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AnHoTamus: [{ugposvie mexnonocuu uesparom BaxicHyl polb 6 COBPEMEHHOM
obpazosanuu, obecneuusass 0OCMyn K 3HAHUAM, YIAVYULAS KA4ecmeo O0OVYeHUs U
pacuupssi - B03MONCHOCIU — 83AUMOOCUCMBUL  Medcdy — npenooasamenimu U
cmyoeumamu. HMcnonvzosanue OHAAUH-KYPCOB, UHMEPAKMUBHBIX — NAAMDOPM,
UCKYCCNIBEHHO20  UHmMelleKknma u 6upmyaﬂbHOZZ peailbHocmu cnoco6cm6yem
quueudyaﬂLBauuu 06pa306‘am€ﬂbH020 npoyecca u nosvluiaem monmueayuiro
yuawuxcs.

,ZZCZHHCZ}Z cmamoss pacemanipueaent OCHOGHble 8UObL L;le)pO@blx I’I/IQXHOJZOZMMV, ux
npeumyuiecmed u 6bl1306bl npu eﬂedpeﬂuu 6 06pa306ameﬂbele npoyeccal.

KuroueBble caoBa: yugposvie mexnonocuu, ouiauH-oo6yuenue, UCKyCcCmeeHHbl
UHMeEIeKM,  BUPMYANIbHASL — PealbHOCmb,  00pazosamenbhble  NAAM@PopMbl,
UHmMepaxKkmueroe 06yquue.

Abstract:Digital technologies play a crucial role in modern education by
providing access to knowledge, improving learning quality, and expanding
interaction opportunities between teachers and students. The use of online courses,
interactive platforms, artificial intelligence, and virtual reality contributes to the
individualization of the educational process and increases student motivation. This
article explores the main types of digital technologies, their advantages, and the
challenges of their implementation in educational settings.

Keywords: digital technologies, online learning, artificial intelligence, virtual
reality, educational platforms, interactive learning.

Annotatsiya:Ragamli texnologiyalar zamonaviy ta 'limda muhim rol o ‘yraydi, bil
im olish imkoniyatlarini oshiradi, o ‘gitish sifatini yaxshilaydi va o ‘gituvchilar bilan

talabalar o ‘rtasidagi o zaro alogalarni kengaytiradi.

Onlayn kurslar, interaktiv platformalar, sun iy intellekt va virtual reallikdan foyd
alanish ta’lim jarayonini individuallashtirishga va o ‘quvchilarning motivatsiyasini o

shirishga yordam beradi. Ushbu magolada ragamli texnologiyalarning asosiy tuﬁl/
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|
8

Volume 1, Issue 1 CONFERENCE OF MODERN SCIENCE
& PEDAGOGY/ WASHINGTON/THE USA ‘




—— A 6 6 & &

, ularning afzalliklari va ta 'lim jarayoniga joriy etishdagi r tahlil gilinadi.
Kalit so‘zlar: ragamli texnologiyalar, onlayn ta 'lim, sun iy intellekt, virtual reallik, t
a’lim platformalari, interaktiv o ‘gitish.

BBenenue

CoBpemenHoe 00pa3oBaHHME HEBO3MOXXHO TMPEACTAaBUTH 0e€3  IH(PPOBBIX
texHosiornii. C pa3BUTHEM HMHTEPHETA, OOJIAYHBIX CEPBUCOB U HCKYCCTBEHHOIO
MHTEJJICKTAa TOSIBIUIUCh HOBBIE METOABI MpernojaBaHUsl U OOydYeHHUs, KOTOpHIC
MO3BOJISAIIOT CTYJEHTaM I0JIydaTh 3HaHUS B y100HOM opme. Llenb qaHHON cTaThy —
pPaccMOTpETh KIFOUYEBBIE IU(PPOBHIE TEXHOJIOTHH, UCIOIb3yEMbIE B 00pa30BaHUU, UX
BIMSIHHME Ha IMpoLecc OOy4YeHMs, a TakKe MPEUMYyLIeCTBa W IOTCHIMAJIbHBIC
TPYAHOCTH MX BHEJIPEHUS.

Hudposuzamus oOpazoBaHus MPUBEIIA K MOSABICHUIO HOBBIX ()OPMATOB 00YUYEHUSI.
OmnnaitH-Kypchbl, BUPTYaJIbHbIE KJIACCHI U 00pa30BaTeNIbHbIE MIAT(OPMBI MMO3BOJISIOT
MoJly4aTb 3HAHWS 0€3 MPUBSI3KHM K MECTY U BpEMEHHU. TEeXHOJOTMU IMOMOTaI0T
aganTUpoOBaTh Y4EeOHBIM NpoLECC K HHAMBUAYAJIbHBIM MOTPEOHOCTSIM KaxJ0ro
y4arerocs.

Omnunaiin-oOyueHue u  oOpazoBaTenbHble  IUIaTGopmbl  OHIAWH-KYpChl U
oOpazoBarenbHble aThopmbl, Takue kak Coursera, Udemy, Khan Academy u
pOCCUMCKHE aHAJIOTH, TMO3BOJISIIOT CTYACHTaM TMOJy4aThb 3HAHUS W3 JIIOOOW TOYKHU
Mupa. OHU IpeIararoT WUPOKUH CIIEKTP KypCOB MO Pa3HbIM JUCHUIUIMHAM U IAaI0T
BO3MOKHOCTb YYUTHCA B YA0OHOE BpEMSL.

HckyccTBeHHBIA UHTEIUIEKT B 00yueHnn MU ncnons3yeTcs 11 nepcoHann3auuu
oOyueHusi, aHajluM3a IMporpecca CTYJIEHTOB M AaBTOMAaTHYECKOIO COCTaBJICHUS

! yueOHBIX mporpaMM. CHCTEMBI MCKYCCTBEHHOI'O MHTEJIEKTa MOTYT aJalTHPOBaTh
CJIO’)KHOCTh MaTEPHUAJIOB K YPOBHIO 3HAaHUW y4daIlerocs.

BuptyaneHas u nononHeHHas peanbHOCTh TexHonormn VR u AR mo3Bossttor
CO3/71aBaTh MHTEPAKTUBHBIE YU€OHbIE CPEbl, IJI€ CTYAEHThl MOTYT U3Yy4YaTh CJIOKHbBIE
KOHLICTILIMHA, MOJENMPOBaTh peajbHbIE MPOLECCHl M MPAKTUKOBATh MOJYyYECHHbIE
3HaHUA B 0€30MacHOM cpejie.

[eiimuduxanust B 0Oy4eHUH HCIOJIb30BAHUE WIPOBBIX AJIEMEHTOB, TAKMX Kak
OaJbl, PEUTHHTH, BUPTyaJIbHBIE HArpajbl, JeiaeT IMporecc oOyudeHus Oolee
YBJIEKATEIbHBIM 1 MOTUBUPYIOLUM.

WuauBuayanbHbI TOIXOJ: afanTauus Yy4eOHBIX MaTepHalioB IO YPOBEHb

| \\W/

P 10
Volume 1, Issue 1 CONFERENCE OF MODERN SCIENCE / ‘

IMOATOTOBKHU KaXX/I0TO YUCHHKA.

& PEDAGOGY/ WASHINGTON/THE USA




JlocTym K OrpOMHOMY KOJIMYECTBY PECypCOB: DJIEKTPOHHBbIE OHOIMOTEKH,
BHJICOYPOKU, UHTEPAKTUBHBIC CUMYJISIIHH.

JIOCTYITHOCTh TEXHOJIOTHI: HE Y BCEX YYalllUXCS €CTh JOCTYN K HMHTEPHETY U
HEO0OXOIUMBIM YCTPONCTBAM.

Puck cHI>KEHUS COIMANBLHOTO B3aUMOJICUCTBUS: YMEHBIIICHUE JIMYHOTO OOIICHUS
MEXAY CTyJIEHTaMH U MPENoIaBaTeIsIMH.

[Mudposuzarus oOpazoBanus — HeoOpaTUMBIA mporiecc. bymymiee, ckopee Bcero,
3a TUOpPUIHBIM OOyYEHHEM: COYETaHHEM OYHOrO0 M JUCTAHIIMOHHOTO (hOPMATOB.
Ocob6oe BHUMaHUE OYJIET YACIEHO:

3akmouenue: I[{udpoBbie TEXHOJIOTMU CYIIECTBEHHO MEHSAIOT OO0pa3oBaHUE,
nenasi ero 0oJyiee JOCTYIMHBIM, MEPCOHATU3UPOBAHHBIM U 3PP eKTUBHBIM. OTHAKO UX
yCIIEIIHOE BHEApeHUue TpeOyeT peueHus psiga npodiem, BKIoyas Ludposoe
HEPAaBEHCTBO, 00yUYEHUE MpenojiaBareieil u odecrneyeHne 0€30MacHOCTH JTaHHBIX.

B 6ynymem naneneitimee pazsutue MU, VR u aganTuBHBIX 00pa3oBaTEIbHBIX
maaTGopM MO3BOJUT CHeNaTh Mpolecc o0yudeHus euie 0ojee MHTEPAKTUBHBIM M
3 PEKTUBHBIM.

[udpoBble TEXHOJOTMU KapAWHAIBHO M3MEHWIHM MOAXO0J K OOYy4YEeHHIO, CIenaB
ero Oosiee TUOKUM, JOCTYIHBIM W WHIUBUIyAIU3UPOBAHHBIM. Mcmoiab3oBaHue
OHJIaWH-TIIaTOPM, MCKYCCTBEHHOTO MHTEIUICKTa, TeMMHU(PUKAIMK U BUPTYyaIbHOU
pPEaTbHOCTU OTKPHIBACT HIMPOKHE TMEPCHEKTUBHI I MOBBIMICHUS 3(()EKTUBHOCTH
oOpazoBarenbHOrO mpouecca. s ycnemHoil uHTerpauuu Uu@poBbIX TEXHOIOTUI
HEeo0XoAMMa KOMIUIEKCHAsl CTpaTerus, BKJIIOYAIOLIAs TEXHUYECKYI0 MOIJIEPKKY,
oOyueHue npernojiaBaTesieil U obecrneyeHrne paBHOro JOCTyMna K UG POBLIM pecypcam.
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