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DEVELOPMENT OF COGNITIVE ACTIVITY OF
PRIMARY SCHOOL STUDENTS THROUGH DIDACTIC GAMES

Abstract. Modern education is oriented not only towards gaining
knowledge, but also towards the development of students’ personality,
their active participation in training process and the ability to think
independently, analyze and make decisions, as well. In this context, the use
of game technologies specially the games that enhance learning activity, is
relevant as one of the most effective means of activating the learning
process for younger schoolchildren. Primary school is considered the main
stage in the development of a child's cognitive activity, motivation for
learning and the foundations of independent learning. During this period,
students express high emotional sensitivity, game-oriented behavior and
interest in activities that contain elements of competition, innovation and
creativity. Therefore, the inclusion of didactic games in the learning process
not only facilitates the assimilation of training material, but also stimulates
the active participation of students in the cognitive process, develops
attention, memory, thinking and imagination processes. Didactic games are
a special form of organizing education the content of which is learned
through game activities. Unlike traditional games, their structure is guided
by the goals and objectives of the training. The main components of didactic
games are: goal, game task, game actions, rules, result, and evaluation of
participants' performance. The main feature of a didactic game is that it
combines learning and entertainment, creates a positive emotional
environment, and encourages students to engage in an active learning
process. In primary school, didactic games are used at various stages of the
lesson: when explaining new material, consolidating knowledge,
monitoring and correcting the learned material. It is important to take into
account the age, level of development and interests of younger students
during the use of game-based methods. The effectiveness of the game
largely depends on its compliance with the objectives of the lesson, the
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logical presentation of the material and the level of preparation of students.
It is also important that the game does not become an end in itself, but, on
the contrary, organically integrates into the structure of the educational
process, performing a teaching and developmental function. Studies show
that the use of game-based methods significantly increases students'
cognitive performance. Through games, children more easily acquire
complex material, show passion, strive to achieve results and overcome
difficulties. Games create an atmosphere of success, build self-confidence,
develop emotional and volitional skills and cognitive independence.
Didactic games also promote children's socialization: through group
activities, they develop skills such as cooperation, mutual assistance,
listening to others and expressing their opinions. Studies show that the use
of game-based methods significantly increases the cognitive activity of
students. Of particular importance here is that the game-based approach
ensures individual learning, as each child participates in activities according
to their abilities and interests. Modern information and communication
technologies provide new opportunities for the use of digital didactic
games. Interactive games, training programs, tasks and online quizzes make
the learning process more dynamic and attractive, increase students’
motivation and participation. However, it is important to maintain a balance
between traditional and digital game forms in order to maintain lively
communication and emotional interaction between teacher and students.
Thus, didactic games are effective pedagogical tools that help to increase
the effectiveness of learning for young children. They combine the
cognitive, emotional and communicative components of learning, create a
persistent interest in knowledge and develop children's thinking and
creativity. The effective use of didactic games in the learning process helps
to make learning more meaningful, motivating and individually meaningful
for each child. As a result, it should be noted that didactic games are not only
a methodological tool, but also an important component of the modern
education system, aimed at developing the child's personality and his active
participation in the learning process. Through the game students' cognitive
culture, readiness for independent learning and successful adaptation to

the knowledge society are formed.

Keywords: didactic games; interactive games; primary school students;
cognitive activity; learning activities; learning motivation; game

technologies; personal development.
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INTRODUCTION / BCTYII

Statement of the problem / [locranoBka npo6Jsiemu. In today's world,
primary school teachers face a number of challenges. These challenges include the
need not only to impart a certain amount of knowledge to children but also to
arouse their genuine interest in learning, making the learning process engaging,
emotionally charged, and meaningful. In an era of information overload and
diminishing attention spans, innovative approaches to teaching are especially
relevant. One of the most effective methods is educational games, which
harmoniously combine elements of learning and play. Play plays a special role in
the lives of young students, as it is through play that children learn about the
world around them, demonstrate initiative, build social relationships, and master
new behavior patterns. Through play, children not only acquire knowledge but
also enjoy the process itself, which creates a strong intrinsic motivation for
learning. At this stage, it is important to create a sense in students that learning is
not a simple task, but an exciting journey of discovery.

Educational games are an effective means of solving this problem, as they
combine elements of competition, creativity, and learning, helping students grasp
complex concepts easily and engagingly. However, successful use of such games
requires careful preparation on the part of the teacher: it is necessary to consider
the children's age and psychological characteristics, their level of development,
and their individual interests [1].

Thus, educational games are transformed from a mere entertainment
element into an effective pedagogical tool. They promote active learning through
movement, reduce the fear of mistakes, and strengthen intrinsic motivation for
learning. This is especially important for developing a lasting interest in learning
in elementary school students, which is the foundation for their future success,
both academically and personally [6].

Academic motivation is a complex psychological construct that includes
both intrinsic and extrinsic motivation. In early school age, intrinsic motivation
plays aleading role, driven by a child's natural desire to explore the world around
them. However, with traditional teaching methods based on repetitive tasks and
strict requirements, interest in learning gradually declines. Therefore, it is
important to use educational games that help maintain and develop cognitive
interest [2, p. 603-636].

The use of gaming technologies in the educational process is based on the
ideas of L. Vygotsky. According to Vygotsky's cultural-historical theory, play is a
child's zone of proximal development [3]. During play, children perform tasks
beyond their current capabilities, which contributes to their intellectual and
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personal development. For example, by assuming the role of a "scientist" or
"teacher," a child masters complex concepts and behavioral patterns. Thus, play
acts as an important mediator between students' actual and potential
development [3].

From a psychological perspective, educational games significantly influence
the development of children's higher mental functions—voluntary attention,
memory, logical and imaginative thinking. Thus, by playing games such as puzzles,
rebuses, and logic problems, children learn to concentrate on the task at hand,
analyze the situation, and find optimal solutions. It's worth noting that
educational games serve not only a cognitive but also an important social
function. Through collaborative play, children acquire communication skills,
learn to collaborate, follow established rules, and play various roles within a
group. This form of interaction not only increases their motivation to learn but
also promotes the development of socially significant personality traits such as
responsibility, empathy, and the ability to work in a group.

Analysis of (major) recent research and publications / AHaui3
(ocHOBHHX) ocTaHHIX gociaigkeHsb i nmy6Jikanin. The didactic approach to
using games in education was first proposed in the 18th century. Scientists
introduced a variety of games into the educational process to make learning more
engaging and adapt it to the age and developmental characteristics of children.
This pedagogical method was subsequently developed further by F. Froebel, who
emphasized the important educational value of play in the development of
children's speech, thinking, and imagination. F.Froebel viewed play as a
fundamental tool in preschool education and created numerous didactic games
designed specifically for preschool-aged children [10, p. 256].

Research by both Azerbaijani and international educators demonstrates the
positive impact of game-based learning on the development of students’
motivation to learn. P.Galperin [4, p.272], D.Elkonin [14] and others
demonstrate the positive impact of game-based learning on the development of
students' motivation to learn. According to D. Elkonin, it is through play that
children realize their responsibility for their actions, which subsequently
influences their attitude toward learning and increases its meaningfulness [14].
The impact of didactic games on the cognitive activity of students in Azerbaijan
was studied in the works of A. Gashimov [9], F. Sadigov [8], N. Kazimov [12],
[. Aliyev [6], S. Gamidov [7] and other researchers.

AIM AND TASKS / META TA 3ABJAHHA

The purpose of this study is to determine the pedagogical conditions and
potential for using didactic games in lessons to effectively develop students'
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cognitive activity.

To achieve this goal, the following objectives were set for the study:

1. To analyze psychological and pedagogical literature on the development
of cognitive activity in elementary school students. This study will help determine
the theoretical foundations of the concept of "cognitive activity” and identify
authors' various approaches to its development. This literature analysis will
provide a foundation for further research and the selection of effective
pedagogical tools.

2. To reveal the essence and structure of cognitive activity in elementary
school students. It is important to identify the components of cognitive activity:
motivational, intellectual, volitional, and emotional. This will help understand
which personal qualities need to be developed in elementary school students
through didactic games.

3. To study the role and functions of didactic games in the learning process.
It is necessary to examine how didactic games contribute to the activation of
students' cognitive activity. An analysis of their functions will help justify the
pedagogical feasibility of incorporating games into the learning process.

4. Identify methods and forms of organizing educational games that
stimulate children's cognitive activity. The selection of appropriate methods will
make the educational process more dynamic and engaging for students. This
includes developing game tasks and incorporating competitive and role-playing
elements appropriate to the age of children.

5. Determine pedagogical conditions that ensure the effective use of
educational games in the classroom. It is necessary to determine which factors—
the organization of the learning environment, the role of the teacher, and student
motivation—influence the success of using games. This will help create optimal
conditions for children's active engagement in the learning process.

6. Analyze primary school teachers' experiences using educational games in
the classroom. A practical study of teaching experience will help identify the most
effective forms and techniques for using games. A comparison of different
approaches will help identify areas for improving the educational process.

7. Develop recommendations for using educational games to enhance the
cognitive activity of primary school students. Based on an analysis of theoretical
and practical data, specific pedagogical recommendations will be proposed for
teachers to effectively integrate educational games into the classroom and
promote students' cognitive development.
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THEORETICAL FRAMEWORK / TEOPETHUYHI OCHOBH

The use of educational games and game exercises in lessons promotes more
active interaction with students, as the gameplay creates a relaxed and
emotionally charged atmosphere. Educational games should be introduced only
when they are organically linked to the lesson topic, correspond to the
educational material, and are aimed at achieving specific educational goals.
Various game formats are possible in lessons: cooperative, group, and individual.
Each game has a specific educational goal aimed at developing the skills and
abilities of elementary school students. Educational games can be used at all
stages of the lesson: when introducing new material, reinforcing it, reviewing, and
monitoring knowledge acquisition. Increasing children's engagement in the
learning process is one of the main goals of modern education. This quality
manifests itself in a high motivation to acquire knowledge and skills, which is
relatively rare these days. Along with other pedagogical methods, one of the most
effective means of stimulating interest in academic subjects is educational games
[4].

An educational game is a form of organized learning activity, such as an
educational game, that utilizes active learning principles. It is characterized by
rules, a structured gameplay, and an assessment system, making it one of the
methods of active learning. In educational games, children not only acquire
knowledge, skills, and abilities but also develop their thinking, intellectual
processes, and emotional and volitional abilities. Play makes the learning material
more engaging, creates a positive emotional environment, and facilitates the
learning process. Because play is familiar and engaging for children, the use of
educational games facilitates easier acquisition of the learning material and
increases intrinsic motivation for learning.

Play is a characteristic form of activity through which children learn and
gain life experience. It stimulates emotional experiences and deeply activates
cognitive processes. Play can be seen as a means of developing observation,
imagination, conceptual thinking, and practical skills. The main advantages of
educational games [6]:

¢ significantly increasing the cognitive interest of young schoolchildren in
learning;

e transforming each lesson into a lively, unusual, and emotionally charged
event;

¢ enhancing students' learning and cognitive activity;

e developing positive motivation for learning, concentration, and work
ethic.
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The essence of play as an activity for elementary school students is that
through it, children understand various aspects of life, the nuances of interaction
with adults, and gain a deeper understanding of the surrounding reality. Play
serves as a means of learning about the world. Educational and playful activities
in the classroom allow [8]:

e to make learning accessible;

e to activate the thought processes, attention, creativity, and cognitive
activity of elementary school students;

e develop observation skills, intelligence, independent thinking,
imagination, logical thinking, and the intellect of each child;

e transform serious and intensive academic work into an interesting and
engaging process.

Motivating students' cognitive activity in the classroom is one of the most
important conditions for ensuring high-quality education and successful learning.
Play-based activities are characterized by the following features: clear rules,
competition, unexpected situations, imaginary contexts, roles and game actions,
and the use of objects in a playful context. Engaging children in play significantly
increases their interest in learning and improves academic performance.

During game-based activities, the teacher simultaneously manages the
educational and cognitive processes, creating a positive motivational and
emotional environment, increasing interest in competition and developing the
cognitive activity of young students. Psychological research highlights the
following important professional qualities of a teacher working in the gaming
field [10]:

e ability to observe, analyze, and evaluate the development of play
activities;

¢ ability to enrich children's experiences to develop play skills;

e drawing students' attention to real-life situations that can be the subject
of play;

e organizing the beginning of play and shaping its structure;

e using indirect guidance methods to stimulate children's thought
processes;

e creating conditions for developing play activities;

e building play relationships with children, engaging them in play as
leaders or teammates;

e teaching play using direct methods;

e managing relationships, resolving conflicts, engaging less active or shy
children in play, and assigning them active play roles;
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e proposing new roles, situations, and activities to develop play.

Various educational games in the classroom promote students' cognitive
development and enhance positive learning motivation.

Teachers consider educational games an effective means of enhancing the
motivational component of primary school students' cognitive activity in the
classroom. Games increase children's interest in the learning process and the
completion of educational tasks, facilitate overcoming difficulties, and develop
skills and abilities. They make the material attractive, create a positive emotional
background and a cheerful mood, and facilitate knowledge acquisition, facilitating
active learning. The game-based structure of lessons is supported by game
techniques and situations that stimulate students' cognitive activity and
encourage their active participation in the lesson [3].

The use of game-based methods to enhance motivation for cognitive
activity in the classroom is achieved through the following approaches:
setting a didactic goal in the form of a game assignment;

e continuing educational activities within the framework of game rules;

¢ using educational materials as a game tool;

¢ transforming a learning assignment into a game by adding a competitive
element;

¢ linking successful completion of the assignment to a game outcome.

Pedagogical research has identified the main types of educational games
used to enhance cognitive motivation in elementary grades:
educational games;
travel games;

¢ role-playing games;

e competitive games.

The games build on the knowledge, skills, and abilities acquired in the
classroom and encourage students to make rational decisions and critically
evaluate themselves and others.

Not every educational material captures children's attention. To stimulate
their desire to learn, it is necessary to foster students' need for cognitive activity
that requires engaging elements and positive emotions during the learning
process. One of the most effective ways to achieve this goal is by incorporating
educational games into the learning process [14].

Properly organized educational games, thanks to their diversity, can engage
children's attention and foster genuine interest in the subject. This significantly
enhances the cognitive activity of young students in the classroom.
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Cognitive activity is considered a socially significant personality trait that
develops during the learning process. When a child is motivated to learn, the
effectiveness of learning increases significantly. In pedagogy, various methods for
activating cognitive activity are identified, and educational games are among the
most effective. These methods incorporate elements that encourage children to
engage in compulsive activity, such as competition, an engaging format, and the
use of rewards.

In other words, different learning environments influence how students
connect their goals with strategies and how they manage their learning activities
[7]. For example, a competitive classroom environment may cause some students
to worry about their own achievement, making it difficult for them to focus on
learning goals. In contrast, small group work, which is typically less formal and
provides more choice, can encourage the setting of specific goals and positively
influence students' skills and abilities [8]. Personal factors also play a role in
shaping students' goals, including previous learning experiences, family
background, self-perceptions of their abilities, and attitudes toward the subject
matter.

Cognitive activity is one of the leading forms of child engagement and
promotes learning through education and cognitive motivation. Interests, arising
from needs and developing through academic, work, and social activities, serve as
an important emotional manifestation of motivation. The specificity of cognitive
motivation lies in the fact that young schoolchildren recognize the need to learn
new things, are intellectually, emotionally, and socially prepared for cognitive
activity, regularly participate in tasks that require intelligence, master the role of
learner, and demonstrate personal qualities that define them as subjects of
learning.

Enhancing motivation for cognitive activity is a priority in modern
education. Educational games are an effective way to stimulate interest in a
subject, develop an engaging learning style, and create a positive emotional
environment. The skillful use of games facilitates the learning process because
they are relatable and engaging for students. Teachers view educational games as
a valuable tool for enhancing the motivational component of elementary school
students' cognitive activity and emphasize their ability to foster sustained interest
in the learning process and the completion of academic tasks.

Thus, didactic games have significant potential for developing and
increasing the motivation of primary school students for cognitive activity, and
their effective use leads to successful educational outcomes.
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RESEARCH METHODS / METOAU JOC/IIAKEHHA

In writing this article, the following methods were used in accordance with
the research objective:

1) Observation. This method allows us to study the behavior, activity, and
reactions of young schoolchildren during educational games. It is used to
determine the level of cognitive activity and engagement in the game.

2) Questionnaires and surveys. These are used to determine students'
interests, motivation, and attitudes toward learning activities and games. They
allow us to collect quantitative and qualitative data on cognitive activity.

3) Test Method. This method is used to assess the development of
knowledge, skills, abilities, and logical thinking in primary school students. It may
include game-based tasks to evaluate the impact of educational games.

4) Comparative Analysis. This method is used to compare results before and
after the use of educational games. This method allows for assessing the dynamics
of cognitive activity and motivation in elementary school students.

RESEARCH RESULTS / PE3YJIbTATHU AOCAIAKEHHA

The psychological and pedagogical value of play is undeniable. However,
many primary school teachers either ignore its importance or approach it with
caution. Teachers, especially those just beginning their education (at age six), are
often unprepared and lack experience in facilitating play with children. The
solution to this problem lies in rethinking the teacher's professional approach and
thoroughly studying the resources of children's play and the conditions that have
the greatest impact on various aspects of a child's development. This is primarily
related to the development of creative and social activity, academic skills, and the
personal qualities necessary for successful learning and education.

Effective use of play's potential is directly linked to the teacher's
professionalism and creativity. To successfully organize children's play, a teacher
must possess a well-developed understanding of play, creative thinking, as well
as sufficient methodological knowledge and practical skills in using game
technologies. This deficiency is often observed among many elementary school
teachers. A well-chosen and well-implemented educational game is as important
a component of the educational process as the lesson itself.

Educational games, game exercises, and engaging tasks promote the
development of cognitive abilities and interests, as well as intellectual and moral
qualities, in primary school students. They foster a lasting interest in learning,
encourage active participation in learning activities, and foster independent
thinking.
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Games also develop communication between teachers and students, as well
as among the students themselves. In a game-based environment, relationships
become more relaxed, creating an atmosphere of trust, mutual understanding,
and cooperation. This environment promotes self-knowledge, targeted
behavioral correction by the teacher, and also guides children toward a system of
moral and social values.

The current stage of social development requires the active participation of
individuals in learning and life. Already in elementary school, knowledge and
skills necessary for successful continuation of the educational process and
subsequent activities are developed. The effectiveness of learning is largely
determined by students' cognitive activity.

Analysis of psychological and pedagogical literature shows that cognitive
activity, on the one hand, depends on the teacher’s ability to instill in all students
a positive attitude towards the learning process, and on the other hand, is an
indicator of the level of development of thinking, memory, voluntary attention,
motivation and cognitive abilities in primary school students.

CONCLUSIONS / BUCHOBKH

Teachers are faced with the task of developing primary school students not
only with solid knowledge but also with an active cognitive approach. In this
context, educational games are not just an additional tool but a system-forming
element of the educational process. Their importance extends far beyond the
teaching of individual subjects; they instill in children a desire to learn, interest,
and a sense of self-confidence.

One of the most important aspects of educational games is their impact on
the development of primary school students' meta-subject competencies: the
ability to analyze, compare, draw conclusions, plan actions, and evaluate results.
Through play, children learn to think independently, make decisions, and take
responsibility for their choices.

The emotional and volitional value of play cannot be underestimated.
Through playful situations, students learn to control their emotions, demonstrate
patience, perseverance, fairness, and respect for others. All this contributes to the
development of emotional intelligence and moral culture.

Didactic games are an important tool in inclusive education, as they allow
for the consideration of each child's individual characteristics and developmental
pace. Through play, children, regardless of their level, feel successful, which is
especially important for developing positive self-esteem and self-confidence.
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Furthermore, the use of educational games requires further scientific and
methodological justification and systematization. It is necessary to create modern
gaming technologies integrated into the digital educational environment and
develop interactive teaching and learning materials adapted to the needs of the
new generation of students.

Therefore, educational games should be considered an integral part of the
modern educational process and ensure the comprehensive development of the
child's personality—intellectual, emotional, social, and spiritual. The main goal of
primary education—the development of active, thoughtful, inquisitive, and
harmoniously developing students—can only be achieved through the targeted
and methodologically correct use of games.

Prospects for further research in this direction / IlepcnekTusBu
noAajbIIUX AOCAiZKeHb Yy nboMy Hanpami. With the rapid development of
technology and the updating of educational content, the role of educational games
in the learning process will gradually increase. In the future, the use of game-
based learning should become not just an occasional, but a systematic element of
teaching practice. A promising direction is the development of digital educational
games that combine traditional learning elements with interactive technologies.
Such games can be used both in the classroom and in extracurricular activities,
ensuring a high level of interactivity and personalization of learning.

Furthermore, empirical research is needed to identify the most effective
types and formats of educational games for students of different age groups.
Particular attention should be paid to the impact of games on the development of
critical thinking, communication skills, and emotional intelligence in primary
school students. Developing teachers' professional skills is also an important area
of development. Teachers should master modern gaming technologies and adapt
them to the learning goals and characteristics of their students. The creation of
online platforms for sharing teaching aids, electronic game catalogs, and teaching
methods will facilitate the wider use of gaming methods in primary education.
Therefore, the potential for using educational games lies in enhancing their
scientific and methodological foundation, integrating them with digital
technologies, and developing a new pedagogical culture focused on active,
creative, and motivated students.
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PO3BUTOK MI3HABAJ/IbHOI JIA/IbHOCTI
YYHIB [IOYATKOBOI IIKOJIM YEPE3 IMAAKTUYHI ITPU

I'acanoga lllaxs1a TesibMaH rusu,

JIOKTOpaHTKa porpamMu AoKTopa ¢pisocodii
[HCTUTYTY 0CBiTH A3epb6aiiakaHcbKol Pecniy6Jtiku.
Baky, Azep6aii/i>kaH.

https://orcid.org/0000-0002-8744-9614
hasanova.shahlal1996@mail.ru

AHoTanjisa. CydyacHa ocBiTa OpieHTOBaHa He JIMIle Ha OTPUMAHHSA 3HaHb, a
M Ha pPO3BUTOK OCOOUCTOCTI Y4HIB, iX aKTHBHY y4acTb y OCBITHbOMY
NpolLeci Ta 3aTHICTh CaMOCTIMHO MHUCJMUTH, aHaJIi3yBaTU Ta NPUUMATH
pilieHHd. Y [bOMY KOHTEKCTI BAKOPUCTAaHHA irpOBUX TEXHOJIOTiH, 30KpeMa
Irop, 10 aKTUBI3YIOTh HaBYaJIbHY AiAJIbHICTb, € aKTyaJIbHUM fAK OJUH i3
HallepeKTHUBHIIIKMX 3ac00iB aKTHBIi3allil OCBITHBOTO NpOIEeCYy MOJIOALINX
mKoJiApiB. [loyaTkoBa 1IKOJIa BBAXXAETbCA OCHOBHUM €TAllOM PO3BUTKY
Mi3HaBaJIbHOI [iIJIbHOCTI AWTHWHM, MOTHBAIl JO HaBYaHHS Ta OCHOB
CaMOCTIMHOI'0 HaBYaHH4. Y 11eU nepio/ y4Hi BUABJIAIOTH BUCOKY €MOLIIMHY
YYTJUBICTb, IFPOBY MOBEAIHKY Ta iHTepeCc A0 AiAJIbHOCTI, 10 MICTUTh
eJIeMEHTU 3MaraHHd, HOBATOPCTBA Ta TBOpPYOCTi. TOoMy BKJ/IIOYEHHA
JAUJIAKTUYHUX IrOp y HaBYaJbHUM MPOLEC He JIMIIEe CHPUSE 3aCBOEHHIO
HaBYaJIbHOI'O Marepiajly, a ¥ CTHUMYJIOE AKTUBHY y4acTb YYHIB Yy
ni3HaBaJIbHOMY MpOLleCi, pO3BUBA€E yBary, naM'sTb, MUCJE€HHS Ta YSBY.
JAupaKkTU4Hi irpu - e oco6sinBa ¢popma opraHisalii HaB4aHHS, 3MICT SIKOI
3aCBOIETHCS Yepe3 irpoBy AisA/IbHICTh. Ha BiMiHY Bij TpaguLikHUX irop,
IXHA CTPYKTypa Kepy€eEThCA LiIJIAMU Ta 3aBJAaHHAMU HaBYaHHA. OCHOBHUMHU
KOMIIOHEHTAaMU JUJAKTUYHUX ITOp €: MeTa, irpoBe 3aBAaHHA, IrpoBi Aii,
npaBuJa, pe3yJibTaT Ta OLHIOBaHHA JiAJIbHOCTI y4aCHHUKIB. ['0JIOBHOIO
OCOOJIMBICTIO AUAAKTHYHOI TPU € Te, L]0 BOHA IMOEAHYE HAaBYaHHSA Ta
po3Bary, CTBOPIOE MO3UTHUBHY €MOLiNHY aTMochepy, CIIOHYKA€E Y4YHIB [0
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AKTHBHOI'0 HABYAJIbHOT'O MpPOLEeCy. ¥ MOYaTKOBIM WKOJI JUJAKTHUYHI irpu
BUKOPHUCTOBYIOTBHCA Ha Pi3HUX eTalax YPOKY: MiJ Yyac MOACHEHHA HOBOIO
MaTepiajly, 3aKpilJieHHA 3HaHb, KOHTPOJII0 Ta KOpeKILil BUBYEHOTO
Marepiaay. Iliz Yac BUKOpPUCTAaHHA IrPpOBUX METOLIB BaXKJIUBO
BPaxOBYBaTH BIK, piBeHb PO3BUTKY Ta IHTepeCcU MOJIOLIIMUX LIKOJIAPIB.
EQeKTHUBHICTh I'pU 3HAYHOIO MipOI0 3aJIEXKUTH BiJ 1i BiAMOBIAHOCTI 1iJsAM
YPOKY, JIOTIYHOIO BUKJIAAy MaTepiasy Ta piBHA NIATOTOBKUA VYHIB.
BaxyinBO Tako, 100 rpa He CTaBaJia CaMOLJIJIIO, 4, HABMAKH, OPTaHidYHO
BIIMCYyBaJlacd B CTPYKTYpPY HaBYaJIbHOTO MIPOLeCy, BUKOHYIOYHY HaBYaJIbHO-
po3BUBaJIbHY OyHKIIO. JlocaiP)KeHHST MOKa3ylThb, 110 BUKOPHUCTAHHS
ITPOBUX METOAIB 3HA4YHO MiABUINYE Ii3HABaJIbHY [iAJbHICTb YYHIB.
3aBAsKHY irpaM JiTH Jierlie 3aCBOIOKTh CKJIAJHUKW MaTepiaJ, NPOSaBJISIOTh
3aXOIlJIEHHH, IPAarHyTh AOCATaTU pe3yJIbTATIB Ta L0JAaTHU TPYAHOLUI. Irpu
CTBOPIOIOTh aTMocdepy ycmixy, GOpMylOTb BIEBHEHICTb Yy cOOi,
pPO3BUBAKOTh €MOLIMHO-BOJIbOBI HABUYKH Ta Mi3HABaJIbHY CAMOCTINHICTb.
JAVAaKTUYHI ITpA TAKOX CHOPHUAITH coljiajizauil fiTen: yepe3 IrpynoBy
JiAJIBHICTD BOHM  PO3BUBAKOTL TakKi HaBUYKHU, HK CHIBIOpald,
B3aEMOJOIIOMOra, CJYXaHHA IHIIUX Ta BUCJIOBJIEHHA CBOEl [JYMKU.
JlociipKkeHHd MOKa3ylTh, 110 BUKOPUCTAHHA ITPOBUX METOJAIB 3HAYHO
Ni/|BUILYE Mi3HaBaJIbHY aKTUBHICTb Y4HiB. Oc06JiBe 3HAaYEeHHS Ty T MaE Te,
1110 irpOBUH MiAXiJ 3a6e3ne4uye iHAMBIAya/ibHE HABUaHHS, OCKIJIbKH KOKHA
JUTUHA Oepe y4yacTb Yy JisJIBHOCTI BiAMOBiAHO 10 CBOIiX 3/i0HOCTEN Ta
inTepeciB. Cy4acHi iHpopMalilHO-KOMYHIiKalliiHi TeXHOJIOril HaJalThb
HOBI MOXJIMBOCTI [Ji1 BUKOPUCTAaHHA LUQPPOBUX AUAAKTUYHUX irop.
[HTepaKTHBHI irpy, HaBYaJIbHI IPOrpaMy, 3aBJAHHSA Ta OHJIAUH-BIKTOPHUHHU
po6JIAITH MpoLleC HaBYaHHA OiJblI [AWHAMIYHUM Ta NPUBAOJJMBUM,
NiABULLYIOTh MOTHUBALiI0 Ta y4acTb Y4YHiB. OJHaK Ba>KJIMBO NiATPUMYBaTH
O6ajslaHC MiX TpagULiKHUMU Ta LUPPOBUMHU irpoBUMH popMami, 100
NiATPUMYBATH KBaBe CIIJIKYBAaHHS Ta eMOL[IMHY B3aEMO/i10 MiXK yYHUTEIeM
Ta y4YHAMU. TakuM YHUHOM, JUJAKTUYHI irpy € edeKTHUBHUMU
neJaroriyHUMU  IHCTpyMeHTaMM, 10  JOoIoOMararoTb  NiJBUILIUATHU
epeKTHUBHICTb HaBYaHHsA JAiTed paHHbOro BiKy. BOHM TOEAHYIOTH
KOTHITHBHI, €MOI[iMHI Ta KOMYHIKaTUBHI KOMIIOHEHTU HaBYaHHS,
CTBOPIOIOTh CTIMKUW iHTepec A0 3HAaHb Ta PO3BHUBAIOTb MMCJEHHS Ta
TBOPYICTb AiTel. EpeKTUBHE BUKOPUCTAHHSA IUJIAKTUUYHUX irop y npoiieci
HaBYaHHS JONOMara€e 3pOOUTHM HaBYaHHA  OiJbII  3MICTOBHUM,
MOTUBYHUYMM Ta IHAMBIAYaJbHO 3HAYYLWUM [JA KOXHOI JUTHUHHU. AK
HaCJI0K, CJiJi 3a3HA4udTH, 10 [AUWJAKTU4YHI Irpy € He JiMlle
MEeTOAO0JIOTIYHUM 3aco000M, a ¥ BaKJMBUM KOMIIOHEHTOM CYy4YacCHOI
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