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Abstract: The functional and psychophysiological capabilities of students must be taken into 

account in the formation of students' independent learning skills and competencies based on the use 

of computer learning games. The desire of educators to cover as much information as possible on 

the basis of computer-based learning games can lead to over-exhaustion of the student. 
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The modern educational process provides opportunities for the opening of new areas of education 

and the creation of a wide range of conditions. The processes carried out through the Internet 

technology are characterized by their superiority and convenience. In turn, increasing the speed of 

data transmission has a negative impact on the quality of data acquisition, an increase in the 

number of errors, the feeling and health of the student. 

Research in the field of physiology and hygiene recognizes that when working on a computer, the 

mental capacity of learners changes inversely proportional to the amount of information 

assimilated. This is explained by the following reasons: 

 Increased load on the visual organs; 

 the cessation of the initial enthusiasm for the news; 

 accumulation of negative emotions due to possible uncertainties and errors; 

 The adoption of a large number of educational resources prevents the active development of 

further information resources. 

This situation necessitates the development of computer learning games in the educational process, 

taking into account the necessary didactic, psychophysiological and methodological requirements. 

In addition to taking into account the general requirements for the development and use of 

computer training games, there are also a number of psychological requirements that affect the 

success and quality of its creation. The following are the psychological requirements for computer 

training games: 

1. Demonstration of learning material in computer learning games should be consistent not only 

with the verbal, but also with the sensory and demonstrative states of the cognitive process. 

Computer learning games should be developed taking into account the characteristics of the 

psychological processes of reception, attention, thinking, imagination, memory. 

2. The educational material in computer training games should be designed taking into account the 

age and basic knowledge of the learners. 

3. Computer learning games should focus on the development of figurative and logical thinking. 
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The structure and content of computer learning games should be consistent with the curriculum of 

the subject being studied at the same time as the in-depth study of the learning material. Computer 

training games created for the education system must also meet the following general requirements: 

 The content and structure of computer educational games must meet the requirements of the 

educational standard; 

 computer training games should have a system of problem-solving and research tasks of an 

intellectual nature; 

 automation of such aspects of search, collection, storage, analysis, processing of educational 

activities of computer educational games; should include automation of calculations, design and 

construction, processing of experimental results, control tasks, information processing; 

 computer training games should include the imitation of the work of complex objects 

(machines, equipment, hardware, devices, etc.), the means of demonstrating various processes 

on a real, accelerated or decelerated time scale; 

 computer training games should prepare the learner in a virtual environment, depending on his 

future professional activity; 

 All calculations performed in computer training games should have an open system of 

visualization, demonstrate the relationship of the studied variable objects or processes. 

The intellectual level, motivation, functional status and level of activity of students in the 

appropriate audience should be taken into account in the development of computer educational 

games. 

The concept of motivation means the importance of the activity for the individual, the formation of 

a stable interest in it, as well as the process of transformation of externally defined goals into 

internal needs. Hence, motivation can be recognized as an internal driving force that enables an 

individual to actively engage in the learning process. It should be noted that the motivational 

qualities of the individual form the basis of cognitive activity, in the process of which the student 

determines the appropriate educational goals, manages the process and assesses its level of success. 

At the same time, the need for independent learning leads to the development of different levels of 

motivation of the student's professional formation. 

In the process of professional formation of the student can be distinguished three levels of 

motivation: 

The initial level of motivation is related to the need for professional development and occurs on the 

basis of external social and personal motivations. The average level of motivation that emerges in 

the process of acquiring professional knowledge creates the necessary foundations for a 

professional career. A high level of motivation reflects the student's needs for development and the 

realization of their creative potential. The development of creative potential leads to the creation of 

optimal conditions to meet the needs of the student's self-development. 

Game technology is also widely used in school classrooms. We can easily see from the results that 

this is effective. The possibilities for ICT tools are vast and easy to use. Modeling processes that 

can use solar energy It is necessary to carry out explanatory work on the basis of a new game to 

solve the energy problem. 

The psychophysiological effectiveness of the use of computer learning games is explained by the 

fact that the use of computer learning games in the organization of independent learning allows 
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students to significantly search for large amounts of learning materials and master them, develop 

motivation, increase knowledge. 

The psychophysiological effectiveness of computer learning games is determined first of all by the 

level of students' mastery of learning materials, upbringing and intellectual development, 

performance, motivational stability. Second, in relation to the teacher's activity, indicators of 

teaching, indicators of rational use of pedagogical technologies and teaching aids, stable motivation 

of the teacher to work, ability to work are determined. 

References 

1. Azizjon Mo'minjon o'g, X., & Ibrokhimovich, F. J. (2022). The Importance of Mathematical 

Game and Methods in the Formation of Mathematical Concepts in Primary Schools. Journal of 

Pedagogical Inventions and Practices, 8, 208-211. 

2. Горовик, А. А., Зулунов, Р. М., & Мамадалиева, Л. К. (2019). МЕТОДИКА 

ПРЕПОДАВАНИЯ ВИЗУАЛЬНОГО ПРОГРАММИРОВАНИЯ ДЛЯ ДЕТЕЙ. 

In Цифровой регион: опыт, компетенции, проекты (pp. 193-197). 

3. Горовик, А. А., & Халилов, З. Ш. (2021). КОНЦЕПЦИИ И ЗАДАЧИ РАЗРАБОТКИ 

СИСТЕМЫ ЭЛЕКТРОННОГО ОБУЧЕНИЯ. Universum: технические науки, (1-1), 15-17. 

4. Горовик, А. А., & Халилов, З. Ш. (2021). ОСНОВЫ ФУНКЦИОНИРОВАНИЯ И 

РАЗВИТИЯ ЭЛЕКТРОННОГО ДИСТАНЦИОННОГО ОБРАЗОВАНИЯ В 

РЕСПУБЛИКЕ УЗБЕКИСТАН. Universum: технические науки, (12-1 (93)), 54-56. 

5. Okhunov, M., & Minamatov, Y. (2021). Application of Innovative Projects in Information 

Systems. European Journal of Life Safety and Stability (2660-9630), 11, 167-168. 

6. Minamatov, Y. E. U. (2021). APPLICATION OF MODULAR TEACHING TECHNOLOGY 

IN TECHNOLOGY. Scientific progress, 2(8), 911-913. 

7. Минаматов, Ю. (2021). УМНЫЕ УСТРОЙСТВА И ПРОЦЕССЫ В ИХ ПРАКТИЧЕСКОЙ 

ЭКСПЛУАТАЦИИ. Eurasian Journal of Academic Research, 1(9), 875-879. 

8. Minamatov, Y. E. O. G. L., & Nasirdinova, M. H. Q. (2022). APPLICATION OF ICT IN 

EDUCATION AND TEACHING TECHNOLOGIES. Scientific progress, 3(4), 738-740. 

9. Kasimakhunova, A. M., Olimov, S. A., Mamadalieva, L. K., Norbutaev, M., Nazirjanova, S. S., 

& Laraib, S. R. (2019). Photo Thermal Generator of Selective Radiation Structural and 

Energetic Features. Journal of Applied Mathematics and Physics, 7(06), 1263. 

10. Kasimakhunova, А. M., Zokirov, S. I., & Norbutaev, M. A. (2019). Development and Study of 

a New Model of Photothermogenerator of a Selective Radiation with a Removable 

Slit. Development, 6(4). 

11. Kasimaxunova, A. M., Norbutaev, M., & Baratova, М. (2021). Thermoelectric generator for 

rural conditions. Scientific progress, 2(6), 302-308. 

12. Abduqaxxorovich, O. S., Mamasadikovna, K. A., Kamildjanovna, M. L., Roziyaxon, N., Og'Li, 

Z. S. I., & Abdurasulovich, N. M. (2018). Development and research of heterostructures with 

an internal thin layer based on p-type silicon. European science review, (9-10-1), 183-185. 

13. Зокиров, С. И. У., & Норбутаев, М. А. (2021). СОЛНЕЧНЫЙ ТРЕКЕР ДЛЯ 

ФОТОТЕРМОГЕНЕРАТОРА СЕЛЕКТИВНОГО ИЗЛУЧЕНИЯ. Universum: технические 

науки, (4-5 (85)), 9-13. 



 

International Journal of  

Development and Public Policy 

 

| e-ISSN: 2792-3991 | www.openaccessjournals.eu | Volume: 2 Issue: 6 
 

 

ISSN 2792-3991 (online), Published under Volume: 2 Issue: 6 in June -2022 
Copyright (c) 2022 Author (s). This is an open-access article distributed under the terms of Creative Commons 
Attribution License (CC BY).To view a copy of this license, visit https://creativecommons.org/licenses/by/4.0/ 

 

116 

 

14. Abdurasulovich, N. M. (2022). O ‘ZBEKISTONDA TERMOELEKTRIK 

GENERATORLARDAN FOYDALANISH ISTIQBOLLARI. SO ‘NGI ILMIY 

TADQIQOTLAR NAZARIYASI, 1(1), 269-273. 

15. Khasanboyevich, K. J., & Ugli, Z. S. I. (2022). Software Technologies for Research and 

Development of Linguistic Models. American Journal of Social and Humanitarian 

Research, 3(5), 314-320. 

16. Каримов, Ж. Х., & Фозилов, И. Р. (2020). Управление многостадийными процессами 

путём оптимизации глобальных целей системы. Universum: технические науки, (3-1 (72)), 

16-20. 

17. Avazjon o‘g‘li, V. D., & Esonali o‘g‘li, M. Y. (2022). Prospects for the Development of the 3D 

Modeling Process. Texas Journal of Engineering and Technology, 7, 78-79. 

18. Korolkov, A. N., & Mamadalieva, L. K. (2022). Methodology for Conducting Practical 

Exercises to Study the Simulation System 3DS Max 2020. Texas Journal of Engineering and 

Technology, 7, 80-86. 

19. Olimova, O. S. (2022). Method of using radio-electronic equipment diagnostics durable 

systems and devices for localization of defective elements. Indonesian Journal of Public Policy 

Review, 18. 

20. G‘ofurovich, T. X. A., & Esonali o‘g‘li, M. Y. (2022). Computer Using Dynamic System 

Modelling Environments. Journal of Ethics and Diversity in International Communication, 2(2), 

9-13. 

21. Mamadalieva, L. K., & Minamatov, Y. E. (2021). High Efficiency of a Photoelectric Converter 

in a Combined Design with a Thermoelectric Converter. Middle European Scientific 

Bulletin, 19, 178-186. 

22. Kamiljanovna, M. L. (2021). Analysis of the Results of the Study of the Thermoelectric Part of 

the Source Sensor. Middle European Scientific Bulletin, 19, 191-196. 

23. Komiljonovna, M. L., & Esonali o’g’li, M. Y. (2022). Adjuster Synthesizing for the Heat 

Process with Matlab. Texas Journal of Engineering and Technology, 7, 63-66. 

24. Avazjon o‘g‘li, V. D., & Esonali o‘g‘li, M. Y. (2022). Use and Importance of Three-

Dimensional Images in Fields. Journal of Ethics and Diversity in International 

Communication, 2(2), 1-4. 

25. Kamiljanovna, M. L., & Gofurovich, T. A. (2021). Technology for Manufacturing Working 

Substances for Thermoelements Branches and Determination of their Thermoelectric 

Characteristics. Middle European Scientific Bulletin, 19, 365-370. 


