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Abstract

In this article, the author considers ways to turn an ordinary lesson into an exciting game.
Also, the author analyzes the methodology of gaming technologies and gradually creates a
gamified environment.
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Gamification — is when game rules are used to achieve real goals. In other words, through
play, you make boring tasks interesting, avoidable tasks desirable, and difficult tasks simple. [5].

Education is already partly gamified. At school, the student correctly completed the
exercise in the lesson - he received a good mark. Made a number of mistakes - earned a bad one.
At the end of each academic year - level up and transition to another "level". Portraits of the best
"gamers" proudly look from the leaderboard. Any lesson can be turned into a game and make a
real firework! [4, 6, 7];

1. Work out the plot. For a lesson to become a game, first of all, you need a fascinating
story. This is the core of the quest.

2. Define goals. Set specific play goals for your children. For example, "make a list of
things you will take with you when you evacuate." Due to this approach, children will remember
more from theory. This is because the knowledge that they draw in the lesson immediately helps
to solve a specific game problem.

3. Distribute roles between children. The game in which the child completed the task and
sits idle is not much different from the scenario "solved the control, handed over the notebook to
the teacher.” Divide the class into groups and assign a specific role to each. Thus, in the world of
mathematics, some can master the methods of solution, others the data. Children will not be bored
and will learn to work in a team.

4. Come up with testsand rules for the game world. It can be any mathematical problem,
chemical experiment, rebus, charade or language anagram. The main thing is to give the problem
an interesting context. Important: each test should be a condition for moving forward. All actions
of the players must have consequences. Even better, if the course of history depends on their
choice. The fork in the plot is also a powerful technique.

5. Use phones and tablets in class. In the classroom, children do not want to let go of the
mobile phone. Think about how you can use them in the game. For example, install an application
on phones and tablets that will become the key to completing the “mission”.

6. What elements of the game can be used in the lesson. Points, levels, a progress bar, a
rating system - these and other elements that form the basis of any computer arcade will help to
"assemble" an addictive cabinet game. The point is to turn difficulties into fun game missions.

—— ]


mailto:kurbanovaguzal5335@gmail.com

2023: International Conference on
"Academic Integrity and Lifelong Learning™ (France)
https://www.openconference.us/index.php/academic/issue/view/14

With this approach, monsters are homework, boss battles are tests and tests. For each "victory" the
player receives experience, which, for example, affects the score. The goal is to increase the
motivation and involvement of children so that they do not wince at the next DZ and do not sigh
heavily at the word “dictation”.

Studying is work. The game is a sweet treat. She makes learning fun and enjoyable so that
children will return to the classroom eagerly.

A person remembers better what causes emotions. Whether positive or negative, any strong
impression leaves a deep imprint in the memory.

In the game, children are revealed from an unexpected side. Their true desires and
possibilities become clear. For example, a quiet person who does not shine with abilities turns out
to be a good strategist during the game. As a result, it receives recognition, increases self-esteem,
and as a result, strives for knowledge.
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