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HAQIQIY MUAMMOLARNI GAMIFIKATSIYA QILISH: IJTIMOIlY
TA'SIRGA EGA O'YINLAR YARATISH UCHUN FRAMEWORK

Iftikhorbek Muminov
Inha Universiteti

Annotatsiya: O‘yin ishlab chiqish fagatgina ko ‘ngilochar vosita sifatida emas, balki real
muammolarni hal etishda kuchli vosita sifatida ham rivojlanmogda. Ushbu maqolada
o‘yinlar qanday qilib ongni oshirish, xulg-atvorni o ‘zgartirish va ijtimoiy ta’sir
ko ‘rsatishga qaratilgan holda ishlab chiqilishi mumkinligi o ‘rganiladi. Biz ijtimoiy ta’sirga
ega o ‘yinlarni ishlab chigish uchun modular framework taklif gilamiz, u muammo aniglash,
narrativ dizayn, mexanika mosligi, fikr-mulohaza tizimlari va hamjamiyat bilan ishlash
bosqichlarini oz ichiga oladi. ‘That Dragon, Cancer’ va ‘Sea Hero Quest’ kabi
muvaffaqgiyatli misollar asosida ishlab chiquvchilar ganday qilib ijtimoiy mavzularni o ‘yin
jarayoniga samarali qo ‘shishi mumkinligini tahlil qilamiz. Shuningdek, realizm va jalb
qilish o ‘rtasida muvozanatni topishdagi qiyinchiliklar hamda etika masalalari muhokama
gilinadi.

Kalit so’zlar: o ‘yin ishlab chiqish, ijtimoiy ta’sir, jiddiy o ‘yinlar, xulg-atvor o zgarishi,
gamifikatsiya, interaktiv hikoya

TEAMU®UKALIUS PEAJIBHBIX ITPOBJIEM: CTPYKTYPA PA3SPABOTKHA
COIMAJIBHO 3HAYUMBLIX UT'P

AHHoTanus: Paspabomka uep eviwinia 3a pamku paseleveHutl u Ccmaia MOUHbIM
CpeocmeoM peulenus pearbHblX npobiem. B OanHOU cmambve paccmampueaemcs, Kak
MOJICHO YeNeHANnpasienHo pazpabamvléams ucpvl 051 NOGbLULEHUS 0CBeOOMACHHOCHI,
UBMEHEeHUsL MN06e0eHUs U OOCMUIICeHUs COYUaibHo2o 3¢gexma. Muvi npeodnacaem
MOOYIIbHYIO CIPYKMYPY pa3pab0mKU COYUATbHO 3HAYUMBLX U2p, KOMOopas ekiouaem 6 ceos
svlaGleHue Npobiem, HApPAMUeHoe NPOeKMUposanue, Co2laco8anue MexaHuk, CUCmembl
0bpamHoll céa3u u 8osneyeHue coobuecmsa. Onupasacs Ha ycneuinvie npumepsl, maxKue KaxK
«That Dragon, Cancer» u «Sea Hero Quest», Mbl ananuzupyem, Kax paspabomuuxu mozym
ecmpausams COyuaibHble MmeMbl 6 3axX8amvléarowull uepogol npoyecc. Mvl makoce
obcyacoaem mpyoHocmu Oananca mexncoy peanusmom U 6081eUe HHOCMbI0 U npeodiazaem
cmpamezuu dmuunoeo oOusauna. Hawu 6v160061 npuzéanvl NOMOYbL  HE3ABUCUMBIM
paspabomuuxam, npenooasamesim U HeKOMMepP4eCKUM 0P2AHUZAYUAM UCNOIb308AMb USPbl
6 Kauecmee dpexmuenvlx UHCMPYMEHMO8 COYUATbHBIX USMEHEHU.
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KiaroueBble ciioBa: paspabomka uep, coyuaibHoe 6030elicmeue, cepbesHvlie Uzpbl,
U3MeHeHue NoeedeHUsl, 2eUMUPUKAYUSL, UHMEPAKMUBHOE NOBECMBOBAHUE

GAMIFYING REAL-WORLD PROBLEMS: A FRAMEWORK FOR
SOCIALLY IMPACTFUL GAME DEVELOPMENT

Annotation: Game development has evolved beyond entertainment to become a powerful
medium for addressing real-world problems. This paper explores how games can be
purposefully designed to raise awareness, change behavior, and drive social impact. We
propose a modular framework for socially impactful game development that incorporates
problem identification, narrative design, mechanics alignment, feedback systems, and
community engagement. Drawing on successful examples such as "That Dragon, Cancer"
and "Sea Hero Quest," we analyze how developers can embed social themes into compelling
gameplay. We also discuss the challenges of balancing realism with engagement and
suggest strategies for ethical design. Our findings aim to guide independent developers,
educators, and non-profits in using games as effective tools for social change.

Keywords: game development, social impact, serious games, behavioral change,
gamification, interactive storytelling

Kirish: Video o‘yinlarning ko‘ngil ochar vosita sifatidagi kuchi yaxshi ma’lum, ammo
ularning o‘qitish, ilhomlantirish va o‘zgarishga undash qobiliyati tobora ortib bormoqda.
Iqlim o‘zgarishi, noto‘g‘ri ma’lumot targalishi, ruhiy salomatlik ingirozi va ijtimoiy
tengsizlik kabi global muammolar davrida o‘yinlar nafaqat ma’lumot beruvchi, balki qarash
va xulg-atvomi shakllantiruvchi interaktiv vositalar bo‘lib xizmat qgilishi mumkin. Ushbu
magqola ijtimoiy ta’sirga ega o‘yinlami ishlab chigish uchun framework taqdim etadi va
ushbu vosita real muammolarni hal qilishda qanday ishlatilishi mumkinligini ko‘rsatadi.

Jiddiy o‘yinlar, ishonch uyg‘otuvchi o‘yinlar va gamifikatsiya ta’lim, sog‘ligni saqlash va
davlat siyosatida o‘rganilgan. ‘Foldit’ o‘yini o‘yinchilarga ilmiy tadqiqotlarga hissa
qo‘shish imkonini berdi (Cooper va boshq., 2010), ‘Papers, Please’ esa foydalanuvchilarni
immigratsiya tizimini aks ettiruvchi byurokratik muammolarga sho‘ng‘itdi (Pope, 2013).
llgari olib borilgan tadqiqotlar o‘yin asosida o‘qitish bilimni mustahkamlash, hamdardlik va
motivatsiyani oshirishini ko‘rsatgan (Gee, 2003; Squire, 2005). Biroq ishlab chiquvchilar
uchun ijtimoiy muammolami o‘yin mexanikasiga samarali kiritish bo‘yicha yagona
framework yetarli darajada ishlab chigilmagan.

Taklif gilinayotgan framework besh gismdan iborat:
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1. Muammoni aniqlash: asosiy ijtimoiy muammoni belgilash (masalan, iqlim o‘zgarishi,
ruhiy salomatlik, ozig-ovgat yetishmovchiligi).

2. Narrativ dizayn: muammoni hayotiy yoki metaforik tarzda ifodalovchi hikoya yaratish.

3. Mexanika mosligi: o‘yin mexanikasini real dunyo tizimlarini aks ettiradigan tarzda
loyihalash.

4. Fikr-mulohaza tizimlari: qarorlar ta’sirini kuchaytiruvchi o‘yinchi fikr-mulohazalari va
natija ko ‘rsatkichlari.

5. Hamjamiyat bilan ishlash: o‘yin tashqarisida ham jamiyat ishtirokini rag‘batlantirish.
Amaliy tadgiqotlar: -
That Dragon, Cancer (2016): Terminal kasallik bilan kurashayotgan oilaning hikoyasini
tasvirlovchi narrativ 0‘yin (Numinous Games, 2016).
- Sea Hero Quest (2016): Demensiya bo‘yicha ilmiy tadqiqotlar uchun navigatsiya
ma’lumotlarini  to‘plagan  mobil o‘yin (De Cothi wva  boshq., 2020).
- Eco (2018): Ekologik tizimlarni modellashtiruvchi multiplayer simulyatsiya (Strange Loop

Games, 2018).

O‘yin mazmuni bilan xabami yetkazish o‘rtasida muvozanatni topish qiyin. Juda didaktik
bo‘lgan o‘yinlar o‘yinchilarni zeriktirishi mumkin, juda mavhum bo‘lsa, ta’sir kuchi
kamayadi. Nozik mavzularni ifodalashda etika masalalari ham dolzarb. Mablag’
yetishmasligi va soha mutaxassislari bilan ishlash imkoniyati cheklanganligi mustaqil ishlab
chiquvchilar uchun to‘siq bo‘lishi mumkin.

Kelajakda Al yordamida o‘yin tajribasini shaxsiylashtirish, real vaqt ma’lumotlarini
ishlatib dinamik simulyatsiyalar yaratish va ko‘p sohalararo hamkorlikni rivojlantirish
istigbollari mavjud. Shuningdek, o‘yinlarning uzoq muddatli xulg-atvor o‘zgarishiga
ta’sirini o‘rganish ham muhim yo‘nalishdir.

O‘yinlar niyat, hamdardlik va strategik yondashuv bilan yaratilganda ijtimoiy ta’sir
ko‘rsatish uchun noyob imkoniyatlarga ega. Ushbu magqola ishlab chiquvchilar uchun
nafaqat qiziqarli, balki o‘zgarish keltiruvchi tajribalar yaratishda asosiy yo‘l-yo‘riqlarni
tagdim etadi.
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