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“BAPKAMOJI ABJIOJ” BOJIAJIAP MAKTABJIAPUJIA TYTAPAKJIAP
PAOIMATUHU TAIIKWJI OTUIHIHUHI UTHOBAILIMOH
TEXHOJIOTI'UAJIAPU

P. C. lllepmyxamenos
TomikenT BuiossT Ynpuuk gaBiaT reaaroruka MHCTUTYTH JIOLEHTH

AHHOTALIUA
Ymby maxkonana OyryHI'M KyHJa XOpWXKUN Taxkpubanap acocupaa “bapkamon
aBnoa”’ Oosamap MakTtaOnapuga Tyrapakiap (AOTUATUHM TaIIKWI ATUITHUHT
MHOBAIIMOH TEXHOJIOTHSIApH Ba ylapAaH (oiilaJaHuIl aB3aJUIMKIApU KeITUPHUIITaH.
Kanur cy3nap: Moaepumszanusinam, STEAM  rtabnum, Gamification
(YiiuHnamTupuin) TexHosoruscu, MuHecpadT YHHHHM, TabJIUM MOJENH, BUPTYal
MYXaHIUCIIUK, aMaJIMi KyHUKMaap.

ABSTRACT
This article presents innovative technologies and the advantages of using
hobby groups at the Barkamol Avlod children's schools based on international
experience.
Keywords: Modernization, STEAM education, Gamification technology,
Minecraft game, educational model, virtual engineering, practical skills.
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