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ANNOTATION
This article provides guidance and suggestions on the role of pedagogical technologies and
methods in constantly developing students' knowledge of project creation.
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Studying of various scientific literature , we can say that the educational project — A specific
plan is a product of efforts to develop the content of pedagogical activity based on a goal and
guarantee its result, while planning is a practical effort aimed at developing the content of an
activity or process by estimating, predicting, and planning the expected result based on initial
data .

Designing in the work of a computer science teacher is mainly in two forms. 7The first is the
teacher's design of his activities, and the second is the use of project-based educational
technologies in the course of the lesson.

Why is educational design relevant? This encourages the teacher of informatics to deliver
appropriate content to his students in each lesson, to achieve a guaranteed result in the
educational process.

The application of the educational method of design in the educational process is very complex,
that is, it can be considered as a multi-faceted and multi-variant, multi-choice dynamic system
. Therefore, the design of educational activities requires a unique innovative approach. In some
literature, the instructional design process has been viewed in the same stages as technological
process design. For example, in the article "Main stages of project education" by JB Orishev,
the stages of project education are conditionally expressed as follows.

» research-selection stage;

» construction phase;

» educational construction phase;

» technological stage;

» didactic technological stage;

» project implementation stage;

» concluding phase, conclusions and recommendations phases.

Several literatures indicate that the phases of educational design consist of modeling,
designing, and constructing phases.

Activation of educational and cognitive activity in computer science is a process that takes place
in the educational process, i1s aimed at achieving the goal, and takes into account the goal-
oriented planning of the activities of the learners. Concepts such as activity, activity and

959



e > = ""‘ R T e T — S = : o= _,_'._ir—.p.:,

: "‘ - — g
GALAXY INTERNKTIONAL INTERDISCIPLINARY RESEARCH JEﬁ{NAL (GIIRJ)
—— P : : -~~~ -ISSN (E): 2347-6915

 Vol-11, Issue 06, June (2023)

educational activity form the basis of activation of educational activities. In addition to the
activation of educational activity - the effective acquisition of knowledge and methods of
activity, the educational material is transformed into a product of the active mental activity of
each student.

Today, in a number of developed countries, great experience is used in the use of pedagogical
technologies that increase the educational and creative activities of students and guarantee the
effectiveness of the educational process, and the methods that form the basis of this experience
are called interactive methods. is being conducted.

Psychological and didactic requirements for activation of educational activities in computer
science include:

- ensuring the unity of educational, educational and developmental tasks in the process
of teaching IT ;

- didactic principles of education: achieving scientificity, systematicity, consistency,
awareness, activity, differentiation, practical, professional orientation in teaching,
strengthening the communication of academic activity, teamwork and others;

- formation of momentum and emotional atmosphere in the teaching process;

- to establish the use of various methods and tools of education, which direct the students
to activate their educational and cognitive activities, creative activity:;

- to guide students to systematic independent education, to establish constant, ongoing
control, monitoring, and knowledge evaluation of the educational process;

- encouraging students' educational and creative activities;

- introducing students to the composition, sequence and content of tasks that activate
learning and cognitive activity, etc.

The main task of the teacher in activating the educational activity of the students
during the educational process is to create a tool that activates the students. If it is possible to
create an activator of students, then it requires the following basic rules to be taken into
account:

- selection of means of activation that ensure students' activity in the component of
educational goals (educational, educational, developmental) at each stage of the educational
process;

- ensuring the integrity of the educational system;

- determining the relationship between the elements of the educational system (purpose,
content, form, method, means and control of education) (the purpose with the content, the
content with the means, the means with the form, or education) tools: technical, didactic aids,
etc.) and make them active;

- each component of the educational system should take on a certain task in the activation
of students' activities: creating motivation, quick delivery of content, orientation, volition and
evaluation;

- taking into account that the content, methods of education in the component of the
educational system, the forms of organizing educational activities contribute more to the
activation of student activities, etc.

A. Abdukadirov brought technologies such as playful, problem-based, communicative teaching,
necessary concepts to the technologies of student activity activation, and O. Yu Glukhova in her
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researches active (interactive) teaching, playful, cites imitation, non-traditional and project-
based learning technologies.

Game educational technology . The game is a type of human activity, and the educational
process 1s used for the purpose of forming skills and competencies by performing various actions
by the object in different situations. The game can be divided into types such as computer,
simulation, sports, economic, military, business entrepreneurship and can be used directly in
the educational process.

The game is the freest, most natural way for a person to indulge in real (or imaginary) reality
in order to learn, to show his "I", creativity, activity, independence, self-realization.

intelligent technologies in the training of computer science teachers leads to effective results.

Problem-based educational technology . Education that serves to form skills and
competencies in students, such as creative research, conducting small research, putting forward
certain hypotheses, justifying results, coming to certain conclusions, is called problem-based
education.

Communicative teaching - it is a teaching method based on communicative (verbal
communication, accessibility) communication in students. This includes "Brainstorming",
"Debate", "Talk-show" and other technologies for the formation of speaking skills in students.

Requirements for the use of technologies aimed at activation. As a result of the analysis
of technologies for the activation of students' educational and cognitive activities in the process
of teaching computer science, we found it necessary to take into account the following
requirements when using these technologies:

- formation of motivational activity in students:

- formation of cognitive activity of students, development of individual abilities;

- ensuring the participation of every student in the group in the active learning process;
- to ensure students' activity in performing independent tasks, etc

In conclusion, we can say that the organization of the educational process based on the
activation of students' educational and cognitive activities solves the problem of personal
activity and brings student activity closer to the level of teacher activity.
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