
European International Journal of Pedagogics (ISSN: 2751-OOOX) 
 

126 
 

https://eipublication.com/index.php/eijp 

Received: 28 February 2026 | Accepted: 25 March 2026 | Published: 17 April 2026  

DOI: 10.55640/eijp-06-04-24 

 
RESEARCH ARTICLE 

 

 

Methodological System for Using Educational Games in Enhancing 
the Professional Competence of Future Preschool Teachers 

 
Ergashova Munisa Hoshim qizi 
Independent researcher at the MTTDMQTMOI, Uzbekistan 

 

 
VOLUME: Vol.06 Issue04 2026 
 

PAGE: 126-130 
 

Copyright © 2026 European International  

Journal of Pedagogics, this is an open-access 

article distributed under the terms of the  

Creative Commons Attribution-Noncommercial-

Share Alike 4.0 International License. Licensed 

under Creative Commons License a Creative 

Commons Attribution 4.0 International License. 

 
 

 

 

 

 

 

 

 

 

INTRODUC TION 

In the era of rapid globalization and digital transformation, 

education systems are undergoing significant changes that 

require new approaches to teacher preparation. Preschool 

education, in particular, demands highly qualified specialists 

who are capable of understanding child psychology, 

organizing interactive learning environments, and applying 

innovative teaching methods.  

Traditional lecture-based instruction is no longer sufficient for 

preparing future preschool teachers. Instead, modern 

pedagogical paradigms emphasize experiential learning, 

student-centered education, and competency-based training. 

Within this framework, educational games have emerged as a 

powerful instructional strategy that combines learning with 

active participation and emotional engagement.  

Educational games are especially effective in preschool 

teacher education because they simulate real pedagogical 

situations and allow students to practice teaching skills in a 

controlled environment. Through game-based learning, future 

teachers develop not only theoretical understanding but also 

practical competencies such as classroom management, 

communication with children, teamwork, and problem-solving.  

The main purpose of this article is to analyze the 

methodological system of using educational games in higher 

education institutions and to demonstrate their impact on the 
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professional competence of future preschool teachers. 

LITERATURE REVIEW 

The theoretical foundation of educational games is rooted in 

constructivist learning theory, particularly the works of Jean 

Piaget and Lev Vygotsky. Piaget emphasized that learning 

occurs through active exploration and interaction with the 

environment, while Vygotsky highlighted the importance of 

social interaction and the “zone of proximal development” in 

cognitive growth. 

Modern scholars further developed these ideas. James Paul 

Gee (2003) argued that games create meaningful learning 

environments where learners construct knowledge through 

experience. David Kolb (1984) emphasized experiential 

learning as a cyclical process of action, reflection, 

conceptualization, and experimentation. 

In teacher education, game-based learning is widely 

recognized as an effective approach for developing 

pedagogical competence. Research indicates that simulation 

games, role-playing activities, and digital learning 

environments improve students’ ability to make instructional 

decisions and respond to classroom challenges. 

Professional competence in teaching generally includes four 

main dimensions: 

 Cognitive competence (theoretical knowledge) 

 Operational competence (practical teaching skills) 

 Communicative competence (interaction with learners 

and colleagues) 

 Reflective competence (self-analysis and continuous 

improvement) 

Educational games directly contribute to all these dimensions 

by providing realistic pedagogical scenarios. 

METHODOLOGY 

This study is based on qualitative theoretical analysis and 

pedagogical modeling. The methodological system was 

developed through synthesis of scientific literature, analysis of 

pedagogical practices, and interpretation of game-based 

learning theories.  

The proposed model consists of five interconnected 

components: The main goal is to develop comprehensive 

professional competence in future preschool teachers through 

interactive learning experiences. This study employs a 

qualitative–analytical and pedagogical modeling approach 

aimed at developing a structured methodological system for 

integrating educational games into the professional training of 

future preschool teachers. The methodological design is 

grounded in theoretical synthesis, comparative analysis of 

international pedagogical practices, and systematic 

interpretation of game-based learning strategies.  

In addition to theoretical analysis, the study applies a 

competency-oriented pedagogical framework, which focuses 

on identifying and developing specific professional skills 

required in preschool education. This approach allows the 

integration of educational games not as isolated activities, but 

as a continuous and structured pedagogical technology 

embedded within the curriculum. The research is designed as 

a descriptive–interpretive study, focusing on analyzing 

existing pedagogical theories and constructing a 

methodological model. The study does not rely on 

experimental data collection but instead synthesizes 

established educational theories, including constructivism, 

experiential learning theory, and social interaction theory, to 

build a coherent system for game-based teacher training. 

❖ The content includes: 

❖ Pedagogical role-playing scenarios 

❖ Simulation of preschool classroom situations 

❖ Didactic games 

❖ Problem-solving tasks 

❖ Case-based learning activities 

These elements are designed to reflect real-life teaching 

challenges. 

Educational games are implemented through: 

❖ Role-playing activities 

❖ Simulation exercises 

❖ Group-based tasks 

❖ Digital game-based platforms 

❖ Collaborative learning environments 

The pedagogical strategies include: 

❖ Problem-based learning 

https://eipublication.com/index.php/eijp


European International Journal of Pedagogics (ISSN: 2751-OOOX) 
 

128 
 

https://eipublication.com/index.php/eijp 

❖ Cooperative learning 

❖ Reflective discussions 

❖ Peer feedback 

❖ Guided facilitation by instructors 

Assessment is multidimensional and includes: 

❖ Observation of student participation 

❖ Evaluation of pedagogical decision-making 

❖ Communication effectiveness 

❖ Creativity in teaching solutions 

❖ Reflective journals and self-assessment 

RESULTS AND DISCUSSION 

The analysis shows that educational games significantly 

enhance the professional competence of future preschool 

teachers. Students engaged in game-based learning 

demonstrate higher levels of motivation, creativity, and active 

participation compared to traditional learning methods. 

One of the most important outcomes is the development of 

pedagogical decision-making skills. During simulation games, 

students are required to respond to unpredictable classroom 

situations, such as managing children’s behavior, organizing 

group activities, or adapting teaching strategies. This 

improves their ability to think critically and act quickly in real 

educational environments. 

Another important result is the improvement of 

communication competence. Educational games require 

constant interaction, discussion, and collaboration, which 

helps students develop effective communication skills 

necessary for working with children, parents, and colleagues.  

The analysis of educational games within the methodological 

system of preschool teacher training demonstrates a strong 

positive impact on the development of professional 

competence among future educators. The findings of this 

study, derived from theoretical synthesis and pedagogical 

interpretation, indicate that game-based learning significantly 

transforms the traditional learning environment into an 

interactive, student-centered, and practice-oriented 

educational space.  

One of the most important results is the noticeable 

improvement in students’ pedagogical engagement and 

motivation. Educational games create a dynamic learning 

atmosphere in which students actively participate in the 

learning process rather than passively receiving information. 

This increased engagement leads to deeper cognitive 

processing and better retention of pedagogical knowledge. 

Students demonstrate higher levels of interest when learning 

activities are structured in a game-based format, as it allows 

them to experience real classroom situations in a simulated 

environment.   

Another significant outcome is the development of 

professional decision-making competence. During educational 

game sessions, future preschool teachers are frequently 

placed in simulated teaching scenarios where they must make 

quick and appropriate pedagogical decisions. These scenarios 

may include managing children’s behavior, organizing group 

activities, resolving conflicts, or adapting lesson plans to 

unexpected situations. Such experiences enhance students’ 

ability to think critically and act effectively in real educational 

contexts, bridging the gap between theory and practice.  The 

study also highlights a strong improvement in communicative 

competence. Educational games require constant interaction, 

dialogue, and collaboration among students. Through role-

playing and group-based activities, future teachers learn how 

to communicate clearly, listen actively, and respond 

appropriately in different pedagogical situations. This is 

particularly important in preschool education, where 

communication with children requires emotional sensitivity, 

clarity, and adaptability. 

Furthermore, the findings show that educational games 

significantly contribute to the development of reflective 

competence. After each game-based activity, students are 

encouraged to analyze their performance, identify strengths 

and weaknesses, and evaluate alternative approaches. This 

reflective process promotes self-awareness and continuous 

professional growth, which are essential qualities for effective 

teaching practice.  

Reflection also helps students internalize pedagogical 

principles more deeply by connecting experience with theory. 

In addition, educational games foster creativity and innovation 

in pedagogical thinking. Unlike traditional lecture-based 

methods, game-based learning encourages students to 

generate multiple solutions to a single problem. This flexibility 

in thinking is crucial for preschool teachers, who often face 

unpredictable classroom situations requiring creative and 
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adaptive responses. As a result, students become more 

confident in designing interactive and child-centered learning 

activities.  

Despite these positive outcomes, the discussion also reveals 

several challenges in the implementation of educational 

games. One of the main issues is the insufficient 

methodological preparedness of instructors. Not all educators 

are trained to effectively design and facilitate game-based 

learning activities, which may reduce the effectiveness of the 

method. Another challenge is the limited availability of 

structured game materials and digital resources, especially in 

institutions with underdeveloped technological infrastructure.  

Time constraints within the curriculum also present a 

significant barrier. Integrating educational games requires 

additional preparation and reflection time, which is often 

limited in traditional academic schedules. Moreover, the lack 

of standardized evaluation criteria for game-based learning 

outcomes makes it difficult to measure competency 

development in a consistent and objective manner. However, 

despite these challenges, the overall pedagogical value of 

educational games remains highly significant. The discussion 

suggests that when properly implemented, educational games 

act as a transformative pedagogical technology, capable of 

bridging theoretical knowledge and practical teaching skills. 

They not only enhance cognitive and operational 

competencies but also contribute to the holistic professional 

development of future preschool teachers.  

From a broader perspective, the integration of educational 

games aligns with global trends in competency-based 

education and active learning methodologies. Many 

international studies confirm that experiential and simulation-

based learning approaches improve teacher readiness and 

instructional effectiveness. Therefore, the findings of this 

study are consistent with contemporary educational 

paradigms that emphasize learner-centered instruction, 

interactive pedagogy, and continuous professional 

development.  

Furthermore, educational games foster reflective thinking. 

After each game session, students analyze their actions, 

evaluate their decisions, and identify areas for improvement. 

This reflective process is essential for continuous professional 

development. 

Despite these advantages, several challenges were identified: 

✓ Lack of trained instructors in game-based pedagogy 

✓ Limited integration of digital educational games 

✓ Insufficient methodological guidelines 

✓ Time constraints in curriculum design 

✓ Unequal access to technological resources 

Addressing these challenges requires systematic reform in 

teacher education programs and institutional support for 

innovative teaching methods. 

Based on the analysis, the following implementation model is 

proposed: 

1. Preparation Stage – defining objectives and selecting 

appropriate game formats 

2. Introduction Stage – explaining rules and pedagogical 

context 

3. Execution Stage – active participation in game-based 

activities 

4. Reflection Stage – group discussion and analysis of 

outcomes 

5. Evaluation Stage – assessment of competencies 

based on performance indicators 

This cyclical model ensures continuous learning and 

professional growth. 

CONCLUSION 

The methodological system of using educational games 

represents an effective and modern approach to improving the 

professional competence of future preschool teachers. It 

integrates theoretical knowledge with practical experience and 

promotes active, student-centered learning.  

Educational games not only enhance cognitive understanding 

but also develop essential pedagogical skills such as 

communication, decision-making, creativity, and reflection. 

Therefore, they should be systematically integrated into 

preschool teacher education programs. 

The study concludes that game-based learning is not an 

auxiliary method but a core component of modern teacher 

training systems. Its proper implementation can significantly 

improve the quality of preschool education by preparing 

competent, innovative, and reflective educators. 
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