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ABSTRACT: This article analyzes the effectiveness of game methods in developing
creative thinking in students with visual impairments. In the context of modern inclusive
education requirements, it is argued that the use of game technologies is an important
factor in increasing the motivation of blind and visually impaired students, activating
creative thinking processes, and improving the level of English language learning. The
study used methodological approaches consisting of audio games, tactile game elements,
role-playing games, and creative tasks, and their impact on cognitive activity and
divergent thinking was studied. The results prove that game methods significantly develop
creative skills in students with visual impairments, such as thinking, problem solving, and
generating new ideas.
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AHHOTANMUSA. B oannoii cmamve ananuzupyemcs 3¢h)ghekmusHocms usposvlx Memooos
6 paszeumuu meop4eckoco MolUIEeHUA YH4aWUuxcia ¢ HapyueHUuAMU 3pPpeHUsl. B xonmexcme
COBDEMEHHbIX ~ MpeOO0BAHUNl  UHKIIO3UBHO20 — 00pA308AHUSL  YMBEPHCOAEeMCs,  UMO
UCcnoib3oearnue uUcpoe6sblx MEXHON02UU  SAGAAEMCA  BANCHBLIM ¢aKm0p0M no6blUIEHUA
momueayuu He3pA4Ux u Cﬂa606u()ﬂu/ﬂ/lx yuawiuxcsa, akmueusayuu npoyeccoe meopieckoco
MbIUIIEHUA U  NOBbLIUUEHUS YPOBHA YCBOEHUA anenuiickoeo Azvlkd. B uccneoosanuu
UCNOIL30BANIUCH MemoouyecKue I’lO()XOdbl, GKIovaruue ayduo uepsl, mMaxKmujlbHbsle
ueposvle d1eMeHmbl, pojiedbie Ucpvl U MeopyecKue 3a0aHus, a makdice U3VYAIOCH UX
6/lUSIHUEe HA NO3HABAMENbHYI AKMUBHOCMb U c)ueepeenmuoe MblUIEHUE. Pe3y/zbmambz
00Kd3bl€ai0m, umo ucpoebvie Memoowvl 3HAYUMETbHO paseusaront meopdecKkue HAaABblKU
VUAWUXCA C HAPYUWEHUAMU 3PeHUs, maKue KaK MululleHue, peuleHue 3a0ay U 2eHepayus
HOBbIX UOelL.

KJIIOYEBBIE CJIOBA: unxnwosusnoe obpazosanue, ucpogvie Memoowvl, MEOPUecKoe
MblUlleHUe, ay()uo ucpbsl, MAaAKmMujlbHble Mamepudaivl, poJiesvle UCpbl, ()MG@pZ@HI’I’lHO@
MblUllleHUue, 06yquue LZHZJZMZZCKOMy A3bIKY, UHHOBAUUOHHAA neoazo2uxa.
ANNOTATSIYA. Ushbu magolada ko ‘rishida nugsoni bo‘lgan o‘quvchilarda ijodiy
fikrlash imkoniyatini rivojlantirishda o ‘yinli uslublarning samaradorligi tahlil etiladi.
Zamonaviy inklyuziv ta’lim talablari zaminida o ‘yin texnologiyalaridan foydalanish orgali
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ko‘zi ojiz va zaif ko‘ruvchi talabalarning ishtiyoqini kuchaytirish, ijodiy fikrlash
jarayonlarini faollashtirish hamda ingliz tili o°‘rganish darajasini yaxshilashda muhim
omil ekanligi asoslanadi. Tadgigotda audio-o ‘yinlar, tekislik (taktil) o‘yin elementlari,
rolli o‘yinlar va ijodiy vazifalardan iborat metodik yondashuvlar ishlatilib, ularning
kognitiv faollik va chetlashuvchi (divergent) fikrlashga tasiri o ‘rganilgan. Natijalar shuni
isbotlaydiki, o‘yinli uslublar ko ‘rish imkoniyati cheklangan talabalarning fikrlashi,
muammoni hal qilish, yangi g ‘oyalar yaratish kabi ijodiy mahoratlarini sezilarli darajada

o ‘stiradi.

KALIT SO‘ZLAR: inklyuziv ta’lim, o ‘yinli metodlar, kreativ fikrlash, audio-o ‘yinlar,
taktil materiallar, rolli o ‘yinlar, divergent fikrlash, ingliz tili o ‘qitish, innovatsion

pedagogika.

INTRODUCTION

As a result of the application of the
principles of inclusion in modern
education system, the creation and
improvement of effective teaching
methods for students with visual
impairments has become an important
scientific and practical problem. Since the
mental processes, methods of obtaining
information and the thinking process of
such  students have their own
characteristics, traditional types of
lessons cannot sufficiently develop their
creative thinking. Therefore, game
methods, in particular, educational
methods based on audio, tactile and role-
playing games, are recognized as one of
the most useful tools for students with
visual impairments.

Literature review. Of particular
importance are the studies of S. Holbrook
and A. Koenig on the methods of working
with students with visual impairments.
They created effective methods for
increasing mental activity and developing
creative thinking using Braille, tactile
didactic materials, multisensory

approaches and audio educational
materials.

Regarding the importance of game
methods in special education, the
constructivist ideas of J. Piaget and J.
Bruner laid a huge scientific foundation,
demonstrating that the game is a natural
form of cognitive activity in the
educational process. According to their
views, the game process accelerates
creative thinking, problem solving and
experience acquisition. These theories are
also adapted to the methodology of
working with students with visual
Impairments.

In  recent years, scientists in
inclusive education such as M. Sherrill,
R. A. Rehder and A. Ferrell have
confirmed in scientific trials that it is
possible to increase motivation and
activate creative thinking processes
through the use of game technologies
with blind and visually impaired students.
They noted, in particular, the
effectiveness of audio games, games
based on visual imagination and tactile
game exercises.
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Also, in the scientific research of S.
T. Hull, J. M. Rule and B. Lohmeier,
conducted within the framework of
special pedagogy and new methods in
STEM and language teaching for students
with visual impairments, the game
approach is shown as an important tool
for developing creative thinking.

In general, the scientific works of
these scientists show that game methods
not only facilitate the process of
mastering the English language for
students with visual impairments, but also
significantly enhance their cognitive
processes such as creative thinking,
problem  solving, imagination and
independent reasoning.

RESEARCH METHODOLOGY

The main purpose of this study is to
identify and scientifically prove the
possibilities of creative thinking for
students with visual impairments through
game methods. The study combined
theoretical, empirical and practical
approaches, through  which  the
effectiveness of game methods in the
educational process was assessed, and in
addition, the following methods were
used: literature analysis: Scientific works
of Uzbek and foreign scientists on special
pedagogy, inclusive education, game
methods and creative thinking were
studied. Comparison and generalization:
the effectiveness of various
methodological approaches, the didactic
value of audio and tactile games were
analyzed.

Audio games: Students were given
audio descriptions in English and were

given tasks to create a story or story
based on them.

Tactile games: Exercises in creating
a picture and story using tactile cards,
Braille and objects were performed.

Role-playing games: Students were
divided into groups and acted out staged
situations (market, restaurant, travel),
using audio and tactile tools.

Small creative tasks: Students
developed new ideas through tasks such
as “What happens next?”

Game methods provide a natural,
interesting and active type of educational
process, expand students' imagination,
increase emotional activity, encourage
independent thinking and stimulate
creative thinking processes. Especially in
communication-oriented subjects such as
English, game technologies increase
students’ activity and help to form
creative skills such as entering into a
conversation, generating new ideas, and
finding solutions appropriate to the
situation.

RESEARCH RESULTS AND
RECOMMENDATIONS

Students with visual impairments
possess specific characteristics in their
cognitive  processes, which directly
influence the development of their
creative thinking. Analyses show that the
lack of visual signals activates other
sensory pathways such as hearing, touch,
and spatial perception. This factor
strengthens the stages of imagination,
logical reasoning, and the processing of
auditory information. Therefore, audio-
based and tactile (hands-on) activities are
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considered highly important for fostering
creative thinking.

Creative thinking encompasses a set
of mental processes such as generating
new ideas, finding unusual solutions
based on a given situation, imagining,
analyzing, and synthesizing information.
For students with visual impairments,
developing such processes becomes more
effective through interactive and game-
based methods rather than traditional
lessons. Indeed, play activities enhance
their knowledge, increase initiative, and
ensure emotional engagement.

Game-based methods for visually
Impaired students consist of specially
adapted didactic activities carried out
mainly through auditory and tactile
sensations. Audio games include tasks
based on listening, helping learners focus
attention, form mental imagery, and
generate new perspectives by processing
the content they hear. For example, a
teacher may provide auditory descriptions
in English, and the student must identify
them, describe them, or create a short
story based on what they hear. This
exercise develops creative thinking,
language proficiency, and independent
reasoning.

Games that rely on tactile materials
such as shapes, tokens, embossed
symbols, and Braille cards develop
students’  spatial ~ perception  and
imaginative thinking. For instance, in an
adapted version of the tactile “Story
Cubes” activity, a student touches and
identifies shapes on the cards and then
creates a new idea, scene, or event in

English based on what they feel. This is
one of the effective methods that
enhances divergent thinking.

Role-playing games are considered
one of the most effective approaches for
developing communication, creative
thinking, and speech. For students with
visual impairments, role-playing activities
are structured using audio instructions,
sound-recognition elements, and tactile
attributes. For example, during a “Market
Role-Play” activity, students describe
objects, state prices, and carry out the
buying  process  through  spoken
interaction. This process stimulates
creative thinking, as each situation
requires the learner to find solutions and
adapt quickly. In creative English games
such as “What happens next?”, students
are given an audio-based scenario and are
expected to offer their own creative
continuation.  Such  tasks  enhance
students’ thinking abilities, problem-
solving skills, and storytelling
competence.

The use of game-based methods
leads to the following changes among
students with visual impairments:

1. Activation of creative thinking.
The gaming process encourages new
ideas, strengthens imagination, and
develops the divergent type of creative
thinking. Students gain freedom in
expressing ideas and generating opinions.

2. Improvement of language skills.
Game-based methods create a natural
environment for learning  English.
Students listen to, use, and describe
words while engaging in communication.
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This process enriches their vocabulary
and improves their speech performance.

3. Increased motivation. Students
with visual impairments feel more
comfortable during game-based activities,
participate more actively, and enjoy the
lesson. This contributes to sustained
success in the learning process.

4. Development of social and
communication skills. Role-playing and
group games enhance students’ ability to
communicate, express their thoughts, and
work collaboratively. This increases their
adaptability in an inclusive environment.

Game-based  methods  require
students to make independent decisions,
find ways out of a situation, and create
creative solutions. This process helps
develop cognitive competencies
necessary for real life. Therefore, we
offer the following recommendations for
using games:

1. Integrate audio, tactile, and role-
play components in lessons in a
harmonious way.

2. Adjust each game task according
to students’ level of vision and individual
needs.

3. Increase motivation through
encouragement and positive feedback
during gameplay.

4. Enrich game materials with
Braille writing, sound files, and tactile
tools.

5. Use roles aimed at developing
social communication in group games.

The use of game methods in the
education of students with visual
impairments is a highly effective tool for
fostering  their  creative  thinking,
improving speech skills, and increasing
their interest in the learning process.
Game technologies enhance learners’
socio-psychological activity and help
develop imagination, analytical thinking,
unusual problem solving, and the
generation of new ideas. Moreover,
games create a natural communication
environment for learning English and
support language acquisition based on the
communicative approach.

CONCLUSION

The results of the study prove that
audio games, sensory-based didactic
materials, role-play activities, and
creative tasks significantly accelerate the
development of various types of thinking,
independent judgment, imagination, and
reasoning among students with visual
impairments. This forms an essential
foundation for their future professional
and social success.

Therefore, the regular integration of
game methods into special-education
practice, the methodological training of
teachers, updating instructional materials,
and expanding the set of didactic games
play a crucial role in improving the
quality of inclusive education.
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