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HNHTEPAKTUBHASA OBYYAIOIIASA ITVIAT®OPMA 11O TIPOI'PAMMMWPOBAHMUIO C
HNI'POBBIMHN MEXAHUKAMMUA

Hap3uxyaos Kapum
CrynenT 4-ro kypca (akynprera « TouHbIC HAYKH U UHPOPMAIIMOHHBIE CHCTEMBD»
®uman KOV B r. [[xu3ake

AHHoTanusi: B cratbe mpencTaBieHO OmMHcaHUE pa3pabOTKM W BHEAPEHUS WHTEPAKTUBHOU
oOydaromel miaTGopmMbl MO TMPOrpaMMHUPOBAHMIO, WHTETPHPYIOIICH 3JIEMEHTHl HIPOBOl MEXaHHWKH
(refiMudukanmu) JUIs TOBBIIICHWS BOBJICUYEHHOCTH W MOTHBaIMM oOydwaromuxcs. [Imatdopma
HampaB/ieHa Ha pelleHne MpoOJIeMbl HU3KOTO YPOBHS YCBOEHHS NPOTPAMMHCTCKMX HABBIKOB 32 CUET
TPaJULMOHHBIX METON0B oOyueHHs. OmucaHbl apXUTEKTypa CHUCTEMBI, KIIOUEBBIE UTPOBBIC AIIEMEHTHI
(oukHu, ypOBHH, JOCTIDKCHUS, PEHTHHIH), a TaKkKe HCIOIb3yeMble TexHojoruu. IlomuépkuBaercs, 4To
coyeTaHHe 00pPa30BaTEIbHOTO KOHTEHTa M WIPOBBIX MEXaHHK CHOCOOCTBYET (HOPMHPOBAHHIO
YCTOMYMBOTO MHTEpECa K MPOTrPaMMHUPOBAHUIO M aKTUBHOMY CaMOCTOsITeNIbHOMY 00yuenuto. [IpuBeaenst
HEePCTIEKTHBBI MacIITaOMPOBaHUS TIaT(OPMBI.

KnioueBble cjoBa: reiiMudukanusa, oOyd4eHHE MNPOrpPaMMHpPOBAHHMIO, HHTEPAaKTHBHBIC
oOpasoBaresbHbIe MIATPOPMBI, HUPpOBH3aLUs 00pa3oBaHUs, MOTHUBALMs cTyaeHToB, Python, Django,
00pa30BaTeIbHBIC TEXHOJIOTHN

INTERACTIVE LEARNING PLATFORM FOR PROGRAMMING WITH
GAMIFICATION MECHANICS

Narzikulov Karim
4th-year student of the «Exact Sciences and Information Systems» faculty
Branch of KFU in the city of Jizzakh

Abstract: The article describes the development and implementation of an interactive
programming learning platform that integrates elements of gamification to increase student engagement
and motivation. The platform aims to solve the problem of low absorption rates of programming skills
through traditional teaching methods. The system architecture, key game elements (points, levels,
achievements, ratings), and technologies used are described. It is emphasized that the combination of
educational content and game mechanics contributes to the formation of a sustained interest in
programming and active independent learning. Prospects for scaling the platform are presented.

Keywords: gamification, programming education, interactive educational platforms, education

digitalization, student motivation, Python, Django, educational technologies
238



Hay4Ho-TeXHHYEeCKHEe U COLHOKYIBTYPHbIC TPOOJIEMBI COBPEMEHHOTO 00IIECTBA.
MexayHapoHasi HaydHO-TIpakTHIecKas KoHpepenms. Jpxusak, 20 - 21 Hoadps 2025 .

O‘YIN MEXANIKALARI BILAN DASTURLASH BO‘YICHA INTERAKTIV O‘QUV
PLATFORMASI

Narziqulov Karim
«Aniq fanlar va axborot tizimlari» fakulteti 4-bosqich talabasi
QFU Jizzax shahridagi filiali

Annotatsiya: Maqolada dasturlash bo‘yicha o‘quvchilarning qiziqishi va motivatsiyasini oshirish
uchun o‘yin elementlari (geymifikatsiya) bilan jihozlangan interaktiv o‘quv platformasini ishlab chiqgish
va joriy etilishi tavsiflangan. Platforma an‘anaviy o‘qitish usullari orqali dasturlash ko‘nikmalarini
egallash darajasining pastligi muammosini hal qilishga qaratilgan. Tizim arxitekturasi, asosiy o‘yin
elementlari (ballar, darajalar, yutuglar, reytinglar) va qo‘llanilgan texnologiyalar bayon etilgan. Ta’lim
kontenti va o‘yin mexanikalarining uyg‘unligi dasturlashga bo‘lgan qiziqishni shakllantirishga va faol
mustagqil ta’lim olishga yordam berishi ta’kidlangan. Platformani kengaytirish istigbollari keltirilgan.

Kalit so‘zlar: geymifikatsiya, dasturlashni o‘rgatish, interaktiv ta’lim platformalari, ta’limni
raqamlashtirish, talabalarning motivatsiyasi, Python, Django, ta’lim texnologiyalari

Beenenne. CoBpemeHHoe Boiciiee oOpa3oBaHMe Bc€ damie oOpamaercss K OU(GPOBBIM
WHCTPYMEHTaM Ui THoBbImeHus: 3¢dexkruBHOCTH ydyeOHOro mpouecca. OcoOeHHO BOCTPeOOBaHHBIMHU
CTaHOBSTCS PEILCHMS, COUCTAIOLINE 00pa30BaTEe/IbHbIE U MOTHUBAIL[MOHHbIE KOMIIOHEHTHI. B 3TOH CBsI3U
0co0o0e 3HaueHHEe NMPHOOPETAIOT MIOJIX0/bl, OCHOBAaHHbIE Ha FeMMU(PUKALUN — HUCIOIb30BAHUH UTPOBBIX
3JIEMEHTOB B HEUTPOBBIX KOHTEKCTAaX.

IIporpaMMupoBaHue Kak JAUCLMIUIMHA TpeOyeT HE TOJIBKO TEOPETHYECKUX 3HAaHUM, HO U
[IOCTOSSHHOM IIPAaKTUKH, CAMOJUCLMIUIMHBL M CIIOCOOHOCTH MBICIUTH aaroputMudecku. OHaKoO
TpaguIMOHHBIE POPMBI O0YUYEHHUS 3a4acTyi0 HEe 00ECIEeUNBAIOT JOCTATOYHOTO YPOBHS BOBJICYEHHOCTH U
HEMEJJICHHOH 00paTHO! CBSI3H, YTO CHIDKAST MOTHBAIIMIO K PETYJISIPHOM MPaKTHKE.

OT0 CTaJl0 OCHOBOM i pa3pabOTKH HMHTEPAKTHBHOM oOyuaroiied I1athopMbl IO
MPOrpaMMHUPOBAHMIO C WTPOBBIMH MEXaHHWKaMH, B KOTOPOW OOYy4YeHHE BBICTPOCHO Kak IOIaroBoe
MPOXOXKACHUE YPOBHEH, CONMPOBOXKIAEMOE CHCTEMOM Harpax W peHTHHroB. Takod MOAXOX MO3BOJIAET
TpaHcopMHpOBaTh YUeOHBII MPOLIECC B YBICKATEIbHYI0 H MOTUBUPYIOIIYIO IEATEIBHOCTS.

Hear u 3agaum uccjaenopanmsi. llens pa®oTel — co3gaHue U BHEIPEHUE WHTEPAKTUBHOU
mwiatpopMbl Ui OOy4YeHHSI OCHOBaM MPOTPaMMHPOBAHHS C HCIOJIb30BAHUEM WIPOBBIX MEXaHHUK,
HanpaBJIEHHOH Ha MOBBILIEHUE MOTUBALIMY M YPOBHS YCBOCHUS 3HAHUH Y 00YUYaIOMINXCAL.

JUist noCcTYKEHUs Liesin ObLIM ITOCTaBJICHBI CIEAYIOIIUE 3aJauu:

MPOBECTH aHaJM3 CYLIECTBYIOIIMX peIleHnid B o6jacth TedMU(UIMpOBaHHOTO OOy4YeHHs
MPOrpaMMHUPOBAHUIO;

pa3paboTaTh KOHLEILMIO UTPOBBIX MEXaHUK, aallTAPOBAHHBIX 10]] Y4e€OHBbIi1 IIpolecc;

CTIPOCKTHPOBATH CTPYKTYPY IIATGOPMBI M Oa3bl JAHHBIX;

peanu3oBaTh HHTEpQEiic C BO3MOXKHOCTBIO BHITIOJIHEHHUS KOJIa B PEajbHOM BPEMEHH;

BHEJPUTH CUCTEMY OaJlJIOB, YPOBHEH, TOCTHIKEHUI M PSUTHHIA CPEIH MOJIb30BATENICH;

OLICHUTH OTEHIMAI IIaT(HOPMBI U MIEPCTIEKTHBEI €€ MacIITabupOBaHHS.

Metoasl ¥ TexHosioruuM peasm3anuu. [lnardgopma paspaboTaHa C  HCHONB30BaHHEM
COBpPEMEHHBIX BeO-TexHoNornid. B kadecTtBe ocHOBHOro O3keHHI-ppeiiMBopka BeiOpaH Django (Python)
Onmarozapsi €ro Haa€XHOCTH, BCTPOCHHOW CHCTEME ayTCHTHU(HKAIMH M yA00CTBY pabOThl ¢ 0Oa3zamMu
naHHbeIX. s XpaHeHHs AaHHBIX (MIOJB30BATENH, 3aaHUs, PE3YyJIbTaThl, NOCTIKEHHS) HCIIONIb3yeTCs
pemsimmonnas CYBJ] PostgreSQL, obecrnieunBaromas eI0CTHOCTh U MaCIITaOUPyeMOCTb.

Oponrteny peann3oBan ¢ nmpumeHenueM HTMLS5, CSS3 u JavaScript, ¢ amanTHBHBEIM IH3aitHOM
O] pa3iIuyHble ycTpoiicTBa. JlJIi WMHTEPaKTHBHOTO BBINOJIHEHHMA KOAa B Opay3epe HHTETPUPOBaH
Sandbox-monynp Ha 6aze Pyodide, mo3Bosstromuii 3amyckars Python-kon B m3onmupoBanHOW cpene 0e3
pHCKa IS cepBepa.

HrpoBble 351eMEHThI BKIIFOYAIOT:

cucremy omnbita (XP) 3a BEIIOJTHEHUE 3aJaHNH;

ypoBHH cliokHOCTH (0T «HoBH4OK» 10 «Mactep»);

OCHKY 1 TOCTHKEHUS 32 0COOBIC YCIIEXH;

PEUTHHTOBYIO JJOCKY;

©)KEIHEBHBIC 1 HE/ICIbHBIC YEIIICHKU.
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Taxke B majpHeiIeM OyAeT peajn30BaHa poJieBas MOZAEb: CTYACHT, MpernonaBaTenb (MOXET
N00aBIATh 3aJaHUs M OTCIEKHUBATH IPOTPECC IPYIIIBI), AAMUHUCTPATOP.

Pe3yabTaTel MW HOBHM3Ha mpoekta. PaspaGorannHas rwiatdpopma TpencTaBiusieT  co0oi
NOTHO(YHKIIMOHATBHBIN BeO-cepBUC, B KOTOPOM OOy4eHHE INPOrpaMMHPOBAHUIO MPEBpAIIacTCs B
YBJIEKaTEIbHBIA MPOIIECC, aHATTOTUYHBIN POXO0XKACHNUIO KOMIIBIOTEPHOM UTPHI.

HoBu3Ha npoekra 3akioyaercsl B aAanTallyd UTPOBBIX MEXaHHK I0]] KOHKPETHBIE YUeOHbIC Len
o IuCHUIUIMHE «OCHOBBI MPOrPaMMHUPOBAHUS» C yU4ETOM BO3PACTHBIX M KOTHUTHBHBIX OCOOEHHOCTEMN
oOyyaromuxcsi. B otnnume ot kommepueckux miatgopm (Hampumep, Codecademy mim LeetCode),
JaHHAsl CHCTEMa OPUEHTUPOBAaHA Ha MHTETPALMIO B YUEOHBIN MpoLecc By3a, MOAACPKKY MpenogaBaTenci
U BO3MOKHOCTb KACTOMU3AIIMHU I10/] JIOKaJIbHbIE yueOHbIE IJIaHBbI.

IIpakTHyeckasi 3HAYMMOCTH M MePCHeKTHBbLI BHeApeHus. Ilmardpopmy moxHO OynmeT
WHTETpUpOBaTh B 00pa3oBaTelbHYIO CpeAy YHHBEPCHTETOB. B manpHeilieM maHupyeTcs o€
UCIIOJIb30BAaHUE KaK JUIsI CAMOCTOATEJIBHON MOJATOTOBKU OOYYArOLIUXCsl, TAK U B PaMKax INPaKTHUECKUX
3aHATUH 1OJ] pyKOBOJICTBOM IIperojaBaTels. B nanpHelieM npeaycMoTpeHa BO3MOXKHOCTD PACIIMPEHUS
s3p1k0BOM moanepxkku (JavaScript, C++) u unrerpauus ¢ LMS-cucremamu, takumu kak Moodle nmn
HEMIS. Kpome Toro, mnatgopma MOKET ObITh aganTHPOBaHa AJIs IIKOJIEHOTO 00pa30BaHUs MM KYypPCOB
NOBBILIEHUS KBaJU(pHUKALUMK, YTO OTKPBIBAET IEPCIEKTUBBl €€ THUPAXKHUPOBAHUS B  APYIHX
00pa3oBaTeIbHBIX YUpPESKACHUAX Y30eKnucTaHa.

3axumouyenue. MHrepaktuBHas oOydaromas miardgopMma IO MPOrpaMMHUPOBAHUIO C HUIPOBBIMU
MEXaHHKaMH JEMOHCTPHPYET BBICOKMH MOTECHIMAT B PEIICHWH KIIOYEBHIX NPOOJIEM COBPEMEHHOI'O
TEXHUYECKOr0 00pa30BaHUs: CHIKEHHS MOTHBAIMU U (POPMAIIBHOTO OTHOLIEHUSI K OCBOCHUIO CIOKHBIX
IUCUUITMH. VHTerpamust dIeMEHTOB TedMH(UKaMu HE TONBKO JenaeT oOydeHue Ooiee
YBIICKATEJIBHBIM, HO M CO3MAa€T YCIOBHSA U Pa3sBUTHA Yy OOyJaloOmMXCsS HABBIKOB CAMOOOYYEHHS,
HaCTOMYMBOCTH U KPUTUYECKOTO MbINUICHUs. TakuMm oOpa3oM, IMPOEKT MpeicTaBiIseT co00il He MpocTo
IU(PPOBOH MHCTPYMEHT, & HOBYIO MEAarOrMYecKyl0 CTPaTeruio, OCHOBaHHYIO Ha MPUHIMIAX HUPPOBOH
TpaHc(hOpPMAaLMU U OPUEHTUPOBAHHYIO HA CTYICHTA.
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®YHJIAMEHTAJIbHBIE IIPUHIIAIIBI ®U3NKH B PA3BUTHH,
COBEPIIEHCTBOBAHMWS Y BHEJIPEHUS METOJOB JUATHOCTUKHU U JIEUEHUA B
MEJIULWHE

CararoB Xycan:xoH KymaKkyJ10BH4
Crapumii npeniogaBaTtens Kadeapsl TOYHBIX HAYK U HHPOPMAIIMOHHBIX TEXHOJIOTHH (uinana
K®YV Br. JI)xuzake

AnHoTamusi: B craTthe MOJApOOHO paccMOTPEHBI OCHOBHBIC HAIIPABICHUS MEAMIIMHCKON (DU3UKH,
BKJIIOYasi JIy4eBYI0 JTUArHOCTHKY, MAarHUTOPE30OHAHCHYIO ToMmorpaduio, sAEpHYI0 MeAUInHY,
paaroTepanuio, ONTHYECKIE U YIBTPa3BYKOBBIE METO/IBI, a TAK)KE COBPEMEHHBIE MHHOBAIIMN U BHI30BHI B
o0yacTu paauaIiioHHOW Oe30macHOCTH W cTaHmaprusaiuu. Oco0oe BHUMAHUE YJCNACTCS Pa3BUTHIO
HOBBIX TEXHOJNOTHH, WX HWHTETpallil C HCKYCCTBEHHBIM HHTEIJIEKTOM H  MEPCIeKTUBaM
MEPCOHAIM3UPOBAHHON MEIHIINHBL.

KaroueBbie caoBa: MenunuHckas  ¢u3mMka, JIydeBas  JIHAarHOCTHKA,  pajroTeparus,
MarHMTOPE30HAHCHAsE ToMorpadus, sjepHas MEAUIMHA, PaJUalliOHHAs 0€30MACHOCTh, HHHOBAIIMOHHBIC
TEXHOJIOTHH, UCKYCCTBEHHBI MHTEJUIEKT, TIEPCOHATN3NPOBAaHHAS METUIIMHA.
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