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Jlannas cmamos nocesaueHa 60npocy UCHOIb308AHUS USPOBLIX MEXHOL02U 8 HauanbHOU wKoe. [lokazano, umo uepo-
8ble MEeXHOI02UU CNOCOOCMBYIOm (opmuposanuio y Oemeti MEOPHUECKUX 3A0AMKO8, AKMUBHOCHIU, MAKHCE OHU NOBbl-
warom unmepec K npeomemam. bBonvuioil naroc uepvl 8 mom, ymo oHa modcem Ovimsv GKAIOYEHA 8 000U U0 Oeameb-
HOCMU U ABIAEMCA KOCBEHHbIM 8030elicmauem, npu KOMopom WKOIbHUK 8bICYNAem 6 poau cyovekma, a He 00bekma
OdeamenvHocmu. A 8 céa3u ¢ IMUM 0emu camu cCmpemMamcs K npeoooeHutr0 mpyoHocmetl U peuleHur0 NoCmasieHHbIX
3a0ay. Mepa nogvluaem MOmMuayuro yueHus,, CmumMyaupyem uHUyuamuey, meopueckutl nooxo0 K nOCmasieHHou 3a0a-
ye, yuum oemeil COBMECMHOMY MpPYOy U NOCMOSIHHOMY 83aumolelicmeuto. Ilooobnas mexnonocus nomozaem Gopmu-
posambs paznuynble cmpame2uu peuleHusi NOCMAasieHHou 3a0ayu, a maxice 3HaHutl, KOmopsie MO2ym Oblmb UCHONb3O0-
sanvl 6 unvlx obracmsx. Camoe 3anumamenvHoe mo, 4mo Cam Y4eHux 6 npage NPUHUMAMb me UlU UHble peleHus U

cpasy dice sudemsv NOOYUeHHbII pe3yabmam. J{annvii mun oueHs npugieKxamenet ois 00y4arnuuxcs.
KuioueBble cjioBa: Urpa, MHTEPAKTUBHBIE TEXHOJOTHH, IJIAHUPOBAHHUE, ICUXOJOTHUECKHEe 0COOEHHOCTH.

I/I rpa — 310 ocobas (GopMa B3aUMOIEHCTBUA B
KoJJIeKTHBe. bombmas pons B GOpMHUPOBAHHH
pebeHKa MPUHAIIEKNT UTpe, KaK OJJHOMY U3 OCHOB-
HBIX BUJOB JESTETFHOCTH IMOAPACTAIOIIETO TTOKOJIe-
HHA. I/Irpa — 3TO0 OCMBICJICHHAsA IOCATCIBHOCTD, sIB-
Jromasacia BBIPAXKCHUEM KOHKPETHOT'O OTHOIICHMSA
JTIHOCTH K OKpY’)KaIoIIeH ee pa3HooOpa3HOi meii-
CTBHTEJILHOCTH. Ee MOXXHO ommcaTh W Kak MOPOXK-
JICHUE JIeSITeTIbHOCTH, Oarogapsi KOTOpoil OH BUAO-
n3MeHsieT Mup. CMBICIT JK€ UTPBl — BO3MOXKHO BHJIO-
M3MEHATH ACHCTBUTENIBHOCTD [6]. 3HAUEHHE HTPHI —
BO3IL€I>'ICTBI/IC IIKOJIbHMKa Ha MUP WU IIOCTOsAHHAA B
3TOM HEOOXOJUMOCTh. B COBpeMEHHOM MUpe, TIe
MTPOUCXOANT MOJIEpHU3alUsl 00pa3oBaHUs, JOCTa-
TOYHO MHOTO BHUMAaHUs yjeiseTcs GOpMUPOBAHUIO
TBOPUYCCKHUX 3a4aTKOB U aKTUBHOCTHU Y ,Z[eTeﬁ, HUHTC-
peca x mpenmeram. [lomoOHasi aKTHBHOCTH PEAKO
MO’KET BO3HHKHYThH caMma 10 cebe, OHa, JaIlle BCero,
BBICTYIIAET PE3yJIbTATOM IIeJICHANPABICHHON Jiesi-
TEJIHHOCTH TIENaroroB Oiaromapst OIpeeeHHbIM
TexHoiorusiM. K momo0HOTO pojia BO3IEHCTBUAM
OTHOCHTCA U UT'pOBasd TEXHOJIOI'UA.

BoJsbIIof 1mroC Urpel B TOM, YTO OHA MOYKET
OBITH BKIIFOUCHA B JIO0OM BUJ| ACSITEIBHOCTH U SIB-
JISIE€TCI KOCBCHHBIM BOSILGﬁCTBI/IGM, IIpru KOTOpOM
IIKOJIFHUK BBICTYMAET B POJI CyObeKTa, a He 00b-
€KTa JICITeNTLHOCTH. A B CBS3H C 3TUM JIETH CAMH
CTpeMsITCS K TPEOJIOJICHHIO TPYTHOCTEH W perie-
HUIO MMOCTaBIICHHBIX 3a/1a4. Ho He ciemyer nymarsb,
YTO UIpa BCEro JUIIb pa3BieueHue. OHa sSBIsIeTCS
0COOBIM METOJOM BOBJICUCHUH JeTel B TBOpUe-
CKYIO JesiTeNbHOCTh. Mrpa — 310 0coboe cpencTso,
ryie peOeHOK 3aHUMAaeTCsl caMoBOCTTUTaHueM [ 1].

Urpa noBblmaeT MOTHBALMIO yYYEHHS, CTUMYJIU-
PYET MHHUIHUATHUBY, TBOp‘IeCKI/Iﬁ II0aX04 K IIOCTaB-
JICHHOW 3a/iave, y4uT JIeTeld COBMECTHOMY TPYAYy H

MOCTOSIHHOMY B3aUMOJACHCTBHUIO. JlaHHasg TEXHOJO-
r'usi ToMoraeT (QOpMHUPOBATh PAa3TUYHBIE CTPATETHH
peUIeHusl MOCTaBICHHOM 3aJayM, a TAaKXKe 3HAHUM,
KOTOpBIE MOTYT OBITh UCTIONH30BAHEI B HHBIX O0Jac-
Tax. CaMoe 3aHMMaTeNnbHOE TO, YTO CaM YUEHHUK B
[paBe NMPUHUMATh T€ WM HHBIE PEIIeHHUd U Cpasy
)K€ BHJETh MOAYYEHHBIM pe3yipTaT. J(aHHBIA THI
OYEHb MPUBJIEKATENCH I 00yYarOIuXCsl.

BaxxHo moMHHTB, YTO WUrpa SBISETCS TOCTATOYHO
3P PEKTUBHON WHTEPAKTUBHON TEXHOJIOTHEH, KOTOPYIO
MOXXHO TIPUMEHHUTH TII0 OTHOIICHHIO K MIIa IINM
mkonpHUKaM. A 1o maeHuro C.A. IlaBnoBoii, BHeape-
HUE MHTEPAKTHBHBIX TEXHOJOTHH OCHOBAaHO Ha ydeTe
CIIEITYFOIIMX BO3PACTHBIX OCOOEHHOCTEN MIKOIEHUKOB:

— HavyaJIbHAs IIKOJIa CBSI3aHA C M3MEHEHHEM OCHOB-
HOW JEATENLHOCTH JISTEH ¢ WUIpOBOi Ha y4eOHYIO, a
MIPUMEHEHNE WHTEPAKTUBHBIX TEXHOJIOTHH, B JaHHOM
ClTy4ae, UTPOBBIX, IIOMOTAET YCKOPHUTH 3TOT IPOIIECC;

— OOJIBIIMHCTBO T€X 3HAHUH, KOTOPHIC MIKOJb-
HUKHU TIOJYYWJIM Ha YPOKE, HE BCErJa HUCIOJIBb3Y-
IOTCSl MU BO BHEYPOYHOU NIESITEIIHHOCTH. UTPOBas
ke JeATEIbHOCTh MOBBIMAET 3 (HEKTUBHOCTh 00-
pa3oBaTeNIBHOTO Mpoliecca;

— WTPOBBIE TEXHOJOTHHM TIOMOTAIOT HE TOJBKO
pPa3psAUTh JOCTaTOYHO BBICOKYIO AMOIMOHAIBHYIO
HaNpPsHKEHHOCTh, HO U YIYYIIUTh y4eOHBIN TpoIIecc,
cenaTh ero 0oJee HHTEPECHBIM U MI03HABATEIBHBIM.

Bompocom urpoBoii AesTeNbHOCTH 3aHUMAIICh
oreuecTBeHHbIe aBTOpbl: K. /1. Yiumuckuii, ILI1. biaon-
ckuii, CJI. PyOounmreiin, /[.b. DnpkonuH, B 3apy-
OexxHOUM memaroruke W mcuxojorun — 3. Dpeiin,
K. Inaxe u np. [4] B uccnegoBanusx mogHuManICs
BOIIPOC O POJIM UTPHI B PA3BUTHUU JIUYHOCTH, U3yda-
JIOCh €€ BO3JEHCTBUE Ha NMCUXUUYECKUE (HYHKLUH, ee
MECTO B MPOIECCAX COLMAIHU3AINY, T.€. B UCIOIB30-
BaHWHM YEJIOBEKOM OOIECTBEHHOrO OIbITa. Y JIET-
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CKHX HUIP €CTh IICHXOJOTWYecKHe ocoOeHHocTH. B
JIMTEPATYpe UrPa PacCMaTPUBACTCS KaK:

1. Ocoboe oTHONIEHWE IMYHOCTH K OKpPYXKaro-
LIeMy MUpY.

2. Ocobast nesiTenbHOCTh pebeHKa, KOTopasl BbI-
CTyHaeT B POJIH €ro CyObeKTUBHON pealbHOCTH.

3. ConmanbHO 3alaHHBId peOeHKY BUA Jesl-
TEJIBHOCTH.

4. JlesTenbHOCTh, B XOJIe¢ KOTOPOH MPOMCXOAMT
pa3BUTHE TICHXUKH peOCHKA.

5. CommanbHO-TIeIarornyeckas gopMa opraHu-
3aIiy IeTCKON KU3HU [5].

B wurpy, kak B ONpeAENeHHYIO CTPYKTypy Iesi-
TEJNBHOCTH JIMYHOCTH BXOAAT CJCAYIOIME ITAIIBL:

— LleJIeNoJIaraHus;

— IUTAHUPOBAHUS;

— peanu3auuy Lemu;

— aHaJIu3a pe3yJIbTaTOB.

B urpy, kak B CTpyKTypy Iporecca BXOJIST:

— POJIH, KOTOPBIE OBIIH B3SThI UTPAIOLIIMY;

— UTPOBbIE EHCTBUS, IPU HOMOLIHM KOTOPBIX 3TH
POJH peanu3yroTCs;

— UTPOBOE yMOTPeOICHUE MTPEIMETOB;

— peasibHbIC OTHOLICHUS MEXy UTPAIOILIUMU;

— CIOXET — 00JIacTh JACHCTBUTENLHOCTH, YCIOBHO
BOCIIpOU3BOJUMAs B UTPE.

Urpa otnnuaercs TakuM 4epTaMu, Kak:

— cBoOOAHAsT pa3BUBAIOIIAs ACATEIBHOCTh, MPEA-
MIpUHUMAaeMas JIUIIb 110 KeJTaHUI0 peOeHKa;

— TBOPYECKUN U AKTUBHBIN XapaKTep ACATEIbHOCTY;

— SMOLMOHANbHAsE aTMocdepa  IesTEeIbHOCTH,
COTIEPHUYECTBO, COCTA3ATEILHOCTE;

— HaJIMYUC MPAMBIX HJIM KOCBCHHBIX IIPpaBUJI, KO-
TOpBIE TIOMOTYT OTPa3UTh €€ COJAEePKAHUE.

C.A. IlImakoBa cuWTaeT, 4YTO Wrpa, KaKk HEKUM
(eHOMEH MeAaroruyeckoil KyJbTyphl, BBIIOIHSET
ornpenesieHHble (YHKUUHU: COLMAIM3alUU, MEXKHa-
LHUOHAIBHOW KOMMYHMKALIUH, CaMOpEaIn3alu pe-
OeHKa, KOMMYHHKAIIUW, JIHAarHOCTHYECKYIO, Tepa-
MEBTUYECKYI0, KOPPEKLIUOHHYIO [2].

UrpoBass TexHONOrUs COCTOMT U3 OOJIBIION
TPYIIBl METOJOB M TPUEMOB, CIHOCOOCTBYIOIINX
OpraHu3aluy y4eOHOTOo mporiecca.

Ienaroruueckre Urpbl MOTYT OBITH PA3TMYHBIMH T10:

— OUJIAKTHYECKUM LEIISIM;

— OpPraHU3aIlIOHHOMN CTPYKTYPE;

— BO3PACTHHIM BO3MOXKHOCTSIM MX HCIIOJIb30BaHMS;

— cnenuuKe copepKaHHus.

Ot TOI', KaK YYUTCJIIb IIOHUMACT U OCO3HACT
(GYHKIMU ¥ Ki1acCU(PUKALUIO JaHHBIX ITeJaroriye-
CKUX UT'P 3aBUCST MECTO U POJIb UIPOBBIX TEXHOJO-
ruit. [.K. CeneBko BBIBOJUT CIIEAYIONIYIO KIJIACCH-
(buKanmio megarornaecKux urp:

1. Ilo BURYy AEATENbHOCTH UIPBI HOAPA3AEIISIOTCS

Ha (pU3MUYECKUe, UHTEIUIEKTyalIbHbIE, TPYIOBEIE, CO-
IUaTBHBIE U TICUXO0JIOTUYECKHE.

2. Ilo xapaxTtepy 00pa30BaTEILHOTO MPOIIEcca:

— o0ydaromue, TPeHHPOBOYHBIEC, KOHTPOIHPYIO-
e, 0000MAoIIHNE;

— MO3HAaBaTeNbHbIE, BOCIIUTATEIbHBIC, PA3BUBAIOLIINC;

— PeTpOyKTHBHEIE, TIPOYKTHUBHEIE, TBOPYECKHE;

— KOMMYHHUKaTUBHBIE, OUAarHOCTHYECKHE, MPOQ-
OpHCHTAIlHOHHBIE.

3. Tlo xapakTepy WrpoBOW METOJUKE IEIaro-
THYECKUE UTPHI JACTATCS Ha: MPEeIMETHbIE, CIOKEeT-
HbIE, POJIEBBIC, JAETOBBIC, UMHTALlMOHHBIE, HIPHI
IpaMaTH3aIHH.

4, ITo mpenMeTHOH 00JACTH BBIACISIOT WUTPHI T10
BCEM IIKOJILHBIM LIUKJIAM.

5. Io urpoBoii cpene: paznuyuHbIe UIPHI C MpeaMe-
TaMH U 0e3 HHX, HACTOJbHbBIC, KOMHATHBIC, YIUYHBIC,
Ha MECTHOCTH, KOMITBIOTEPHBIE W C TEXHHYCCKHIMH
cpeacTBaMH OOYYEHHs, C Pa3IMYHBIMU CpPEIICTBAMU
TIePEIBIDKCHIIS.

Jia TOATOTOBKM M TPOBENCHUsS 000 QopMbI
UTPBl MOXKET OBITh COCTaBJICHA OIpeJesIeHHasT CXe-
Ma, KOTOpas MOMOXET pallMOHaJbHO U TPAMOTHO
OpraHn30BaTh BOCIHTATENbHBIH mporecc[3]:

1. Onpenenenue uenu u 3anay.

2. Boibop QopMbl BHEYpPOUHOH JESTENBHOCTH,
OIIpe/IeIIeHNE JKaHpa ¥ Ha3BaHUS MEPOIIPUSATHSI.

3. Co3maHne TO3WTHBHOTO ICHXOJIOTHYECKOTO
KIIUMaTa Ha MpeACTOosIIee [eNi0, AMOIHOHAIBHOE
3apakeHHe, MMOKa3 3HAYMMOCTH JAaHHOTO JeNa, BbI-
IYCK Ta3eThl, IIaKaTOB.

4. IlpeaBapuTenbHas MOATOTOBKa: moAboOp co-
JepKaTeIbHO MaTepuaia, ONpejAeleHHe CpeJCTB,
NpUIJIAIEHHe TOCTEeH, pacrpeelieHue posied U Io-
pYyYeHHH, onpeJielieHre MecTa, BpeMEHH U POJIH Ka-
KJIOTO YYaCTHHKA, TOATOTOBKA M OTOOP CPEICTB,
M3rOTOBJICHUE KOCTIOMOB, O(OPMIICHUS U T. II.

JloCTaTOYHO BEJMKO 3HAYCHHE UIP BO BHEYPOUHOI
pabote, T. K. OHM TIOMOTAIOT YIIYYIINTh B3aUMOOTHO-
IICHUS B KOJUIEKTHBE U CIUIOTHTH ero. B MeximyHoCT-
HOM B3aMMOJICHCTBUHM PEOCHOK YYUTCS COONIONATH
MpaBmJIa, KOHTPOJIMPOBATh CBOU TIOCTYTIKH, MTPABIIILHO
OLICHMBAaTh TMOCTYNKH JApyrux. WUrpa ctumysimpyer u
TIO3HABATEIbHBIA MHTEPEC MIKOJIBHUKA, T. K. OHa TIOMO-
raeT pean3oBaTh peOCHKY HE TOJIBKO CBOU TBOPUYECKUE
BO3MOXKHOCTH, HO W TIOYYUTh HOBBIC 3HAHUS, YMCHUSI
1 HaBBIKU B KOM(OPTHOH 0OCTaHOBKE.

CrnenoBarenbHO, UTpa — 3TO €CTECTBEHHAs AJIS
pebenka u rymaHHas gopma OOydYeHHUs U BOCIIH-
taHus. OpraHu30BHIBas U BOBJIIEKas IeTeil B pas-
JUYHBIE BUABI WUTPOBOM NEATEIBHOCTH, MEAAror
BCECTOPOHHE pa3BHBAET JCTECH Tak, KAaK UM CaMUM
yno6HO [5]. BO3MOXHOCTH WUTPOBBIX TEXHOJOTHIA
IUIsl TOCTHXKEHUST 00pa3oBaTeNIbHBIX W BOCIHTA-
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TENBHBIX IeJIed oOmupHBL. Vcmonms30BaHHE HAKO-
IJICHHOTO OIBITAa W MOCTOSHHOE OOHOBJICHHE ap-
CeHajla UTPOBOIl JeATENFHOCTH MOMOXET Pa3BHUTH
TBOPYECKYIO aKTUBHOCTh M WHTEpPEC YYEHHKOB K

CIIUCOK JIMTEPATYPbBI

MO3HAHUIO, YeMy yaelseTcs ocoboe BHUMaHHE B
CBETE MOJACPHHU3ANH 00pa30BaHMs U MEpexoaa Ha
HOBEIE (pefepanbHbIE TOCYNapCTBEHHBIE 00pa3oBa-
TETbHBIC CTAHIAPTHI.
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This article is devoted to the use of gaming technology in primary school. It is shown that gaming technology contributes
to the formation of children’s creative instincts, activity, and they also increase interest in subjects. The big plus of the
game is that it can be included in any kind of activity and is an indirect effect, in which the schoolboy acts as a subject, not
an object of activity. And in this regard, children themselves are eager to overcome difficulties and solve their tasks. The
game increases the motivation of the teaching, stimulates the initiative, the creative approach to the task, teaches the child-
ren joint work and constant interaction. Such technology helps to formulate different strategies for solving the task, as well
as knowledge that can be used in other areas. The most interesting thing is that the student himself has the right to make

certain decisions and immediately see the resulting result. This type is very attractive for students.
Keywords: game, interactive technologies, planning, psychological features.

he game is a special form of interaction in the

team. A big role in the formation of the child
belongs to the game, as one of the main activities of
the younger generation. The game is a meaningful
activity, which is an expression of a specific attitude of
the individual to the diverse reality surrounding it. It
can also be described as a product of activity, through
which it alters the world. The meaning of the same
game — it is possible to modify the reality [6]. The sig-
nificance of the game is the schoolboy's impact on the
world and the constant need for it.

In the modern world, where the modernization of
education takes place, a lot of attention is paid to the
formation of creative instincts and activity in children,
interest in subjects. Such activity can rarely arise on its
own, it, more often than not, is the result of the pur-
poseful activity of teachers due to certain technologies.
To this kind of influences is also game technology.

The big plus of the game is that it can be included
in any kind of activity and is an indirect effect, in
which the schoolboy acts as a subject, not an object of
activity. And in this regard, children themselves are
eager to overcome difficulties and solve their tasks.

But do not think that the game is just entertainment. It
is a special method of involving children in creative
activity. Those. The game is a special means where
the child is engaged in self-education [1].

The game increases the motivation of the teaching,
stimulates the initiative, the creative approach to the
task, teaches the children joint work and constant in-
teraction. This technology helps to formulate various
strategies for solving the task, as well as knowledge
that can be used in other areas. The most interesting
thing is that the student himself has the right to make
certain decisions and immediately see the resulting
result. This type is very attractive for students.

It is important to remember that the game is a fair-
ly effective interactive technology that can be applied
to younger students. And according to S.A. Pavlova,
the introduction of interactive technologies is based
on the following age features of schoolchildren:

— primary school is associated with a change in
the main activity of children with gaming on the
educational, and the use of interactive technologies,
in this case, gaming, helps to accelerate this process;

— most of the knowledge that schoolchildren re-
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ceived during the lesson is not always used by them
in after-hours activities. Gambling also improves the
effectiveness of the educational process;

— game technologies help not only to defuse enough
high emotional tension, but also to improve the educa-
tional process, make it more interesting and cognitive.

The issue of playing activity was dealt with by
domestic authors: K.D. Ushinsky, P.P. Blonsky,
S.L. Rubinshtein, D.B. Elkonin, in foreign pedagogy
and psychology — 3. Freud, J. Piaget, etc. [4]. The
research raised the question of the role of the game in
the development of the individual, studied its impact
on mental functions, its place in the processes of so-
cialization, i.e. in the use of human social experience.

Children's games have psychological characteris-
tics. In the literature, the game is considered as:

1. A special attitude of the individual to the world
around him.

2. Special activity of the child, which acts in the
role of his subjective reality.

3. Socially given type of activity to the child.

4. Activities in the course of which the child's
psyche develops.

5. Socio-pedagogical form of organization of
children’s life [5].

In the game, as in a certain structure of the perso-
nality, the following stages:

— goal setting;

— planning;

— realization of the goal;

— analysis of results.

In the game, as in the structure of the process
include:

— the roles that were taken by the players;

— the game actions by which these roles are im-
plemented,;

— game use of objects;

— the real relationship between the players;

— the plot is a realm area, conditionally repro-
duced in the game.

The game is characterized by such features as:

— free developmental activity, undertaken only at
the child's will;

— creative and active nature of activities;

— emotional atmosphere of activity, rivalry, com-
petitiveness;

— the existence of direct or indirect rules that will
help to reflect its content.

S.A. Shmakova believes that the game, as a phe-
nomenon of pedagogical culture, performs certain
functions: socialization, interethnic communication,
self-realization of the child, communication, diag-
nostic, therapeutic, correctional [2].

Game technology consists of a large group of

methods and techniques that contribute to the organ-
ization of the learning process.

Pedagogical games can be different in:

— didactic goals;

— organizational structure;

— age opportunities for their use;

— the specifics of the content.

From the way the teacher understands and under-
stands the functions and classification of these peda-
gogical games, the place and role of gaming tech-
nologies depends. GK Selevko deduces the follow-
ing classification of pedagogical games:

1. By the type of activity the games are divided into
physical, intellectual, labor, social and psychological.

2. By the nature of the educational process:

— training, training, controlling, generalizing;

— cognitive, educational, developing;

— reproductive, productive, creative;

— communicative, diagnostic, vocational guidance.

3. By the nature of the game methodology, peda-
gogical games are divided into: subject, subject,
role, business, imitation, dramatization games.

4. In the subject area, games are selected for all
school cycles.

5. In the gaming environment: various games
with and without objects, desktop, room, street, on
the ground, computer and with TCO, with various
means of transportation.

To prepare and conduct any form of [3] games, a
certain scheme can be drawn up that will help rationally
and competently organize the educational process:

1. Definition of goals and objectives.

2. Choice of the form of after-hour activities, de-
finition of the genre and name of the event.

3. Creating a positive psychological climate for
the upcoming case, emotional contamination, show-
ing the significance of this case, the publication of
the newspaper, posters.

4. Preliminary preparation: selection of material
content, determination of means, invitation of
guests, distribution of roles and assignments, deter-
mination of the place, time and role of each partici-
pant, preparation and selection of funds, making cos-
tumes, decorations, etc.

5. The importance of games in after-hours work
is great enough, since they help improve the rela-
tionships in the team and rally it. In interpersonal
interaction, the child learns to follow the rules, con-
trol his actions, correctly assess the actions of others.
The game stimulates and cognitive interest of the
student, tk. it helps to realize the child not only their
creative abilities, but also to gain new knowledge,
skills and skills in a comfortable environment.

Therefore, the game is a natural and humane
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form of education and upbringing for the child. By
organizing and involving children in various types of
gaming activities, the teacher comprehensively de-
velops children as he pleases himself [5].

The possibilities of gaming technologies to
achieve educational and educational goals are ex-
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