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AHHOTaA M

B naHHOW cTaTbe aHA/IU3UPYIOTCSd TeOopeTUYeCKue M MpPaKTUYeCKHMe OCHOBbI HCIOJIb30BaHUS
UTPOBBIX 0Opa30BaTe/ibHbIX TEXHOJIOTUH B YCJAOBHUSX HHKJ3UBHOrO o6pa3oBaHusA. B xoxe
MCC/IeIOBaHUS paccMaTPUBaOTCA 3P PEeKTUBHOCTb UTPOBbBIX MOAXO0/I0B /ISl yYalllUXCS C Pa3JIMYHbIMU
NOTPEOHOCTSIMM B Ppa3BUTUM, MeETOJbl HX MHTErpalMdu B 00pa3oBaTeJibHbIA Mpolecc |
N0JIOXKUTeJIbHbIE TeJarorudyeckue pesysbTaThbl. B cTaTbe mpejcTaB/ieHbl BbIBOAbl O MPUMEHEHUU
U POBBIX UTP, POJIEBBIX UTP, CUMYJIAILUNA U 3JIeMEHTOB reMMUPUKALMM B UHKJ/IO3WBHBIX KJlaccax.
Pe3ysibTaThl HCCIeN0BaHUsS TMOKa3bIBAlOT, 4YTO MPABUJbHO IMOJ0OpPaHHbIE HWIPOBbIEe METO/bI
NOBBILIAIOT MOTHUBALUI0 BCEX YYALUXCA U UHAMBUAYAJTU3UPYIOT Y4eOHbIN MpoLecc.

Knwo4yeBble c/0Ba: WHKJIIO3WBHOEe 00pa3oBaHHEe, UTPpoBoe ob6ydyeHHe, reMMuUdHUKalus, 0cobble
o6pa3oBaTesIbHbIE TOTPEGHOCTH, MeJaroTHYeCKHEe TEXHOJIOTUH, MOTUBAIYS, UHAUBUIyaIU3alUSl.

Abstract

This article analyzes the theoretical and practical foundations of using game-based learning
technologies in inclusive education environments. The study examines the effectiveness of game-
based approaches for students with diverse developmental needs, methods for integrating them into
the educational process, and positive pedagogical outcomes. The article presents conclusions on the
use of digital games, role-playing games, simulations, and gamification elements in inclusive
classrooms. The research results indicate that appropriately selected game-based methods increase
the motivation of all students and individualize the learning process.

Keywords: Inclusive education, game-based learning, gamification, special educational needs,
pedagogical technologies, motivation, individualization.
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BBEJJEHUE

B coBpeMeHHOM cucTeMe 0O0pa30BaHUS MHKJIIO3UMBHbBIM N101X0/, NpUOOpeTaeT BCé O0Jiblliee 3HAYEHHUE.
Ha ocHoBanuu 3akoHa Pecnybsuku Y36ekuctaH «06 ob6pasoBanuu» (2020) u KouBeHnuu OOH o
npaBaXx WHBAJIWJAOB y4dalpecsd C OCOObIMM 00pa30BaTeJbHbIMU MNOTPEOHOCTSAMHU MOJIY4YalOT
BO3MOXHOCTb 00y4aTbCd B 0011e00pa3oBaTe/NbHbIX YyuypexJeHUsax. OJHAKO mNpakTH4YecKas
peasu3anus MHKJI3MBHOIO 00pa30oBaHUsA TpebyeT OT NeJaroroB NpUMeHeHUs HOBbIX MOJAXOJ0B U
MEeTO/0B.

UrpoBble o6pa3oBaTe/ibHble TeXHOJOTUM (game-based learning) — 3To mejaroruyeckui MoAxof,
UCIIOJIb3YIOLUMA UrPOBble MEeXaHU3Mbl [JJil JOCTHXKEHUsI 00pa3oBaTesIbHbIX ILiesield, KOTOpPbIA B
nocjaeHUe AecATUJIeTUS LHPOKO NpPUMeHseTCcd B MUPOBOU mnefaroruke. McciaepoBaHUs TaKuX
M3BECTHBIX [ICUX0JIOTOB U NeJaroros, Kak JleB Boirorckui, 2Kau [luaxe u /lxxepom bpyHep, nokazanu
HEOILIeHMMYIO pOJIb UTPbl B KOTHUTUBHOM pa3BUTHM B JAeTckoM Bo3pacTe (Vygotsky, 1978; Piaget,
1962). [lna yyawuxcs ¢ 0co6bIMHA 06pa3oBaTeIbHBIMU IOTPEGHOCTSAMU UTPOBBIE MOAXOAbI 06J1aJAI0T
psZ0M CyllleCTBEHHBIX NIPEMMYILLECTB 10 CPAaBHEHHUIO C TPAJAULMOHHBIMU METOJaMHU 00y4Y€eHHUSI.

lleip Hamlero wuccjaefoBaHUSI — TeOpeTHYEeCKH 000CHOBaTb 3QPEKTUBHOCTb HIPOBBIX
oOpa3oBaTe/JbHbIX TEXHOJIOTUW B YCJAOBUSAX MHKJI3UBHOIO 00pa3oBaHUMs M pa3paboTaTb
NpaKTU4YeCcKHe peKoMeHJalnru. 3aZady uccaef0BaHUs BKIOYAlOT: (1) aHa/IM3 TeopeTUYeCKUX OCHOB
UrpoBoro o6y4eHus; (2) kjaaccMPUKaLUIO BHUJOB HUIPOBBIX TEXHOJIOTUHM, MPUMEHSIEMBIX B
WHKJIIO3UBHBIX KJaccax; (3) pa3paboTKy MeTOAUYEeCKUX peKOoMeHJaluh s UX 3QPeKTHBHOIrO
IpHYMeHEHHUS.

AHAJIN3 IUTEPATYPbI U TEOPETUYECKA{ BA3A
3apy0OexxHble HCCIe[j0BaHUsS B 00JIaCTU HHKJO3UMBHOTO obpa3oBaHus (Ainscow, 2005; Booth &
Ainscow, 2011; UNESCO, 2009) nokasplBalOT, 4YTO KJKYOM K YCHEIIHOMY HWHKJIIO3UBHOMY
00pa30BaHUI0 SIBJSIETCA MCIOJIb30BaHHWE CTpaTeruid o0O6OydyeHUs, OCHOBAHHbIX Ha NpPUHLUIAX
YHUBEPCAJIbHOTO JM3alHa, 0XBaThIBAIOLIEro Bcex yyauuxcd. CorJiacHo NpUHIMIIAM YHUBEPCAJIbHOIO
AusaiiHa ooy4yenus (Universal Design for Learning — UDL), urpoBoe 06y4eHue NOJHOCTbIO OTBEYAET
3TUM TpebOBaHUAM, TOCKOJIbKY COYeTaeT B cebe pa3jiMuHble CTUIU U GOpMbI OCBOEHUSI MaTepUasa
(Rose & Meyer, 2002).
Teopust urpoBoro o6ydyeHusi ONUPAETCS HAa HECKOJIbKO BaXKHBIX ICUXO0JIOTUYECKUX U MTeJarOTM4eCcKux
KOHIlenuW. Bo-mepBblX, KOHLeNIUSA «30HbI OJxkauiiero pa3Butus» (3b6P) Breirorckoro
NOYEPKMBAET, YTO UTPaA CAY>KUT MOCTOM MEX/1Y peasbHbIM U NOTEeHUa/IbHbIM YPOBHSIMU Pa3BUTHUS
pe6éHka. Bo-BTophbIX, corsacHo Teopuu camoferepmuHanuu (Self-Determination Theory — SDT),
UTpbl YJOBJIETBOPAIOT TPU OCHOBHBIX NMOTPEOHOCTHM BHYTPEHHENW MOTHBALlMU: KOMIIETEHTHOCTD,
aBTOHOMHUIO U puHaAaexxHoCTh (Deci & Ryan, 1985). B-TpeTbux, Teopus cocTossHUSA «mnoToka» (flow)
YrKceHTMUXalU OOBSACHSAET, KaK B IpOLiecCe UIPhbl y4aliydecs JOCTUTAlOT COCTOSHUS TJ1yOOKOU
KOHI|eHTpalMU U Y/I0BJIETBOPEHMUSI.
UccnenoBanust B 06J1acTH 0co6blx 06pa3oBaTesbHbIX oTpebHOCcTel (Bender, 2012; Mayer, 2019)
YCTAaHOBWJIM, 4YTO UWrpoBoe o0Oy4yeHHe OKa3blBaeT 0COOeHHO 3(p¢deKTUBHOE BO3/JeNCTBUE Ha
c/eAyroliue Ipymbl YYallMxcs: IeTH ¢ pacCTpoicTBaMu ayTuctudeckoro crnekrtpa (PAC), yyauiuecs
C CHHAPOMOM JeduuuTa BHUMaHUA U runepakTuBHocTu (CABIY), neTy ¢ TpyAHOCTAMU B YTEHHUHU U
nucbMe (guciaekcus, fucrpadus), a TakxkKe yqauidecs ¢ 3a/lep>KKOW HHTeJIeKTYaJlbHOTO pa3BUTHS.
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BU/Ibl UTPOBBIX TEXHOJIOTUMA B UHK/IIO3UBHOM OBEPA30BAHUM

B mpakTHKe HWHKJIIO3UBHOIO 006pa3oBaHMUs IIMPOKO NPUMEHSIIOTCA CJeAyllliue BU/bl HWTPOBBIX
TEeXHOJIOTUH:

1. ludposbie o6pa3oBaTesbHble Urpbl (Digital Educational Games). B aTy kaTeropuio BxoadaT
crelUajbHble 06y4yaloliyde Urpbl, B KOTOPble UTPAIOT Yepe3 KOMIbIOTEP WJIM IJaHlieT. Hanpumep,
Takue maaTpopmbl, kak «Prodigy Math», «Khan Academy Kids», «Endless Alphabet», npegaaratoT
aJlanTUpOBaHHbIe 3aHATUSA A ydaiuxcs ¢ OOIl LludpoBble Urpbl NpeJoCTaABASIOT BOSMOXKHOCTH
MIHOBEHHOM o6paTHoi cBa3u (feedback), azanTHBHOrO YpOBHSI CJIOXKHOCTU W BU3YyaJbHO-
ayauanabHOM ctuMyssinuu (Annetta, 2010).

2. PoneBsblie urpsl u aApamatusanusa (Role-Playing and Dramatization). 3ToT noaxoz, oco6eHHO
NI0JIE3HBIN /15 pa3BUTHS COLJMA/IbHBIX HABBIKOB, JAéT y4alUMCsl C paCCTPOMCTBAMU ayTUCTUYECKOTO
CIeKTpa BO3MOXXHOCTb OTpabaThIBaTh COLMAJbHble CUTyallUU B 6e30macHOi cpefe. PosieBble Urphl
Pa3BUBAIOT 3MIIAaTHI0, KOMMYHHMKAIUIO U HABbIKU cOTpyAHHU4YecTBa (Gray, 1998).

3. CuMmy/IA0MM U BUPTyasibHasA peajbHOCThb (Simulation and VR). Cumynsauuu, co3faHHble Ha
OCHOBE COBpPEMEHHBIX TEXHOJIOTMH, MO3BOJIAIOT y4yalMMcs 0e30MacHO NPOXHUBATh peasbHble
’)KU3HEHHble CUTyalMU. YCTpoicTBa BUPTyasbHOU peasbHOCTH (VR), B yacTHocTH Oculus Quest u
Google Cardboard, Bcé mupe npuMeHAOTCA B UHKJIIO3UBHOM 06pa30BaHUM.

4. Teimupukauusa (Gamification). 3To cTpaTeruss nopblllleHUs MOTHBALUMU NMYTEM BBEJ€HUS B
y4eOHbIA MpOLIECC HIPOBBIX 3JIEMEHTOB: 0aJlJIOB, 3HAYKOB, PEUTHHTOBBIX TAaOJIHL, YPOBHEW.
[Tnatdopmel ClassDojo, Classcraft u Kahoot! ycnemno peanusytoT gaHHbii noaxof, (Deterding et al,,
2011).

5. Moasmwxuble urpsl (Movement-Based Games). Oco6eHHO TMoJie3Hble [AJs1 YYalUXCAd C
npo6jieMaMd CEHCOMOTOPHOTO pa3BUTHUSA U KOOpPAMHALMU, 3TH HUIPbl COYETAOT (UINUYECKYIO
aKTUBHOCTb C obOyyeHueM. K jgaHHOU kaTeropuu oTHocsaATca Just Dance, Brain Gym u apyrue
NOJIBUKHBIE UTPBI.

METOA0J10TUA UCCIEAOBAHUA
UccnenoBanue mpoBoausioch B TeueHue 2022-2024 rogoB B 3 06I1eo6pa3oBaTeJbHbIX IIKOJIAX
ropojia TamkeHTa. B McciiefoBaHMM NPUHSAAM ydacThe B 00Iel caoXHOCTHM 186 yyamuxcs, u3
KOTOpPbIX 62 HMeJIM pas3JiMdyHble 0COoOble 00OpasoBaTesJbHble MNOTPeObHOCTU. B HccaemoBaHUM
IPUMEHSJIUCH CIeAYIOIe METO/bI:

MeToabl uccaeAoBaHMA: HaoOswAeHue (classroom  observation), o6Gecema  (interview),
aHKeTUpOBaHHUe (questionnaire), cpaBHUTEJbHBIN aHaMU3 (comparative analysis) 1 cTaTUcTUYecKas
obpaboTka AaHHbIX (Cc moMouibio nporpaMmbl SPSS 26.0). dxkcnepuMeHTasnbHasg rpynna (n=93)
obydajiacb Ha OCHOBE WUIPOBBIX 00pa30BaTeJbHbIX TEXHOJIOTMW, KOHTpOJibHasA rpynna (n=93) —
TPaAULUOHHBIM MeToJoM. Yuauuecs ¢ OOIl 6b11M paBHOMEPHO pacnpefie/ieHbl B 06eUX rpymnmax.
[Ipof0/KUTENBHOCTD UCCaef0BaHUs — 18 MecsneB (ceHTAOpb 2022 — peBpanb 2024).
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PE3YJIBTATbBI UCCJIEAOBAHUA U OBCYXXJIEHHUE

Pe3yabTaThl Uccie0BaHUS TO3BOJIU/IN CAENATh PsiJl BaXKHbIX BEIBOJIOB.

Bo-nepBbIX, 10 MOKa3aTeJsM MOTHUBALMU 3KCIIepUMeHTa/JbHas Trpyla NpPOoJAEeMOHCTpPUpOBaJa
3HAUYUTEJbHO 60Jiee BbICOKHE pPe3yJIbTaThbl 110 CPABHEHHUIO C KOHTPOJIbHOU. CoryiacHO pe3yJsibTaTaM
mkasibl IMI (Intrinsic Motivation Inventory), uamepstoieil BHyTpeHHIOI0 MOTHUBALUIO, CPeJHUUN a1
B 9KCIlepUMeHTa/IbHOU rpynie coctaBui 4,2 /5,0 (B koHTposibHOM rpynne — 3,1/5,0, p<0,001).

Bo-BTOpbIX, BOBJIe4EHHOCTD (engagement) ydamuxcs ¢ OOIl B yue6GHbIN nporecc coctaBuia 73% B
JKcllepUMeHTaJbHOU rpynne U 41% B KOHTposibHOM rpynne. /laHHOe pa3iudyve SBJSAETCH
CTaTUCTUYecKH 3Ha4uMbIM (p<0,01). B yacTHOCTH, y4aujdecsi ¢ pacCTPOMCTBAaMU ayTUCTUYECKOTO
CIeKTpa MOCPeACTBOM LM(POBBIX U POJIEBBIX WUIP CYUIECTBEHHO YJYYLIUJIA HAaBbIKK COLMAJIbHOMN
KOMMYHUKaIUH (3adprKcupoBaH cpeHUM pocT Ha 31%).

B-TpeTbuX, aHa/M3 akKaJleMUYecKUX I[0Ka3aTesJed I0KasasJ, YTO CpeJAHUH O6a/l1  ydaluxcs
9KCIepUMEeHTa/IbHOM rPYNIbI [0 y4eOHBIM NpeJMeTaM 3a OJUH y4yebHbIH rof, Beipoc Ha 18%. Cpeau
yqamuxcsa ¢ OOIl aToT nokasaTesib OKa3ascs elLé Belllle — B CpeAHeM yaydiiunica Ha 24%. /laHHble
pe3y/bTaThl COTJIACYIOTCSA C UccaeaoBaHusaMU Hattie (2009) u Marzano (2010).

B-4eTBEpTHIX, COrJIacCHO ompocy yuuTesel, 24 neparora (96%), ydyacTBOBaBIIMX B paboTe ¢
3KCIIEpUMEHTA/JbHOM TPYyNIoON, OTBETHJIM, YTO HaMepeHbl NMPUMEHSITb WUI'POBble MOAXOJbl U B
JlasibHel1eM. BMecTe ¢ TeM OHU OTMETHJIH PSAJ TPYAHOCTEN: HEXBATKY BpEMEHHbBIX pecypcoB (67%),
He06X0JUMOCThb CllelHaJbHOro 060pysoBaHuA (54%) U CI0XKHOCTb afjalTallMd UIPbl K y4eOHOH
nporpamme (46%).

Ta6suna 1. CpaBHeHUe pe3y/IbTaTOB IKCIEPUMEHTA/IbHOM U KOHTPOJIBHOM rpyni

IlokasaTenb JKcnepuMeHTa/IbHaA rpynna KoHTpoJsibHas rpynna p-3HadeHHe
Wupekc motuBauuu (IMI) 4,2 /5,0 3,1/50 p<0,001
BoBJiIe4€HHOCTH B y4e6GHbBIN POIecc 73% 41% p<0,01

PocT akaieMHUYeCKUX MoKa3aTesaen +18% +7% p<0,05

PocT nokasartenei yyamuxcs ¢ OOII +24% +9% p<0,01
YpoBeHb y/10BJ1€TBOPEHHOCTH yuuTeael 96% 71% p<0,05

METO/IUYECKUE PEKOMEH/IALIUU

Ha ocHoBe pe3y/sbTaTOB HCCI€JOBAaHUS U TEOPETUYECKOTO aHaJM3a pa3paboTaHbl CAeAyHoIUe
peKOMeHJJallud  JJIi  YCIEIIHOr0 TNPUMEHEHUs HWrPOBbIX 00pa30BaTeJbHbIX TEXHOJIOTHH B
WHKJIFO3UBHOM KJIacCe:

1. [IpuMeHeHU e NPUHIUIIOB YHUBEPCA/IbHOTO AU3aiiHA: UTPBI JOKHbI ObITh JOCTYIHBI JIJIsl BCEX
y4yaluxcsl; Heo6XOJMMO YYMTBIBaTh ayJuaJibHblA, BHU3yaJibHbIH W KHHECTETUYECKUH CTHJIH
00y4YeHus.

2. AzanTauus YpOBHSA CJOXHOCTHU: YPOBEHb CJOXXHOCTH WIPbl JIOJDKEH COOTBETCTBOBATH
aKTyaJIbHOMY YPOBHIO Pa3BUTHS KaXKA0TO0 yYallerocsi U MOCTEeNeHHO BO3pacTaTh.
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3. BkiiloueHHe 3/IeMEHTOB COBMECTHOMW WUIPBI: KOONEpPAaTHUBHbIE UIPbl PAa3BUBAIOT COLUATbHbIE

HaBbIKU U YKPEIJISIOT B3aUMOOTHOLIEHUS MEXY CBEpCTHUKAMMU.

4. O6ecnieyeHHe OGBICTPOM U 4ETKOM 06paTHOM cBA3M (feedback): yyamuecs c OOIl ucnbiThIBalOT
NOTPeOHOCTb He3aMe/J/IMTe/IbHO Y3HAaBaTh O CBOMX pe3yJ/ibTaTax.

5. CBsA3b Urpbl C Yy4eOHOM MNPOrpaMMOM: KaXK/i0e WUI'POBOE€ 3aHSATHE JO/HKHO COOTBETCTBOBATh
KOHKPETHBIM 06paBOBaTeJ1beIM oeadaM U JONMOJIHATb TPaAUIITUOHHOE 06yquHe.

6. COTpyAHMYECTBO C POAMTE/ISIMA U CHEeLMaJUCTaMU: B 1ieJisgX obecrieyeHUsl NpeeMCTBEHHOCTH
MEXay IIKOJIOH M JAOMOM IIJIaH HUT'POBBIX 3aHATHUU AOJIX)KEH COTIJIaCOBbBIBATbBCA C POAUTENAMHU U
NpodUIBHBIMHU CIIEIUATUCTAMHU.

3AK/IDYEHHUE

JlaHHOe uccaeoBaHUe MOATBePANIO 3PPEeKTUBHOCTh UTIPOBLIX 06pa30BaTebHBIX TEXHOJIOTUH B
MHKJ/JI0O3MBHOM O00pa30BaHUMM Ha OCHOBE 3MIUPHUYECKUX JlaHHBIX. [loslydeHHble pe3yJbTaThl
CBUJETEJNbCTBYIOT O TOM, YTO MPABUJIbHO MOJOOpaHHble U lieJieHaNpaBJeHHO IpUMeHseMble
UTPOBBIE MOAXO0/Ibl CYyIIECTBEHHO MOBBIIIAIOT MOTHUBALMIO, BOBJIEYEHHOCTD B yUEOY U aKaJleMUYECKUE
MOoKa3aTeJ U BCex yYalluxcsl — B TOM YK CJIe UMEIIMX 0C0Oble 00pa3oBaTe/IbHbIE MOTPEOHOCTH.
UrpoBble 06pa3oBaTeIbHbIE TEXHOJOTHUU CJAYKAT BaXKHbIM UHCTPYMEHTOM peasiM3aluy Ha MpaKTHUKe
OCHOBOIIO0JIaralIlero NpyuHIMNIA UHKJII3WBHOTO 00pa3oBaHusl: «Bce AeTH MOTYT yCHELIHO yYUThCS B
eIMHOM o00pa3oBaTeJibHON cpeae». B OyayileM Heo6xoAMMO NpPOBOAUTL 6oJiee TJIyOOKHE
Mcclel0BaHUs B JAHHOW 00J1acTH, B 0OCOOEHHOCTU — CO3/aBaTh U alpoOOUPOBATH UIPhl C yYETOM
MEeCTHBIX KYJIbTYPHbIX 0COOEHHOCTEHN MPUMEHHUTEJBHO K YCJIOBUSAM Y36eKUCTaHa.

B kauecTBe OrpaHUYEHUM CTATbU CelyeT OTMETUTb OTHOCHUTEJbHO HEGOJIBbIION 00'bEM BBIGOPKHU U
OXBaT JIMIIb IIKOJ ropojia TaimikeHTa. B OyayuiyMx uccaeI0BaHUSAX 11e71eCO00PA3HO BKJYUTh M
CeJIbCKUE LIKOJIbI, @ TAKXKE OCYIEeCTBJISATh JI0JTOCPOYHBIA MOHUTOPUHT 3G PEKTUBHOCTH.

CIIUCOK JIMTEPATYPbI

1. Ainscow, M. (2005). Developing inclusive education systems: What are the levers for change?
Journal of Educational Change, 6(2), 109-124.

2. Annetta, L. A. (2010). The "I's" have it: A framework for serious educational game design. Review
of General Psychology, 14(2), 105-112.

3. Bender, W. N. (2012). Project-Based Learning: Differentiating Instruction for the 21st Century.
Corwin Press.

4. Booth, T., & Ainscow, M. (2011). Index for Inclusion: Developing Learning and Participation in
Schools. CSIE.

5. Csikszentmihalyi, M. (1990). Flow: The Psychology of Optimal Experience. Harper & Row.

6. Deci, E. L., & Ryan, R. M. (1985). Intrinsic Motivation and Self-Determination in Human Behavior.
Plenum Press.

7. Deterding, S. Dixon, D., Khaled, R, & Nacke, L. (2011). From game design elements to
gamefulness. Proceedings of the 15th International Academic MindTrek Conference, 9-15.

8. Gray, C. (1998). Social stories and comic strip conversations with students with Asperger
syndrome and high-functioning autism. Asperger Syndrome or High-Functioning Autism?, 167-
198.

50|Page



NOVATEUR PUBLICATIONS

JournalNX- A Multidisciplinary Peer Reviewed Journal
ISSN No: 2581 - 4230

VOLUME 12, ISSUE 5, May - 2026

10.
11.

12.
13.

14.
15.

16.

Hattie, J. (2009). Visible Learning: A Synthesis of Over 800 Meta-Analyses Relating to Achievement.
Routledge.

Mayer, R. E. (2019). Computer games in education. Annual Review of Psychology, 70, 531-549.
3akoH Pecny6snku Y36ekucrtan «06 o6pasoBaHuu». (2020). HanuonanpHas 6asa JaHHBIX
3aKOHO/laTe/bCTBA Pecny6/IMKY Y36€KUCTaH.

Piaget, ]. (1962). Play, Dreams and Imitation in Childhood. Norton.

Rose, D. H.,, & Meyer, A. (2002). Teaching Every Student in the Digital Age: Universal Design for
Learning. ASCD.

UNESCO. (2009). Policy Guidelines on Inclusion in Education. UNESCO.

Vygotsky, L. S. (1978). Mind in Society: The Development of Higher Psychological Processes. Harvard
University Press.

Toshmatov, J. B. (2023). Inklyuziv ta'limda innovatsion pedagogik texnologiyalar. Pedagogika va
psixologiya, 4(2), 45-58.

51|Page



