities in him.
Therefore, gamification is an important component of the activity of a special
educator in the correctional and educational process and the organization of
special conditions.

Many educators believe that sociability, self-analysis and empathy are the most
important personal qualities of a teacher. In the process of gamification, these
qualities are manifested in the ability to establish effective communication with
students, understand and accept their psychological state, manage interactions in
the classroom, reorganize activities in accordance with pedagogical tasks,
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motivate through play and manage one's own emotional state. These qualities are
a personal resource of a special educator, and their insufficient development can
lead to a decrease in the effectiveness of pedagogical activity and an obstacle to
personal professional development.

The pedagogical process should stimulate conscious independent learning and
cognitive activity through gamification elements, and should encourage students
to work with other students and the teacher in interactive and game-based
cooperation.

Secondly, the pedagogical process should have a character that constantly
develops the student. The essence of the pedagogical process is to create a free
gamified environment, to give students positive emotional energy, to relieve them
of negative emotions. If in the lesson there is a spiritual and playful commonality
among the participants of the educational process, the student feels the joy of life.
The necessary conditions and source of development are difficulties that do not
go beyond the student's capabilities, because the difficulty that is enough for him
1s accompanied by a feeling of satisfaction, forms a desire to know, learn and self-
confidence.

Thirdly, the pedagogical process should be enjoyable and interesting. All of the
above are also relevant for the educational process in a higher educational
institution where gamification elements are introduced.

A.V. Adolf states: “Improving the professional competence of a future teacher
based on gamification is carried out in the following main directions:

 revising the theoretical foundations of the professions of teaching various
subjects, taking into account certain psychological and pedagogical concepts of
education, which will allow avoiding formalism in professional knowledge,
increasing their basic level,

* ensuring the systematization of all psychological, pedagogical, scientific and
professional knowledge;

* revising the practical training of students based on gamification - changing not
only the forms of practice, but also the forms of introducing their various types;
* introducing professional training focused on gamification into psychological
and pedagogical disciplines, studying special courses that combine professional
training with special training of a future teacher;

* introducing the principle of multimodality - introducing students to various
professional systems, even alternative systems based on gamification.
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He advises future teachers to discuss the elements of gamification during the
discussion It allows you to determine your attitude towards the methods, to accept
them or not.

Based on the conclusions obtained, we can assume that in order to improve the
professional competence of future oligophernopedagogues in the educational
process, a special pedagogical environment and conditions should be created,
including gamification elements. The creation of such an environment and
conditions for students will lead to an increase in the level of formation of
professional competence in them. Below is how such conditions and
environments are organized. In this case:

* organization of the educational process in pedagogical universities based on the
principle of humanity and gamification elements;

* use of gamification tools that develop the components of professional
competence in teaching;

* a transparent and positive game-based educational environment;

* the presence of an environment that creates the basis for creative communication
between students and professors and teachers aimed at gamification.

The presence of these pedagogical conditions helps the student to master his
specialty consciously and through gamification.

The analysis and specificity of the professional competence of the future
oligofernopedagogue, as well as the pedagogical conditions for its improvement,
serve as the basis for drawing a conclusion that the dependence of the process we
are studying on a number of factors. Factors are a set of several reasons in this
general form. Factors, as a rule, are inextricably linked to each other, live in one
system, are directly related to the process and contribute to the implementation
of goal-oriented actions based on gamification.

The formation of professional competence of students of the
oligofernopedagogue direction is based on the following factors:

* motivational readiness of future oligofernopedagogues for professional work in
the educational process and readiness for gamification;

* manifestation of creative and game-based activity by future

oligofernopedagogues in training sessions;
*  humanistic and  gamification-oriented  orientation of  future
oligofernopedagogues;
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* the possibility of gamification-based participation of future oligophrenologists
as subjects of professional activity.

In research studies devoted to the study of modern education, special attention is
paid to identifying hidden human abilities and developing them in the educational
process, especially the teacher's humanitarian and game-based gamification
qualities are of great importance, because such a teacher not only gives the student
knowledge, but also creates the basis for his formation as a person and his
development through gamification.
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