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Abstract: Multimedia (multiple media, eng.) is the interaction of visual and audio information under the

control of interactive software using modern hardware and software, they combine text, sound, graphics,

photos, videos in one digital representation.

For example, a single container object can contain text, audio, graphics, and video information, and possibly

a way to interact with it.

The term multimedia is also often used to refer to media that can store large amounts of data and provide

fairly quick access to them (the first media of this type were CD — compact disk). In this case, the term

multimedia means that the computer can use such media and provide information to the user through all

possible types of data, such as audio, video, animation, image and others in addition to traditional ways of

providing information, such as text. The definition given above is actually a user definition, that is, a General

simplified definition of multimedia for the understanding of the computer user. The scientific and technical

definition of multimedia is somewhat different.
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I. INTRODUCTION.

Pedagogical design-the use of knowledge (principles) about effective educational work (teaching and learning) in the

process of design, development, evaluation and use of educational materials.

The lesson, as a direct tool for the implementation of the basic ideas of information and communication technologies,

requires the most careful development. It is the lessons that are the litmus test that show the effectiveness of a

development. This is both the final result and the last stage of design, implementation of ideas laid down by the

developers of certain technologies.

The preparation of such lessons requires even more careful preparation than in the normal mode. Concepts such as

the script of the lesson, directing the lesson - in this case, not just newfangled terms, and an important part of the

preparation for the training session. Designing a future multimedia lesson, the teacher must consider the sequence of

technological operations, forms and ways of presenting information on the big screen. It is worth immediately thinking

about how the teacher will manage the educational process, how pedagogical communication will be provided at the

lesson, constant feedback from students, developing the effect of learning.

1 Affiliation: Named after Islam Karimov
Tashkent State Technical University
Teacher of the Foreign Languages Department
d.israilova@tdtu.uz
Tashkent State Technical University
Teacher of the Foreign Languages Department
Affiliation: Named after Islam Karimov
Tashkent State Technical University
Teacher of the Foreign Languages Department



International Journal of Psychosocial Rehabilitation, Vol.24, Issue 09, 2020
ISSN: 1475-7192

3783

A multimedia lesson is a lesson that uses multi-media representation of information using technical means, primarily

a computer. In numerous articles devoted to this topic, the expression "lesson with multimedia support" is often found.

It is quite obvious that this is the name of a lesson where multimedia is used to enhance the learning effect. In this

lesson, the teacher remains one of the main participants in the educational process, and often the main source of

information. At any time, the teacher can use hyperlinks to go to the details of the information, "revive" the studied

material with the help of animation and so on.

It is obvious that the degree and time of multimedia support for the lesson can be different: from a few minutes to a

full cycle. However, a multimedia lesson can also act as a" mini-technology", that is, as a teacher-prepared

development with specified educational goals and objectives, focused on quite specific learning outcomes. This lesson

has a sufficient set of information component, didactic tools. The role of the teacher who in this case is, first of all, the

organizer, the coordinator of cognitive activity of pupils significantly changes at its carrying out. Conducting a lesson

in the mode of mini technology does not mean that the teacher is deprived of the possibility of maneuver and

improvisation. It will not be surprising that such a lesson can play with new faces, pass more attractive, interesting,

dynamic. But the lesson is a mini - technology implies a significant reduction of "pedagogical marriage".

When designing a future multimedia lesson, the developer should think about what goals he pursues, what role this

lesson plays in the system of lessons on the studied topic or the entire training course. What is the multimedia lesson

for:

 to study new material, presentation of new information;

 to consolidate the passed, working out educational skills;

 for repetition, practical application of the acquired knowledge, skills skills;

 for generalization, systematization of knowledge.

It is necessary to determine at once: thanks to what the training and educating effect of a lesson will be strengthened

that carrying out a multimedia lesson did not become just a tribute to newfangled Hobbies. Based on this, the teacher

must choose the forms and methods of the lesson, educational technology, teaching techniques.

Forms and place of use of multimedia presentations (or even a separate slide) in the classroom depend, of course, on

the content of the lesson, the goal set by the teacher. However, practice allows us to identify some common, the most

effective methods of application of such benefits:

In the study of new material. It allows you to illustrate a variety of visual AIDS. The application is particularly

beneficial in cases where it is necessary to show the dynamics of any process.

When pinning a new topic

To test knowledge, Computer testing is a self-examination and self-realization, it is a good incentive for learning, it

is a way of activity and expression. For a teacher it is a means of quality control of knowledge, a programmed way of

accumulating assessments.

To deepen knowledge as additional material to the lessons.

When checking the front independent work. Provides along with oral visual control of the results. When solving

problems of educational nature. Helps to execute the drawing, to make the decision plan and to control intermediate

and final results of independent work on this plan

A means of emotional relief. During the block lessons or long consultations before exams-it is necessary to include

video sequences of experiments or cartoons at the same time the students disappear fatigue, there is interest, they are

looking for answers, turn to the teacher with questions, charged with new energy. Multimedia programs look like a

video, but with the ability to intervene in the course of action and dialogue.
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As a means to making distributing didactic material, codogram and cards. Personal computer in the hands of teachers,

in addition to the scanner and printer is a mini-printing office of a teacher.

In educational activities, the use of the computer is possible in three forms, 1) the machine as a simulator, 2) the

machine as a tutor, performing certain functions for the teacher, and such that the machine can perform better than a

person. 3) a Device that simulates a certain environment and the actions of specialists in it.

Training systems are most appropriate to apply to consolidate previously acquired skills. Tutoring systems are best

used provided that the goals and objectives of training are clearly defined. Simulation training modeling is most

suitable when the training material is not systematic and its boundaries are not clearly defined.

When using a multimedia presentation, it can be used in a classroom system or use new models of its application.

It is possible to note a method of projects as the most perspective pedagogical technology which allows to open most

fully creative abilities of trained, to form ability to be guided in the huge sea of information, focusing attention on the

main thing, to take responsibility and to make decisions.

Of course, the method of projects requires the highest qualification of the teacher, creative approach to the school

curriculum, the ability to aggregate knowledge in several subjects and, of course, organizational skills. The use of

information technology in the project at school and, of course, in the development of materials for it, was decisive,

breathed new life into the well-known design methodology for a long time. The main components of the project

method are the research work of schoolchildren and the evaluation of this activity

Of all the tools of cognition, multimedia is the best way to represent knowledge in a variety of ways, including all

the modalities of perception. Working with multimedia tools, students have at their disposal a rich Arsenal for self-

expression of the studied material. Multimedia implements a more creative approach to the process of assimilation and

presentation of knowledge.

The system of training, in which students acquire knowledge and skills in the process of planning and

implementation of gradually increasing complexity of practical tasks-projects. One of the personality-oriented

technologies, a way of organizing independent activities of students, aimed at solving the problem of the educational

project, integrating the problem approach, group methods, reflexive and other techniques.

In our opinion, the most progressive possibilities of multimedia are to use them in the educational process as an

interactive multi-channel learning tool. Research, project approach in the system of education, development of their

own multimedia / hypermedia projects, constant use of multimedia for educational purposes in all blocks of disciplines

of General cultural and subject training, allow to transform the traditional learning process into developing and

creative. Information technology allows students to give a unique opportunity to learn a new concept independently of

the teacher, to notice a pattern, to put forward their own hypothesis, to feel how mathematical questions arise. The

ability to use the method of projects-an indicator of high qualification of the teacher, his progressive methods of

teaching and development of students.

No wonder these technologies are referred to the technologies of the XXI century, assuming, first of all, the ability to

adapt to the rapidly changing conditions of human life of post-industrial society. But it should also be noted that the

project method can be useful only if it is used correctly, a well-thought-out structure of the projects and the personal

interest of all project participants in its implementation. Teaching methods have a close relationship with the nature of

presentation and perception of information for both the learner and the trainer. And in connection with this fact it

should be noted that the use of multimedia technologies significantly affects the nature of the presentation of

information, and, consequently, on the methods of teaching there Are opportunities to use the methodical technique of

do as I do - it is a joint activity of the teacher and the student. Or option the presentation is not brought to the end, and

it is offered to the trained to illustrate the text. Game teaching methods are widely used.
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Multimedia elements create additional psychological structures that contribute to the perception and memorization of

the material, for example, the summing up of each presentation is preceded by a certain sound or melody that sets the

student to a certain type of work. The following problems can be identified in current research on the use of

multimedia: personalized learning styles are not taken into account when using multimedia. In other words, the real

individualization of learning through the use of multimedia occurs only if the cognitive style of the author of

multimedia programs matches the style of the user; communicative or socio-cognitive aspects of learning are not taken

into account.

The introduction of graphics, video images and audio information does not solve the problems of ensuring effective

communication, which has a significant emotional (and therefore motivational) impact on the student; the introduction

of different types of media impact (including sound, graphics, video, animation) does not always solve the problem of

improving perception, understanding and memorization of information, and sometimes interferes with the perception

of students due to noise channels; the lack of preparedness of teachers to free use of multimedia in education due to

low media literacy (the ability to make informed choices of media tools to achieve educational goals, knowledge

opportunities and modern trends in the development of multimedia capability of developing multimedia educational

purpose for the Assembly of multimedia modules); the problem of rejection of existing programs and resources, which

occurs for reasons of inadequacy multimedia programs real educational process; the use of multimedia as a new

didactic tool in traditional learning systems does not allow optimal implementation of educational and developmental

multimedia resource. A multimedia lesson can achieve maximum learning effect if it appears as a meaningful whole

product rather than a random set of slides. A certain list of oral, visual, textual information turns a slide into an

educational episode. The developer should strive to turn each of the episodes into an independent didactic unit.

Pedagogical reference books define a didactic unit as a logically independent part of the educational material, in its

volume and structure corresponding to such components of the content as the concept, theory, law, phenomenon, fact,

object, etc. Thus, preparing a training episode and considering it as a didactic unit, the developer must clearly

understand what training objectives he pursues this episode, what means he will achieve their implementation. One of

the obvious advantages of multimedia lessons is to enhance visibility. The use of visibility is all the more important

because in schools, as a rule, there is no necessary set of tables, diagrams, reproductions, illustrations. In this case, the

projector can provide invaluable assistance. However, it is possible to achieve the expected effect if certain

requirements for presentation are met.

1. Visibility, which must correspond to the presentation of written or oral information.

2. The dynamics of presentation of visibility. Demonstration time should be optimal, and correspond to the currently

studied educational information. It is very important not to overdo the effects.

3. Sophisticated algorithm of video sequence of images. Multimedia provides the teacher with the ability to present

the desired image to the nearest instant. It is enough for the teacher to think over the sequence of images on the screen

in detail, so that the learning effect is as large as possible.

4. The optimal size of the visibility. And this applies not only to the minimum, but also the maximum size, which

can also have a negative impact on the learning process, contribute to more rapid fatigue of students. The teacher

should remember that the optimal size of the image on the monitor screen in any case does not correspond to the

optimal size of the image of the large screen of the projector.

5. The optimal number of images presented on the screen. Do not get carried away by the number of slides, photos,

etc., which distract students, do not allow to focus on the main thing. When preparing an educational episode, the

teacher will necessarily face the problem of presenting a printed text. It is necessary to pay attention to the following

requirements to the text: structure; volume; format. The text on the screen should act as a unit of communication. It has

either a subordinate character that helps the teacher to strengthen the semantic load, or it is an independent unit of
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information that the teacher deliberately does not voice. It is quite natural when definitions of terms and key phrases

appear on the screen. Often on the screen we see a kind of thesis lesson plan. In this case, the main thing is not to

overdo it, not to clutter the screen with text. Obviously, a large amount of writing is poorly perceived from the screen.

The teacher should strive to replace the printed text with clarity whenever possible. In fact, this is also a text, but

presented in a different language. Recall the definition of text in encyclopedic reference books as a sequence of

graphic or sound language characters, limited to a single purpose. It is also important how the printed text will be

presented from the screen. As well as visibility, the text should appear in advance thought-out by the teacher time. The

teacher either comments on the presented text, or reinforces the oral information presented to them. It is very important

that the teacher in any case does not duplicate the text from the screen. Then the students will not have the illusion of

an extra link of incoming information. Although there may be cases where duplication of printed text by the teacher or

student didactically justified. This technique is used in primary school, when the teacher achieves a comprehensive

approach to learning, connecting different channels of perception.

Skills of reading, oral account and so on are improved. Duplication of printed text is also mandatory at any age when

conducting multimedia didactic games. Thus, the teacher achieves equal conditions for all students: both those who are

easier to perceive oral information, and easier to assimilate the information of the printed text. While preparing a

multimedia lesson, the developer should have at least an elementary idea of color, color gamut, which can successfully

affect the design of the color scenario of the educational episode.

Do not neglect the recommendations of psychologists, designers about the influence of color on the cognitive

activity of students, the combination of colors, the optimal number of colors on the screen. It should be noted that the

color perception on the monitor screen and on the big screen are significantly different, and multimedia lesson should

be prepared in the first place with the expectation of the projector screen. Also important is the use of sound in the

classroom. Sound can play the role of: noise effect; sound illustration; sound accompaniment. As a noise effect, sound

can be used to attract the attention of students, switching to another type of educational activity. The presence of a

multimedia collection of Microsoft Office sound effects does not necessarily mean their use. The noise effect should

be didactically justified.

For example, in the case of a multimedia educational game jerky noise effect can be a signal to the beginning of the

discussion of the question or, conversely, a signal to the end of the discussion and the need to present an answer. It is

very important that students are accustomed to this, so that the sound does not cause them excessive excitement. An

important role is played by sound illustration as an additional channel of information. For example, a visual image of

animals or birds can be accompanied by their growling, singing and so on. A drawing or photograph of a historical

figure may be accompanied by his recorded speech.

Finally, the sound can play the role of educational sound visual image, animation, video. In this case, the teacher

should carefully weigh how it will be rational to use sound in the classroom. What will be the role of the teacher

during the soundtrack? It will be more acceptable to use sound as a teaching text in the course of self-preparation for

the lesson. At the same lesson it is recommended to reduce the sound to a minimum. Summing up the above, we can

say that modern technology can be successfully used in the multimedia lesson fragments of videos. The use of video

information and animation can greatly enhance the learning effect. It is the film, or rather a small educational fragment,

that most contributes to the visualization of the educational process, the presentation of animated results, simulation of

various processes in real-time learning. Where learning does not help stationary illustration, table, can help

multidimensional moving figure, animation, video and more.

However, when using video information, do not forget to keep the pace of the lesson. The video should be extremely

short in time, and the teacher should take care of providing feedback to students. That is, video information should be
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accompanied by a number of questions of a developing nature, causing the guys to dialogue, commenting on what is

happening. It is preferable to replace the sound of the video with live speech of the teacher and students.

II. CONCLUSION

As stated in the law “On education” and in the “National program of training of personnel”, the changes taking place

in the educational system of socio – economic relations in our country, an important task is set before each teacher of

science. These tasks are expressed in a variety of science programs, curricula, textbooks, as well as in the

methodological system, which are specific to education.

In the correct understanding and understanding of the essence of each Science, the law of development, it is most

important to determine the processes, the content of concepts that determine the content of this science. The use of

modern pedagogical technologies in teaching foreign languages to the young people gives good results in achieving

the intended goal. In this regard, it is planned to create multimedia electronic hands-on devices developed on the basis

of pedagogical technologies and information technologies.

The multimedia electronic guide to the science of foreign languages, first of all, provides a rich scientific knowledge,

as well as a wide range of opportunities for the formation of a complete picture in young people about some delicate

concepts related to the content of the subject in contrast to other methods of application in English science. Also, the

use of multimedia tools in the course process will help to strengthen the minds and minds of students, to cultivate their

creative abilities, to increase interest in the lesson, to develop their independent mind, to facilitate the explanation and

understanding of the lesson, to give them a deep and clear picture of their relationship to life.

Proceeding from the above considerations, the development and use of educational institutions in the educational

process in the form of a multimedia electronic guide in the interesting passage of lessons to schoolchildren-young

people in the teaching of I subjects in educational and educational institutions is of great benefit.

Multimedia can be used for the presentation of knowledge, for the organization of control, consolidation, repetition,

generalization, it successfully performs all didactic functions. Training and educating functions of this method are

caused by high efficiency of impact of visual images. The information presented in a visual form is the most accessible

to perception, is absorbed easier and faster.

Having considered the main types of multimedia technologies, we came to the conclusion that they can and should

be used in foreign language lessons, since the use of modern ICT in the educational process provides an opportunity to:

 give students more complete, accurate information about the phenomena and processes studied;

 increase the role of visibility in the learning process;

 meet the needs, desires and interests of students;

 release teachers from part of the technical work related to the control and correction of knowledge;

 establish effective feedback;

 to organize a complete and systematic monitoring, an objective accounting of progress.
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